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1. Film scenario - formal appearance.

T NP_for_FEGuide 1.pdf - Adobe Reader - X
Plik Edycja Widok Okno Pomoc x

Toby

12. INT. TOBY'S HOUSE -

T

13A. INT. TOBY'S HOUSE - BY THE DOOR/SALON - MOMENTS LATER

Through
i

138. INT. TOBY'S HOUSE - SALON - CONTINUOUS

Toby runs after her

ToBY
Bon't go in!

59

12:59
NGB e

Preparation of the screenplay for movie is not only a creative job, but also formal.

The basics of typography and formatting specific for scenario are used for years. They still apply to any
screenwriter who wants to produce professionally.

T NP_for_FEGuide 1.pdf - Adobe Reader - X
Plik Edycja Widok Okno Pomoc *

TOBY
Look at him, for example!

Melanie goggles.

TOBY
Don't ask! It was an accident!
I'11 explain later... first

we've got to...

(he runs to her

and grabs the gun)
...get rid of that, and...

13cC. INT. TOBY'S HOUSE - BY THE DOOR - CONTINUOUS

Toby dashes into the hallway. Looks around. Sees Melanie's
coat on a hanger. Stuffs the pistol into one of the pockets.

13D. INT. TOBY'S HOUSE - BY THE DOOR - CONTINUOUS

Toby runs back into the salon and up to the lying Fakir. He
seizes his legs.

TOBY (CONT'D)
..and this, here. Help me!

He hauls the corpse to the door.

Appearance of film script is governed by specific rules, mainly based on:
e the convenience of quick reading
e and (based on historical point of view) using the classic typewriter.
Hence the Courier font, large margins and constant spacing between the paragraphs.

In an era of digitization of film production, the editing tools were specially devised to provide the
traditional look of a single sheet of scenario.
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2. Fountain syntax - an open standard.

8 Syntax - Fountain | A x — X

€« € [ fountain.io/syntax#section-slug @ By =

@ Fountain Syntax

S Scene Headings

A Scene Heading is any line that has a blank line following it, and either begins with TNT or EXT or
similar (full list below). A Scene Heading always has at least one blank line preceding it.

Power user: You can "force” a Scene Heading by starting the line with a single period.
Here's a regular Scene Heading followed by a forced Scene Heading.
EXT. BRICK'S POOL - DAY

steel, in the middle of a heated phone call

.SNIPER SCOPE POV

From what seems like only INCHES AWAY. _Steel's face FILLS the *Leupold Mark 4% sc

fountain.o/syntaxésection-slug .

1342
&% B enae

The use of Fountain syntax is the open standard for scenario elaboration on computer.

It is a developed system of rules and specialized tags, which allows you to mark the selected pieces of the
scenario adequately to the roles and functions to perform.

As a result, when you print final copy, the text is formatted according to the applicable in the film world
rules.

Using the Fountain syntax allows you to work with any text editor.
However this requires knowledge of using the rules, which (unfortunately ...) you need to learn.

3. CinemaVision Fountain Editor.

& Fountain Editor - Cin % - X
€ - € [ cinemavision.com/ftneditor Qb @ =

C

WYSIWYG screenplay editor

Launch on-line g ——— _

Reasons to use this software

< o & ©

Open format Multi platform Easy tolearn Made for people
Fountain is a simple and open Windows, Mac OS X and Linux. User interface is intuitive and self- CinemaVision Fountain Editor is
markup syntax for writing, editing Online and offlne. explanatory made for real people who need fo
and sharing screenplays in plain solve real problems quickly and
human-readable text elegantly

CinemaVision Fountain Editor has been designed to enable compliance with the rules of the Fountain
syntax... without any knowledge how to mark the formulas.

The program automatically formats the paragraphs according to their functions. The effects of formatting
are visible in a graphical editing window.

In addition, Fountain Editor is packed with many useful features, effectively supporting writer’s work.
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4. Concept of efficient workflow.

The concept of work in Fountain Editor is based on the use of the intuitive style library allowing to format
script paragraphs adequately to their function and role.

