
STORYBOARDS 101



ASPECT RATIO

The first thing you need to 
know when storyboarding is the 
size of the stage on which your 
story is to be set.

There are three common 
“stages” in use.

1. ACADEMY: the classic TV 
or video screen proportions 
(1.33:1)

2. WIDESCREEN: U.S. and U.K. 
standard screen size for movies 
(1.85:1)

3. SCOPE: epic screen size;  
also known as CinemaScope or 
anamorphic (2.35:1).
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FRAMING

Once you know the size of 
the stage, you have to know 
how much of the action 
to show.  There are three 
standard framings:

1. LONG SHOT (LS): principal 
figures appear from head to 
toe (in an extereme long shot 
[ELS] you may not even see 
the figure).

2. MEDIUM SHOT (MS):  
main figures are framed  
from the waist up.

3. CLOSE-UP (CS):  
main figures are framed from 
the shoulder up (extreme 
close-ups [ECU] can go as 
close as you dare).
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EYELINE

There are three possible eyelines, 
each subtly influencing the viewer’s 
relationship to the character.

1. EYE LEVEL: the viewer’s eyeline is  
the same as the character’s (this tends 
to connect us to the subject).

2. HIGH ANGLE: the viewer’s eyeline  
is higher than the character’s (this 
tends to diminish the subject).

3. LOW ANGLE: the viewer’s eyeline 
is lower than the character’s (this 
tends  
to make the subject heroic).
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LENS

You can view the story through three 
different lenses, each influencing the 
response of the viewer.

In all three cases, the physical 
relationship between foreground, 
midground and background  
remains the same—only the  
lens has been changed.

1. STANDARD: a “realistic”  
appearance of foreground  
and background.

2. WIDE ANGLE: perspective  
expanded; distance exaggerated 
(speeds action up).
 
3. TELEPHOTO: perspective  
and distance compressed  
(slows action down).
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To indicate MOVEMENT WITHIN THE FRAME, encompass the object that is moving with an 
arrow showing the direction of movement. The arrow stops where the object stops. If the object 
leaves the frame, so does the arrow.

To indicate MOVEMENT OUTSIDE THE FRAME (camera movement), draw an arrow in the 
direction of the camera’s motion and write on the arrow the name of the type of camera move.

In storyboarding, there are two kinds of movement: 

Movement WITHIN THE FRAME (i.e., the movement of something within the scene).
Movement OUTSIDE THE FRAME (i.e., the movement of the camera).

MOVEMENT

Arrows show movement.   
They follow the path of the  
object that is moving.

PAN (2D move) or TRACK (3D move) right.



CAMERA MOVES are either stationary 
(“locked off ”), where the camera merely swivels 
to follow the action, or mobile, where the camera 
physically follows the action through space.

STATIONARY CAMERA MOVES
PAN: camera is stationary and swivels left or right.

TILT: camera is stationary and tilts up or down.

VERTICAL CAMERA MOVES

TRACK (OR DOLLY): camera is mounted on a 
dolly and follows the action left or right along a  
set of tracks.

BOOM (OR CRANE): camera is mounted on a jib 
or crane and follows the action by “booming” up 
or down.
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NB: Panels indicating a vertical camera move may be stacked 
either of the two ways indicated above.

NUMBERING

It is very important to number your 
storyboard panels correctly, in order to 
communicate whether the sequence is one 
shot or many shots.

Individual shots are numbered sequentially:  
1, 2, 3, etc. …

Multiple panels that describe the same shot 
are numbered: 1A, 1B, 1C, etc. …

Numbers help clarify zooms and camera 
pull-backs and push-ins.
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THE LINE

Whenever two characters interact,  
there is an invisible line that forms 
between them. A camera can only cross 
this line in one of three ways:

1. Move the actors during the shot.
2. Move the camera during the shot.
3. Insert a new shot from anywhere 
   on the line
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