SCREENPLAY FORNMAT

"Epi sode Title"

Witten By

Matt Carl ess
Every script should have If you have an agent
atitle page with one t he address and nunber
address only in the bottom can go here.
| eft hand corner. A draft nunber or date
Al ways include a phone nunber is not required on a
and an e-mail address if you spec script.

have one. have one.



" SCREENPLAY FORVAT"
FADE | N:
EXT. LOCATI ON #1 - DAY

This is how to begin your filmor television screenplay.
Scene headings are typed in capitals and nust indicate:
interior or exterior, the location, and day or night.

Scene action is doubl e-spaced under the heading in upper and
| ower case text with doubl e-spaci ng between paragraphs.

Scene action should only deal with what is happening on the
screen and must never stray into superfluous novelistic text
related to character thoughts or back-story.

A general rule of thunmb is to limt a paragraph of scene
action to four or five lines. Consider each paragraph as a
significant beat of action within your scene.

I NT. LOCATION #2 - N GHT

Begin a new scene with the heading triple-spaced f
precedi ng scene. Always follow a scene heading wt
of scene action.

romt he

h aline
CHARACTER #1

Character cues appear in capitals

indented to around the m ddl e of

t he page, but not centred. The

first letter of each cue is al ways
in alignnent.

CHARACTER #2
A character is designated by either
their first or last nane, but a
rol e designation nmay be used instead
with personal titles abbreviated.
The desi gnated name shoul d remain
consi stent throughout the script.

CHARACTER #1

Di al ogue appears directly under
t he character name in normal upper
and | ower case text. Simlarly, it
is not centred.

(pause)
Split dialogue between pages only
if at least two |ines appear on
the first page, and only after a
sent ence.



CHARACTER #1 ( CONT' D)
Begin the follow ng page with a
new character cue |like this.

CHARACTER #2

(beat)
Parent hetical instructions appear
in |ower case text enclosed within
brackets on a separate line in the
body of the dial ogue.

(pause)
Never | eave a parenthetical hanging
at the bottom of a page when
breaking a character's speech.
Move it to the top of the next
page under the character nane.

If scene action interrupts a character's speech on the sane
page. .

CHARACTER #2 (CONT' D)
Then you nust begin a new character
cue when continuing the dial ogue,
but including (CONT'D) isn't
essential. D al ogue nmust always be
preceded by a character name and
never appear on its own.

| NT. LOCATION #1 - DAY
On occasions, it may be necessary to indicate two characters

speaki ng simul taneously. This should be used sparingly, but
if you need to do it this is how

CHARACTER #1 CHARACTER #2
Show your first Wil e the character on the
character speaking on right tries to get a word
the left. in edgeways.

CHARACTER #2 (CONT' D)
And finally nanages to achieve it.
Try to limt the length of your
over | appi ng di al ogue.

EXT. LOCATION #2 - N GHT

Sonetinmes you may need a character to speak in a foreign

| anguage. Contrary to belief, it is not a good idea to wite
the foreign | anguage itself. A general rule of thunb is to
al ways submit a script in the sane | anguage as the person
who' Il be reading it.



CHARACTER #1
(in French)
Indicate the foreign |anguage in
parenthesis and wite the dial ogue
as you normally would in English.

CHARACTER #2
(in Russian; English
subtitles)

If your character is speaking in a
foreign | anguage with subtitles,
then this is howto showit.

If, however, the entire scene is being spoken in a foreign
| anguage, then a special note should be included in the scene
action.

NOTE: THE DIALOGUE IN THI S SCENE IS SPOKEN | N HUNGARI AN AND
SUBTI TLED I N ENGLI SH.

CHARACTER #1
Then just wite the dial ogue
normal Iy, in English.

CHARACTER #2
And when you reach the end of the
scene, include another specia
not e.

END OF SUBTI TLES.

If there is a specific reason for showi ng the foreign | anguage
and the translation, use the dual dialogue nethod with the
foreign | anguage on the left and the translation on the right --
indicating that they are subtitles in parenthesis.

I NT. LOCATI ON #2 - DAY

Scene transitions are technical information indicating the
met hod of changing fromone scene to another. A general rule
of thunmb is that every scene will CUT TO the next if no
transition is specified.

Transitions are generally only used in shooting scripts but,
if it's absolutely necessary to specify one, it appears
against the right-margin like this.

DI SSOLVE TO



EXT. LOCATION #1 - N GHT

Al ways keep scene headings with the scene action. Don't |eave
| oose headi ngs hanging at the bottom of a page.

It's sometines a good idea to start a new scene on a new
page if there is only a line or two at the bottom of the
previ ous one, but scenes can break over the page easily like
this. Shooting scripts include CONTINUED at the top of the
page, but this is unnecessary in a spec script.

LATER
If you need to indicate the passing
of time through the same scene
t hen use LATER as a sub- headi ng.
There is no need to continuously
repeat the nmaster scene headi ng.

THE CORNER OF THE ROOM

Simlarly, you can break up |l engthy and conpl ex scenes hy
focussing on specific areas of action with a sub-headi ng.
This is useful when scripting |large party or group scenes.