- 0- 2- & A= = e
Qutline = Notes b Styles # Screenplay E Title page 2 Preview Fountain source
- . o E—— be B
1. Section (level 1) Ctrl-1 gcion Bl I U s aa & 8 B @& Q by B
1.1. Section (level 2) Ctrl-2
1.1.1. Section (level 3) Ctrl-3
Synopsis Ctrl-4
Scene Ctrl-5
Action Ctrl-6
Character Ctrl-7 ——
Character (dual dialog) Ctrl-8 ’
(Parenthetical) Ctrl-9 EXT. BACKSTREET - NIGHT
Dialogue Ctrl-0
Transition Ctrl— Crescent moon shining over the row of buildings
with Christmas lights. Slowly drifting clouds :
Centered text Ctrl-+ sparkling here and there in the gquiet of the ni
Lyrics
| Note Ctrl-Alt-1 2nd then all of a sudden it's not so gquiet anyn
: 45, in a suit drenched in sweat, dashes into tt
al ? = At N 4
K Note qugstlcn Ctrl-Alt-2 el e
1] ! Note - notice Ctrl-Alt-3
S Shot: Note - shot Ctrl-Alt-4 He looks around in panic. He leaps over a dilap
- 5 A and crashes inteo a row of garbage cans on the ¢
. (e LTt < MESIUnEE ClikA S Gasping for breath, he scrambles up and runs or
Scene number and winds up at a wall. A dead end!
| Inline note .
= = He whirls around and...
2| ?Inline note - question
4 !Inline note - notice A shadow falls on his face. There's somebody bl
5| Shot: Inline note - shot way-
Rl Res: Inline note - resource Chester freezes, his eyes terrified.

The shadow is silent and huge, like an Zngel of

The editor prompts what role is assigned to a paragraph in which the cursor is currently located.

b Styles Screenplay R Title page @, Preview Fountain source
| Dialogue !B I U as aa Aa &5 X [ @ B
way.
- NIGHT ey
1ENTS LATER Chester freezses, his eyes terrified.

SAR - MOMENTS LATER
- MOMENTS LATER

The shadow is silent and huge, liks

raises its hand with a big gun.

an ARngel of Death. It

TIME LATER i i
Chester collapsses to his knees. He shakes his head.

JSE - LATER

MOMENTS LATER CHESTER

i

= - IN FRONT OF - SUNSET
- HALLWAY - EVENING

- BATHROOM - EVENING
- KITCHEN - EVENING

- HALLWAY - EVENING

- SALON - EVENING

£ - CORRIDOR - MOMENTS
- BY THE DOOR/SALON
- SALON - CONTINUOUS
- BY THE DOOR - CONTI
E - BY THE DOOR/SALON
E - SALON/BY THE DOOR
E - HALLWAY - MOMENTS L
E - SALON - EVENING

wow owowomomm
momm m m m

w

The click of the safety catch.

Chester groans. The buildings'
him indifferently.

empty windows ssem to watch

The killer's finger touches the trigger...
Chester covers his face.

The hand with the gun starts to tremble. ..

El here — The killer comes out of the darkness

Chester is waiting. Nothing happens. Cautiously,

out through his fingers.

he pesks

The shadow is still standing there, big and ominous.
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This role can be changed by adding a new style... while there is a need...

o D - P~ &5 ||| S = =

Qutline = Notes % Styles Screenplay % Title page #, Preview Fountain source
B : A [P

1. Section (level 1) Ctrl-1 Dlalooue /B I U asaaafp Xh@@E)
1.1. Section (level 2) Cirl-2 way.
1.1.1. Section (level 3) Ctrl-3 Chester freezes, his eyes terrified.
Synopsis Ctrl-4 1 : 5 . y B " .
Scene Ctrl-5 The shadow is silent and huge, like an Angel of Deat!

raises its hand with a big gun.

Action Ctrl-6

Character CIrl-7 Chester collapses to his knees. He shakes his head.
Character (dual dialog) Cirl-8

: SHESFER

Dialogue Ctrl-0

Transition Ctrl— The click of the safety catch.

Centered text Ctrl-+ o g B 3

Ve Chester groans. The buildings' empty windows seem to

i him indifferently.
|=1 Note Ctrl-Alt1
|21 ? Note - question Ctrl-Alt-2 The killer's finger touches the trigger...
[# ! Note - notice Ctrl-Alt-3 y
5l Shot: Note - shot Ctrl-Alt-4 SESber somRseilmSage:
Rl Res: Note - resource Ctrl-Alt-5 The hand with the gun starts to tremble...

