DIRECTOR’S LINE
ALSO KNOWN AS 180 DEGREE RULE
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Crossing the Line (Reverse Cut)
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Sports & Multi-Camera Action
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The 1807 Rule
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In film making, the 180-degree rulel'l is a basic guideline regarding the on-screen spatial
relationship between a character and another character or object within a scene. An imaginary
line called the axis connects the characters, and by keeping the camera on one side of this
axis for every shot in the scene, the first character is always frame right of the second
character, who is then always frame left of the first. The camera passing over the axis is called
Jjumping the line or crossing the line; breaking the 180-degree rule by shooting on all sides is
known as shooting in the round.

The 180-degree rule enables the audience to visually connect with unseen movement
happening around and behind the immediate subject and is important in the narration of battle
scenes.
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The line or Actor 1

axis of action

This schematic shows the axis between two &
characters and the 180° arc on which cameras may
be positioned (green). When cutting from the green
arc to the red arc, the characters switch places on the
screen.
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