THe: The Matrix Stagbaast Mot 4

Scene: Where Neo agrees to

meet Mopheus
(Addition scene)  Par+{

ViSion: Neo +alks in his room o Morpheus about refusing To meet-
Argle: over the shoulder shor

SOW‘C'-' Neo -faik;'ns

VisSion: Neo gets tropped again bj agents on his way +0 work .
Angle: Close up

Sound : Whimper voice

Vision: Agents beats up Neo
Angle : Knee shot / camera move Whip pan shot

Sound ! Kl‘ck."fy noice!, . Background music (Demi lovato -Confident)

Vision: Neo runs a fow streets and 4nen agents foses his track
fnge: Full shot | camera move: Pan shot
—| Seund: Feet noice

Visiont Neo seeis fevenge plans about agents in his necd .

Agle . Close up
Sound ! Sitence
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Scene: Where Neo agrees 4o Stopyboacd No: 2

meet morpheus
(Addihon scene) Part 2
Vision : Neo tries o find out a way to reach Morpheus in his room.
Fmg\e: LO@ Shot
Souad! Silence

Vision : The prone rings at thet very moment
Argle: Dutch HH shot

SOU/d( phone r,‘nﬂs

Vision Mocpheus reaches Neo and they decide +o meet
Angle: Close up ( divided scleen)

lSO(.{/ld.' Ta\l(.ing Voices

Vision: Neo goes 1 he meeting place and waits
Argle: Single chot
Sound : Chy noice s

Vision: Neo gets in e car ond thty drive away
Pgie: Long srot / Camera move: arc shot
Sound : Engine noices
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1 Yo gorvne. move 1o ship \
Need 2 4ake sth which's fake you trip
It must be more than one

Fu‘\aoumt‘bbcsl\bt-hmim

SCANL: Where +he oracle shace his

pr °phecy wrh Neo

( Atterncth ve scene)

Argle - Over +he shoulder shot

Sound ! PrOy voices of oracle

To Neo
ﬁmgtz- Over 4he Shoylder shot
Sou(\d'- POPC/ Tearl'ng noise

S‘for:jbooro! No: 3

Vision: N@ enters orocle’s room ond stoce at +he magic sphere

Vision: Neo holds +he poper on whigh the riddie js written

Argle: Extreme close up

Souad : Sitence

Vision: Neo shows +he riddle o Tr;'m'-ty and +hey Hries to figure

Angle: Dver 4he shoulder Shot / Camera move -
Sounl Tolking voices

Visiont Mompheus cails +hem 4o the car
fingle: Close up

Soundl Ta/tmg voices

Arc shot

immeclicte Iy .
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z,

~ stoyboard No:

Scene’ Whece Marpheus

The Mot
X IS (escued
(Aternotive scene) portd

Vision : Morpheus s aCC:'deMaIly shot end dits while 17ed 12 cha,r

Cor / 7 . Argle: Extrome long shod
S *‘“‘I ﬁ[ Souwd ! Background music  ( stepe Jablonsky —Arcivel 1o €arth)
= ; N

. O\'}\/\,\ﬂ/w Tﬁ/\,r}t(ﬂ b\

jUMIpS -{-'(vm the helfcaf"fEf

ViSfOﬂf Neo seec Morpheus dead and
Fo +he bu;‘ld.'ng.

Afyl(' low argle Sho+
Sound: 6ack9rour\d MUSTC continues

Vision: Agents see hot Neo JuUmp inte +he building ang they

ter dhe rogp .

frgle - mid -thig ks up shot.
Sound - Bockaround music (2fac -

Time Bock)

Vision: They stocts f'yh-h‘ng hord!:,

Av\glb Full shot / Gamera e Whip pan shot

Sound » @mkgrou/\d MUSIc  ontinues

ViH'On: Neo is peaten by agents

Argle. Hi3h angle shot

Sounds Bacgfrodnd MUSIc continugs
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TiHe: The Mortri x

board No:
Scene s Where Mocpheus Stogy S

15 rescued
(Atternctive scene) Part 2

Visjon: Trinity stops using +he helicpfer and jumps beside him
1o help Neo

Angle High angle shot

Soung:

/ Comerer movye Trockfn_g Shot

Bod\grouﬂd MUsic  candi pugs

Vision : Tani+y beots +he agents

ﬂfgLQ,’ Full Shot / Comerc move Whlf pon shot

Sound,; Background music  contnues

ViSfOG', Neo barg{j recove/s ond helps Trfnifg whi

le heis b!adl’ng.
Pngle: Close up

Sound 1 Backgrounc) music onhnues

Vision: Neo ang Trinity join forces gng +n
Angler Full shot

SOWld : Crieg of 505

& defeat the agents

Vision: They undecstand +he messbgg of the oracle even
lote pui they have Nothing to do
Angle: Mid~+highs up shot

if its
they lost Morpheus

Sound : Taw.ing voices and ‘ quf.ground music (The Imitation Game (Exw‘mdu))
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THle The Modri X Scene: Where Neo and Trinity

return to +ne ship

(Atterrctive erding)

Viston: Tenk feports the phoru‘s locotion from the ship 4o Neo.
Argle : Clos up ( Divided screu\)

Sound Talking voices ang background music cortipues

Vision: Neo ond Trinity get in+he car and deive 4o +Hhe r
Jocation

eported

Angle: Long shot

Sound t Engine nojces and badkground music continues

Vision! Neo ond Tr/‘m"iy arnve  a+t +he phone booth j,

Centrel_ Poct
ond return +o +the Ship.

Argler Mid-+highs up shot / Comeca move . pq, Shot
SQMd’ qutiﬁg Voices
Vision: A ook ot 4pe Ship from where it s

Angle: Exteme long shot

Sound: Tonk s Ying voices

‘ UG 4 | (
™ ‘

swootoed  \/ision: Neo, Trinity

\.' [

and Tank mourn for +heir dead trewmates

o Hr\g\u Mecium ghot / Comera, moye . Crane Sh9+
Sound v Sitence .
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