Scene number J here — The killer comes cut of the darkness
= |n|lﬂ§ TEE Chester is w g. Nothing happens. Cautiously, he
2. ? Inline note - question out throuah fingers.

Assigning style to the part of text makes it visually identical to its appearance as a printed piece of paper.

The program will take care of us for compatibility with standard appearance, allowing you to focus
primarily on the story and attractive scenes.

Differentiation of view of specific batches of text is an efficient and clear way to navigate in the maze of
scenes, plots and characters, of even very complicated and extensive scenario.

At any time there is a possibility to switch the view into Fountain syntax format.

oy —_— =
-« Screenplay R Title page & Preview Fountain source
-1 Leon J[B I U |as a3 s & ® @ Qb= e
e e e e o e e e e e e S O
rl-2 WAy -
-3 Chester freszes, his eyes terrified.
rl-4
05 The shadow is silent and huge, like an Angel of Death. It
i raises its hand with a big gun.
-6
-7 Chester collapses to his knees. He shakes his head.
rl-8
-9 CHESTER
iR Benftde s
rl-0
rl— The click of the safety catch.
e+
Chester groans. The buildings' empty windows seem to watch
him indifferently.
It-1
-2 The killer's finger touches the trigger...
-3 .
Chester covers his face.
It-4
It-5

r:‘he hand with the gun starts to tremble. ..
El here - The killer comes out of the darkness

Chester is waiting. Nothing happens. Cautiously, he pe=ks
out through his fingers.

The shadow is still standing there, big and ominous.

CHESTER
Stop torturing me, man! Shoot!
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5
i =
# Screenplay R Title page #, Preview Fountain source
trl-1 EXT. BACKSTREET - NIGHT #1#
|
trl-2 Crescent ver the row of buildings decorated with Christmas lights. Slowly drifting clouds reveal stars,
lilr1—3 in the guiet of the night.
trl-4 &nd then all of a sudden it's not so quiet anymore. A man, 45, in a suit drenched in sweat, dashes into the backstreet.

itrl5 It's CHESTER.
ftr]-(i

leaps over a dilapidated wall and crashes intoc a row of garbage cans on the other side.

He looks around i

ll'm-? Gasping for breath, h crambles up and runs on.

trl-8 . ze i

lm.g and winds up at a wall. A dead end!

k o . 3

-0 He whirls around and...

trl— ! : i
irl-+ A shadow falls on his face. There's somebody blocking hi
| Chester freszes, his eyes terrified,

Alt-1

Alt-2 The shadow is silent and huge, like an Angel of Death. It raises its hand with a big qun.
Alt-3

k Chester collapses to his knees. He shakes his head.
It-4

It-5 CHESTER
| Don't do it...

The click of the safety catch.

Chester groans. The buildings' empty windows seem to watch him indifferently.
|The killer's finger touches the trigger...

Chester covers his face.

The hand with the gun starts to tremble...

[[here - The killer comes out of the darkness]]

5. Starting with new scenario.

The most common way for getting started on a new script is opening a text file containing an conspect or
vestigial part of the story.

I new_scene.txt — Notatnik = [m] x
Plik Edycja Format Widok Pomoc

EXT./INT. STREET - IN CAR - NIGHT
Zakhar, Gunder and Razor rush to a kick-ass Cadillac parked at the street.

ZAKHAR
I beg you! I really have to. I'm shaking all over. I'll waste him and won't have to
waste anyone for a week. I promise!

GUNDER
All right, all right!

He jumps behind the wheel. Zakhar beams.
ZAKHAR
Thank you, boss! Thanks a lot!

Gunder shakes his head in distaste.

GUNDER
Like a child!

He turns the ignition - throws the gear - rockets forward.
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If in a starting file were retained some Fountain syntax rules, program would try to interpret them and
show as finally styled paragraphs.
If any parts needs to be editorial revised, for example line break is needed or style is to assign, you can
achieve your goal in an easy and intuitive way.