EXT. LOCATION #2 - N GHT

Sonetimes it may be necessary to hear characters when we
can't actually see them

CHARACTER #1 (O S.)
O f Screen neans the character is
physically present within the scene,
but can only be heard, e.g. they
are speaking from an adj oi ni ng
room

CHARACTER #2 (V.Q)
\Voi ceover i s used when the character
is not present within the scene,
but can be heard via a nechanica
devi ce such as a tel ephone or radio.
It is al so used when a character
narrates parts of your story.

CHARACTER #2 (CONT' D)
If you need to differentiate between
a character's narration and their
on screen dial ogue, then handle it
as separate speeches.



CHARACTER #2 (V. Q) (CONT' D)
As (O S) and (V.Q) are technical
instructions, they appear next to
t he character nane.

| NTERCUT - | NT. LOCATI ON #1/LOCATI ON #2 - DAY

If it's necessary to CUT back and forth between sinultaneous
action in tw different locations in the sane scene, then
handl e your scene heading like this. Use this nethod when
you want to show a phone conversation

CHARACTER #1
(i nto phone)
You can then type your dial ogue as
nor mal .

CHARACTER #2
(i nto phone)
Whi | st indicating that both
characters are on the phone.

CHARACTER #1

(i nto phone)
Just make sure you indicate when
t he character hangs up.

(hangs up)
Especially if you are going to
continue the dial ogue and scene
beyond t he phone conversati on.

| NT. LOCATION #1 - DAY
Al ternatively, you can establish both |ocations separately.

CHARACTER #1
(i nto phone)
Show your first character speaking
into the phone like this.

| NT. LOCATI ON #2 - DAY
Then establish your next |ocation.
CHARACTER #2
(i nto phone)
And show your second character
i ke this.

| NTERCUT:



CHARACTER #1
(i nto phone)
Then conti nue the conversati on,
intercutting confortably between
the two characters.

CHARACTER #2
(hangs up)
If you finish the conversation and
stay with one character, you don't
need to repeat the scene headi ng
as it has already been established
earlier.

I NT. LOCATION #1 - N GHT

Anot her way to wite phone conversations is to show one
character speaking but only hear the other.

CHARACTER #1
(i nto phone)
This is the character we see on
t he phone.

CHARACTER #2 (V. Q)
Whi | st we hear the second character
speaki ng at the other end.

CHARACTER #1
(i nto phone)
But the first character remains on-
screen throughout the scene.

EXT. /1 NT. LOCATION #1 - DAY

If you have a scene where the action is continuously noving
between the interior and exterior of the same |ocation, such
as the hall and driveway of a house, do your scene heading
i ke this.

But use I NTERCUT for cutting back and forth between two
separate pieces of action inside and outsi de.

SERI ES OF SHOTS:

A) SERIES OF SHOTS: is a group of short shots which make up
a narrative sequence, useful for advancing the story in a

rapi d or econonical way.

B) The shots are presented in |ogical arrangenent for the
action with a beginning, mddle and end point to the sequence.



C MONTAGE: is a series of two or nore images that blend
into and out of each other in order to create a particular
effect.

D It is used to create an enotional environnent, a min
title sequence, or when representing archive stock footage.

E) Both SERIES OF SHOTS: and MONTAGE: are used to avoid
mul ti pl e scene headi ngs when scenes are deened too short
(often only one shot in length) to conformto the usual

formatting rul es.

EXT. LOCATION #2 - N GHT

On-screen text, such as letters, e-nmails, or signs, are
formatted in a couple of ways. Brief text, such as a sign
can go in the body of the scene action: "THS 1S A SI G\

"Somet hing longer, like a letter, is formatted |i ke dial ogue
encl osed within double-quote marks. It can be in nornmal upper
and | ower case text, OR ALL I N CAPI TALS dependi ng on the

text it is representing.”

EXT. LOCATION #1 - N GHT - 1956, FLASHBACK

If you want flashbacks in your script, treat them as separate
scenes and format your headings |ike this.

YOUNG CHARACTER #1
If it's inportant, you can include
the specific year or tine period.

YOUNG CHARACTER #2
I f your flashback takes place across
a nunber of consecutive scenes,
then specify it as a flashback
sequence in the headi ng.

I ndi cate when the flashback or flashback sequence finishes
and begin a new scene.

END FLASHBACK.

I NT. LOCATION #1 - DAY

As a rule, scene nunbers are not included on a spec film
script. They generally only appear on shooting scripts al ong
with canmera and technical directions (which should be avoi ded
in a spec script).



Don't forget to number all of your pages - page one begins
with scene one, not the title page.

And keep all your pages together with a sinple paper binder
inthe top left corner. Unfastened pages can becone separated
fromthe rest of the script and get |ost!

FADE TO:

I NT. LOCATION #2 - N GHT

It is standard practice to sign-off a filmscript with THE
END centred on the page, preceded by FADE QOUT.

FADE QUT. only ever appears at the end of a feature-length
screenplay, or an act in a television script. If you want to
indicate a FADE QUT. and a FADE IN. within the body of the
script, then the correct transitional termis FADE TO as
above.

However, as nmenti oned earlier, scene transitions should be
avoi ded in spec scripts where possible.

FADE QUT.

THE END
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