
WALKS 

Advice from Ken Harris: 

'A. walk is the first thing to learn. Learn walks of all kinds, 'cause walks are about the toughest 

thing to do right.' 
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Walking is a process of falling over and catching yourself just in time. We try to keep from 

falling over as we move forward. If we don't put our foot down, we'll fall flat on our face. We're 

going through a series of controlled falls. 

We lean forward with our upper bodies and throw out a leg just in time to catch ourselves. Step, 

catch. Step, catch. Step catch. 
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When we trace off a live action walk (the fancy word is rotoscoping}, it doesn't work very well. 

Obviously, it works in the live action - but when you trace it accurately, it floats. Nobody real­

ly knows why. So we increase the ups and the downs - accentuate or exaggerate the ups and 

downs - and it works. 
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