B[O - -

Outline = Notes %» Styles

1. Section (level 1)

1.1. Section (level 2)

1.1.1. Section (level 3)
Synopsis

Scene

Action

(Parenthetical)
Dialogue
Transition
Centered text
Lyrics
= Note
2| ? Note - question
I ! Note - notice
S Shot: Note - shot
R| Res: Note - resource

Scene number

= Inline note

? Inline note - question

! Inline note - notice

Shot: Inline note - shot
Res: Inline note - resource

0 Ko Bel B9

Ctrl-Alt-1
Cirl-Alt-2
Ctrl-Alt-3
Cirl-Alt-4
Cirl-Alt-5

» Screenplay ¥ Title page & Preview Fountain source
|S:ane |BIQAAaaAaQ§xf|‘3[[é Q by = |

i ./INT. STREET - IN CAR - NIGHT

Zakhar, Gunder and Razor rush to a kick-ass Cadillac parked

at the street.

ZRRHAR
I beg you!

I'm shaking all over. I'll

waste him and won't have to

waste anyone for a wesk. I

promise!
GUNDER
a1l right, all right!
behind the wheel. Zakhar bsams.

boss! Thanks a lot!
Gunder shakes his head in distaste.

GUNDER
Like a child!

I really have to.

He turns the ignition - throws the gear - rockets forward.

Giving appropriate text styles creates a very useful additional information in the form of lists and statistics

of screenplay.

(]

fcenes  Transitions

/ Screenpl, » Tt Preview Fount
creenplay itlepage @ Preview ountain source F
- Action B I U ana mh; XB @G « i
== =I5
GUNDER (2)
ZAKHAR @)
| EXT./INT. STREET - IN CAR - NIGHT
Zakhar, Gunder and Razor rush to a kick-ass CzefTlac parked
at the street.
ZREEAR
I beg you! I really have to.
I'm shaking all over. I'll
i t have to
waste anyone for a week. I
promise!
GUNDER
211 right, all right!
He jumps behind the wheel. zakhar beams.
22REAR
Thank you, boss! Thanks a lot!
Gunder shakes his head in distaste.
GUNDER
Like a childl
E&lcums the ignition - throws the gear - rockets forwazd.
Scene (without comments and notes) X
Words &
Characters w7
Lines 15 100
©0.5)
Pages. 1 (SUBTITLE)
v.0)
- (CONTD)
1 |EXT./INT. STREET - IN GAR - NIGHT =
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There are created and complemented, on fly, the basic scenario lists:

® a list of locations,
e and a list of characters.
Screenplay R Title page & Preview

Fountain source

- Q b3

&

@ &

| Scene |B I U aa aa A3 Ay

4. EXT./INT. | STREE] IN CAR - NIGHT

Characters Scenes 1

INT.
INTJEXT.

Abc

/ STREET (1)

Zakhar, Gunder and Razor rush to a kick-ass Cadillac parked

at the strset.

ZRRHAR

I beg you! I really have to.

I'm shaking all over. I'll
waste him and won't have to
waste anyone for a week. I
promise!

GUNLER

211 right, all right!

He jumps bshind the whesl. Zakhar beams.
ZRRHAR
Thank you, boss! Thanks a lot!

Gunder shakes his head in distaste.

GUNDER
Like a child!

It is interesting that for every character the number of terminated issues is calculated.

And every location shares the amount of scenes that took place there.

Another very useful feature is, automatically created, a table of scenes (and of sections if exist).

Scenes are positioning in the table in sequence of appearance or in numbering order.

RB[E-[o-|&= B (=
Qutline = Notes # Styles Screenplay R Title page #, Preview
Scene B I U

Ax
AA aa Aa A3

Fountain source

¥Xh @ E « Q b

4. EXT./INT. STREET - IN CAR - NIGHT

C¥EXT . /INT. STREET — IN CAR - NIGHT

Zakhar, Gunder and Razor rush to a kick-ass Cadillac parked
at the street.

ZBRHAR
I beg you! I really have to.
I'm shaking all over. I'll
waste him and won't have to
waste anyone for a week. I

promise!
i GU'N:‘EP}
All right, all right!
He jumps behind the wheel. Zakhar beams.
ZRRHAR

Thank you, boss! Thanks a lot!
Gunder shakes his head in distaste.

GUNDER
Like a child!

He turns the ignition - throws the gear - rockets forward.
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6. Editing and ordering scenario.

Reviewing and making changes in an extensive scenario makes it easy by using, automatically generated,
a table of scenes.

Table allows you to move immediately to a specific location in scenario without tedious scrolling text.

You can easily and quickly make any changes and corrections in the content or proceed the story in this
particular scene.

- 0- |- & AR= = 8
Qutline = Notes 2 Styles ¢ Screenplay ® Title page & Preview Fountain source

Scene number B I U »» a3 a 83 X Iy

B Q b3

10_ INT. TOBY'S HOUSE - HALLWAY - EVENING =
11, INT. TOBY'S HOUSE - SALON - EVENING
12, INT. TOBY'S HOUSE - CORRIDOR - MOMENTS
13A_ INT. TOBY'S HOUSE - BY THE DOOR/SALON
138. INT. TOBY'S HOUSE - SALON - CONTINUOUS
13C. INT. TOBY'S HOUSE - BY THE DOOR - CONTI
14A. INT. TOBY'S HOUSE - BY THE DOOR/SALON
14B. INT. TOBY'S HOUSE - SALON/BY THE DOOR
15 INT. TOBY'S HOUSE - HALLWAY - MOMENTS L
16. INT. TOBY'S HOUSE - SALON - EVENING
17 INT. TOBY'S HOUSE - BATHROOM - MOMENTS
18. EXT. TOBY'S HOUSE - IN FRONT OF - EVENIN|
19. EXT. TOBY'S HOUSE - BY CAR - EVENING
20, INT. TOBY'S HOUSE - BATHROOM - EVENING
21 EXT. TOBY'S HOUSE - BY CAR - EVENING
22 EXT. TOBY'S HOUSE - FRONT STEPS - EVENII
23. EXT. TOBY'S HOUSE - BY CAR - EVENING
24. INT. TOBY'S HOUSE - HALLWAY - EVENING
25 EXT. TOBY'S HOUSE - STREET IN FRONT OF -
26. EXT. PORT - EVENING
27. EXT. WAREHOUSE - IN FRONT OF - EVENING
28. INT. WAREHOUSE - EVENING
29 EXT. WAREHOUSE - IN FRONT OF - EVENING
| 30. INT. GARAGE - NIGHT | &
31 EXT _PORT _NIGHT
32 EXT. STREET - CHESTER'S CAR - NIGHT
34. INT. TOBY'S HOUSE - HALLWAY/SALON - MON
35. INT. TOBY'S HOUSE - BEDRQOM
36. INT. TOBY'S HOUSE - SALON

INT. GARAGE - NIGHT

Toby's Ford drives intoc a dark garage. It stops. Feet in
muddy sneakers get out. They belong to STEVEN - a young
mountain of a kid, his face street—smart and acne-covered,
and his clothes comfortably casual and quite black.

STEVEN
Dad! What a break! Car was
waitin' just askin' to be
twocked!

He strides to the back and turns on a bulb hanging under the
low ceiling.

A man enters the garage: 50, nice-looking, confidsnce-—
inspiring, silwver-haired, blue-syed and artificially-teethed
— Mr. REATING.

They examine the Ford. Steven kicks the tires.

STEVEN

fourth of July, but with a bit
of tunin' up it won't make us
any poorer.

Keating spots something by the gearshift - a little black
wallet.

STEVEN
And to think the week was
crappy like a three-month-old's
diapers.

Eesating opens the wallet.
KEATING

Loock, son, the driver's
license.

Each scene in the inventory can be visually distinguished (eg. to focus on the content or to comment it).

8. EXT. TOBY'S HOUSE - IN FRONT OF - SUNSET
9A. INT. TOBY'S HOUSE - HALLWAY - EVENING
9B. INT. TOBY'S HOUSE - BATHROOM - EVENING
9C. INT. TOBY'S HOUSE - KITCHEN - EVENING

10. INT. TOBY'S HOUSE - HALLWAY - EVENING

11. INT. TOBY'S HOUSE - SALON - EVENING

12. INT. TOBY'S HOUSE - CORRIDOR - MOMENTS
13A. INT. TOBY'S HOUSE - BY THE DOOR/SALON
13B. INT. TOBY'S HOUSE - SALON - CONTINUOUS
13C. INT. TOBY'S HOUSF - BY THF DOOR - CONTI

124 INT.Togy's | " Expandal N
148 INT. TOBY's | # Collapse all R
15 INT. TOBY'S H' & Hide duration time 5L

16. INT. TOBY'S H' 3§ Show incremental time

17.INT. TOBY'S Hi # Show time on the right e
18. EXT. TOBY

Select tent
1 oxr omv T |

20 INT. TOBY'S HOUSE - BATHROOM - EVENING
21 EXT. TOBY'S HOUSE - BY CAR - EVENING

: 3C INT. TOBY'S HOUSE - BY THE DOCR - CONTINUCUS

Toby dashes into the hallway. Looks around. Sees Melanis's
coat on a hanger. Stuffs the pistol into one of the pockets.

13D. INT. TOBY'S HOUSE - BY THE DOOR - CONTINUOUS

Toby runs back into the salcn and up to the lying Fakir. He
seizes his legs.

TOBY (CONT'D)
..and this, here. Help me!

He hauls the corpse toc the door.
TOBY (CONT'D)
I'll hide him and you divert
her attention.

Melanie's syes go white - she crashes to the floor.

TOBY
Great idsal

4A INT. TOBY'S HOUSE - BY THE DOOR/SALON
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7. Notes and comments.

Very convenient way of colaboration is method to insert comments and notes allowing you the refinement
of content later.

=

- = Y
Qutline = Notes % Styles # Screenplay K Title page @ Preview Fountain source
g Mote - question | U | aa aa Aa Ay B @ @ LA g
1. Section (level 1) Cirl-1 g BE I U il X h B 6 & v
1.1. Section (level 2) Cirl-2 . .
Toby and Fakir beam at him.
1.1.1. Section (level 3) Ctrl-3 )
Synopsis Cirl-4 3 EXT. STREET - BY CAR - MOMENTS LATER
Scene Cirl-5 The body is thrown into the trunk of a black Ford.
by
Action Ctrl-6
Character Ctrl-7 FAKIR
’ - 1 What d'you think would happen
(C;’haa[rear::tfert\tl:ﬁ‘d‘a‘og) gg:g if the big man got wind of it?
Dialogue Ctrl-0 TOBY
Transition Ctrl— 'f_\*e%l,tge wolilldnt"t just thr&i)‘w_ckme
into s polar ear cage, 1ke
Centered text Ctrl-+ he did with the Italiano...
Lyrics (b=at)
| Note Cirl-Alt-1 Wondd hes
| 3l ? " AL
2 ? Note - question Ctrl-Alt-2 R TR
T - 2 CHRAS I'11l tell you a secret. He's
5| Shot: Note - shot Ctrl-Alt-4 been feidmg thi? bi;? for .
= years. Sponsorship ing, sor
Rl Res: Note - resource Ctrl-Alt-5 of. Nasty surprise for the
Gino, huh?
Scene number : P 3 3
b He grins - it's obviocusly a nice memory.
| Inline note ;
2 7 Inline note - question TOBY
I !lnline note - notice Certainkyiwas.
&l Shot: Inline note - shot @ ? fhom is he talking to?
Bl Res: Inline note - resource

He clears his throat - it's obviously not a nice memory.

Fakir slams the trunk.

It is worth noting that comments integrate with scenes they refer to.

B 0=~ e - < = =

Outline = Motes & Styles 7 Screenplay % Title page #, Preview Fountain source
= Note - question B I U asaa aa 3 XH @ @ e

[ i " .
1] | 1 Toby and Fakir beam at him.

L AT CKSTHE BRI GHIL 3 EXT. STREET - BY CAR - MOMENTS LATER

4 here - The killer comes out of the darkness —

2 Good logic? The body is thrown into the trunk of a black Ford.

2. EXT. STREET - MOMENTS LATER

[1] Synopsis needed

3. EXT. STREET - BY CAR - MOMENTS LATER

21 Whom is he talking to?

6. EXT/INT. WAREHOUSE - LATER TOBY

B How it-s look like? Well, he wouldn't just throw me
into the polar bear cage, like
he did with the Italiano...

(beat)

Would he?

FRAKIR
What d'you think would happen
if the big man got wind of it?

FREIR
I'11 tell you a secret. He's
been feeding that bear for
years. Sponsorship thing, sort
of. Masty surprise for the
Gino, huh?

He grins — it's obvicusly a nice memory.

TOBY
Certainly was.

| & 2 '?-"hom is he talking to?

He clears his throat - it's obvicusly not a nice memory.

Diversified types of notes allows to group them and to analyze, in the proper context, later.
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8. Handling lists.

An important convenience for inventory, especially on complex scenarios, are the lists of characters and
locations.

2 C 8 C
Characters Scenes Transitions Styles Characters| Scenes Transitions Styles
e Abc QJI »:; Iz EXT
T ort by frequency —— INT

TOBY (301 INTJEXT

MELANIE (111) JE,

CHESTER (79) =18 i

KAMILA (85 iG] ——

KEATING (38) STREET i4)

FAKIR (36) PORT (4)

GUNDER (36) WAREHOUSE (5)

BERG (29) TOBY'S HOUSE (47)

HOGAN (24) GARAGE (1)

RAZOR (14) SALON (1)

TEENAGER-2 (12) ROAD (2)

ZAKHAR (9) CEMETERY (43)

STEVEN (7) CHURCH (12)

TEENAGER-1 (4) VESTRY (1)

BUM (2)

COPS (2)

GUY (1)

TEENAGER-3 (1)

TEENAGER-4 (1)

TEENAGERS (1)

HOUSEKEEPER (1)
The character inventory is a list of the persons List of locations shows the name of the location
appearing in the story. where the action takes place.
In parentheses there is the number of spoken In parentheses is given the number of scenes in this
issues. After the amount of appearances you can location. This gives you a general idea of the amount
immediately identify the main characters, even and type of open airs and the number and types of
without reading the script. interiors.

Each list can be sorted by convenient for specific purpose key:
e alphabetically,
e in order of appearance,
and also:
e for locations - according to the number of scenes played at this location,
e for characters - by the amount of spoken issues.

For each item in the list, you can request a transfer of editing point to the first occurrence in the script.

Apart from facilitation of logistics, lists allow you to quickly estimate the potential size and diversity of the
movie plan and the number and diversity of the cast.
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9. Filtering and extraction. Creating views.

There is a special view mode to work on already finished screenplay.

You can extract selected segments of scenario by using set of filters.

Filtering is activated by changing display mode in the main window from editing to browsing.

Qutline = Notes > Styles

Fountain source

aa Aa Ay @ B +« Q by

y

JUTNT. TOBT S HUUSE -
10. INT. TOBY'S HOUSE -
11. INT. TOBY'S HOUSE -
12. INT. TOBY'S HOUSE -

RITCAEN -EVENING
HALLWAY - EVENING
SALON - EVENING
CORRIDOR - MOMEN

CHESTER
He kills me! No idea what icing
is!

Toby notices the gun in his hand.

13A. INT. TOBY'S HOUSE - BY THE DOOR/SALL,
13B. INT. TOBY'S HOUSE - SALON - CONTINUC| ch,
13C. INT. TOBY'S HOUSE - BY THE DOOR - CO
14A. INT. TOBY'S HOUSE - BY THE DOOR/SALY

TOBY
this kind of icing?

Chester is laughing so hard he almost goes into hysterics.

14B. INT. TOBY'S HOUSE - SALON/BY THE DOY CHESTER
15 INT_TOBY'S HOUSE - HALLWAY - MOMENT, Heiks lavgoadionsi|
16. INT TOBY'S HOUSE - SALON - EVENING Bl ? cood logic?

17. INT. TOBY'S HOUSE - BATHROOM - MOME!
18. EXT. TOBY'S HOUSE - IN FRONT OF - EVEH
19. EXT. TOBY'S HOUSE - BY CAR - EVENING Toby gapes... and after a while he alsa_beginﬁ to laugh,
20, INT TOBY'S HOUSE - BATHROOM - EVENIH timidly at first, then more and more boisterously.

21. EXT. TOBY'S HOUSE - BY CAR - EVENING Soon the three of them are in stitches...

. EXT. TOBY'S HOUSE - FRONT STEPS - EVE
23 EXT. TOBY'S HOUSE - BY CAR - EVENING

4 INT TARVIS LUALIGE  HALIWAY  EVERIAG

Fakir starts chuckling, too.

e
[N

Suddenly Fakir tears the pistcl of cut Toby's grasp — points
it at Chester - and starts shooting.

Filtering can be subject to following:
e the whole scenario,
® the list of scenes, characters and notes,

e the text of dialogues for specific characters or groups of characters.

i
(F
«
~
4
"

i Filters # Screenplay % Title page @, Preview Fountain source
|SCTE'9”P|3V Title page
3 Sections
Lists

Dialogues +| Scenes

Actions
7| Characters 2. EXT. STREET - MOMENTS LATER
Dialogues
Parenthetical FARIR (CONT'D)
Transitions
Notes e
Y FAKIR
v
s TOBY
v
v GUY
Sections:
3. EXT. STREET - BY CAR - MOMENTS LATER
Scenes: 2.4
FAKIR
[A]POF || & save TOBY
FAKIR
TOBY

4. EXT. PORT - BY CAR - MOMENTS LATER

TOBY
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The result of the selection is shown in the preview window , immediately after acceptance by pressing the
"Show" button.

| L - > - o=

| ) ¢ - g —

.= Filters r Screenplay R Title page &, Preview Fountain source

Screenplay Sections

List - scenes, characters
~] Scenes

Dialogues ~| Characters

1. EXT. BACKSTREET - NIGHT

Notes 2 S 2
CHESTER*, FAKIR%, TOBY*

2. EXT. STREET - MOMENTS LATER

FARIR, TOBY, GUY*

Show duration time 3. EXT. STREET - BY CAR - MOMENTS LATER

Show incremental time FRKIR, TOBY
Sections:

4. EXT. PORT - BY CAR - MOMENTS LATER
Scenes: |{.§

TORY, FAKIR
--ﬁjpDF — Save 5. EXT. PORT - SOME TIME LATER

TOBY, FAKIR

6. EXT./INT. WAREHOUSE - LATER
FARKIR, TOBY

7. INT. WAREHOUSE - MOMENTS LATER
FAKIR, TOBY

8. EXT. TOBY'S HOUSE - IN FRONT OF - SUNSET

Filtering includes specifying additional criteria, allowing you to narrow or expand the desired view.
These additional criteria are visible in the tree of choice.

There are sets of checkbox to activate the choice and range selection lists.

The choice criterias are intuitive and include the whole range of scenario components.

5'&- > - Fm S

« Filters Screenplay & Title page &, Preview Fountain source

Screenplay | Select characters

Lists CHESTER Dialogues of characters: CHESTER, FAKIR
FAKIR limited to scenes: 2-5
Dialogues

TOBY

2. EXT. STREET - MOMENTS LATER

GUY i
FRKIR ( )
Select all I already did Pork, Sweetface,
Sections: Fred, now this gumshoe——

Show sections FRRIR

Scenes Yeah, the kraut too.
7| Show scenes 3. EXT. STREET - BY CAR - MOMENTS LATER
FAKIR
_);J PDF || & Save What d'you think would happen
if the big man got wind of it?
FRKIR
I'1l tell you a secret. He's
been feeding that bear for
years. Sponsorship thing, sort
of. Nasty surprise for the
Gino, huh?
4. EXT. PORT - BY CAR - MOMENTS LATER
FAKIR
Meaning we'rs such... bottem
comrades?

5. EXT. PORT - SOME TIME LATER

FAKIR
Such a job should be bonding.

The possibility of combination is huge and you can prepare the extract of scenario for any sensible
application on a film set.
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The result of the applied selection can be saved to external files:

B | D

« Filters

Screenplay

Lists

in pdf format,
or as a text file.

Dialogues of characters: CHESTER, GUY

CHESTER

l

EXT. BACKSTREET - NIGHT

CHESTER
Don btisde Ihais

CHESTER
Stop torturing me, man! Shoot!

CHESTER
Come on! Let's have it over
with!

CHESTER

Some hitmen you got! Where you
get them, Netflix?

CHESTER
He kills me! No idea what icing
is!

CHESTER
He's a good onel

EXT. STREET - MOMENTS LATER

GUY
Merry Christmas, folks!

We invite you to start your own practice and quickly familiarize yourself with the capabilities and support
of tool in the exciting process of creating a film script.

We assume that the self-discovery of additional features and facilities of Fountain Editor will be growing
and painless process.

We also invite you to watch the movie:
CinemaVision Fountain Editor Videotutorial (CV.FE.VT1 EN).

THE END




