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Installation
For up-to-date download and installation instructions, log on to

https://www.finaldraft.com/support/install-final-draft/install-final-draft-10-windows/ for Windows;

https://www.finaldraft.com/support/install-final-draft/install-final-draft-10-macintosh/ for Macintosh.

Launching / Activating / Registering Final Draft

Opening and Activating Final Draft

Activation and Registration are two separate and distinct processes. Product activation is a mandatory, anonymous process
that verifies your product Customer Number and license. Product registration is a one-time-only process that links you in
our system to your copy of Final Draft so that you can receive customer support, product updates and special offers from
Final Draft, A Cast & Crew Company.

@ IMPORTANT: Make sure your computer is connected to the Internet.

a.  Windows 10: Click the Windows Start button, type "Final Draft" (without quotes) and choose Final Draft
10. Or, if you see the Final Draft 10 menu item, click it; if you don't, locate the Final Draft 10 icon and click
it;

b. Windows 8.x: From the Start screen, type the words "Final Draft" (without quotes) and choose Final Draft
10;

¢. Windows 7: Click the Windows Start button and choose All Programs > Final Draft 10;

2. The Activation screen appears. Enter your Customer Number (found in the purchase email). Be sure to type it in
exactly as it appears in the email,

3. Click Activate. A confirmation window appears after your computer is activated;
4. The Registration window appears;

o If you purchased Final Draft directly from finaldraft.com you are automatically registered, so click Register
Later. If Register Later is chosen, this prompt will not appear again;

o If you purchased Final Draft from an authorized reseller and you have not yet registered, click Register;

o If you purchased Final Draft from an authorized reseller and you have registered click Register Later. If
Register Later is chosen, this prompt will not appear again;


https://www.finaldraft.com/support/install-final-draft/install-final-draft-10-windows/
https://www.finaldraft.com/support/install-final-draft/install-final-draft-10-macintosh/
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@ IMPORTANT: Only registered Final Draft customers are entitled to the many
services we provide, including access to customer support, upgrades to new versions of
Final Draft, free updates to Final Draft, as well as discounts on other Final Draft
products and services.

There are three ways you can register your software:

Register after installation.

Launch Final Draft and choose Help > Register Online.

Visit www.finaldraft.com/register .

L]
Even if you registered an earlier version of Final Draft, you will need to register Final Draft 10.
5. A browser window will open displaying Final Draft’s online registration page. Complete and submit the Online

Registration Form;

6. Final Draft will open, ready for you to start writing.
Deactivation

After Final Draft is activated on your computer, you may need to remove the activation. For example, if you replace an
activated computer, you will want to take the activation off the machine before you get rid of it.

To deactivate your computer:

1. Make sure your computer is connected to the Internet.

2. Launch Final Draft and choose Help > Deactivate.

Your computer will be deactivated and your account will be credited so you can activate another computer at any time, if
desired.

&
~— Deactivating a computer does not remove or uninstall Final Draft. The
installation is left intact and the computer may be reactivated later. Once deactivated,
Final Draft will run in Reader mode and can open and view (but not edit or save) Final

Draft files.

&
NOTE
Deactivating a computer does not delete your Final Draft script files.


http://www.finaldraft.com/register
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Frequently-Asked Questions

What is product activation?

Product activation is an anonymous and hassle-free process that authenticates licensed Final Draft customers. The process
verifies that the Customer Number is legitimate and has not been activated on more computers than are allowed by the
Final Draft End User License Agreement.

How do | move my activation to another computer?
To move an activation to another computer, you must first deactivate your software on the machine you will no longer be

using. See Activate/Deactivate for more instructions on deactivating Final Draft. Once completed, you may activate your
software on the other computer.

Is product activation the same as product registration?

No. They are two separate procedures. Product activation is a mandatory, anonymous process that verifies your product
license. In contrast, product registration is a process that links your copy of Final Draft to you and you alone, and also
entitles you to customer support, product updates, and special offers from Final Draft.

Do I have to register my copy of Final Draft? What are the benefits of registering?

You do not have to register your copy of Final Draft, but until you are registered you will not be eligible for customer
support, program updates, script templates, and discounts on other Final Draft products and services. Registration is
strongly recommended.

What is deactivation and when should | do it?

Deactivation disables Final Draft software on a particular computer and turns it into a reader that can open Final Draft
files for viewing but cannot edit or save them. You should deactivate your software if you plan to temporarily or
permanently discontinue using an activated computer. Note that deactivating a computer leaves the full Final Draft
installation on the computer, but it will run only in Reader mode until it is activated again.

Customer Support

&
NOTE
—— You must first register in order to receive customer support from a Final Draft
technician. The online registration form is HERE. If you have already registered, there is

no need to register again.
Self-Service Support Options
Knowledge base

Go to: http://kb.finaldraft.com/. This online resource contains more than 800 plain-English articles dealing with technical
issues, how-to’s, troubleshooting, tricks, and tips.



http://www.finaldraft.com/support/product-registration/
http://kb.finaldraft.com/
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Troubleshooter

Go to: www.troubleshooter.finaldraft.com. This interactive, step-by-step problem-solving tool may answer your
guestions.

Videos

Go to: http://www.finaldraft.com/discover/tutorial-videos/desktop to watch tutorial videos.

Assisted Support Options
Email

Go to: www.finaldraft.com/support/email-support and email us with your issue. You should receive a reply within one
business day.

Chat

Go to: www.finaldraft.com/support/chat-support Monday - Friday between 8:30am and 5:30pm PT.

Telephone Support Service
Telephone support is available Monday - Friday between 8:30am and 5:30pm PT.

e 1-818-906-8930 (toll fees may apply)


http://troubleshooter.finaldraft.com/
http://www.finaldraft.com/discover/tutorial-videos/desktop
http://www.finaldraft.com/support/email-support
http://www.finaldraft.com/support/chat-support
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Home Menu

Contains the most commonly-used commands.
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Split
e Unsplit Panels
o Vertically
e Horizontally
e Swap
Insert

e General Note

e ScriptNote
e New Scene

Alternate Dialogue

e Show / Hide Alts
e AddAlt
e Remove Alt

Font
Renders selected text in the desired style:

e Bold
e Strikeout (displays a horizontal line through the center of the text)
o ltalic
e Toggle Case
e Highlighting
e Text Color
Story Map
e Show / Hide Story Map

Navigator

e Show / Hide Navigator
e Scenes

e ScriptNotes
e Characters

Collaboration

e Connect


file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/View%20Menu/Swap%20Panels.htm
file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/View%20Menu/Add%20Alt.htm
file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/Format%20Menu/Toggle%20Case.htm
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File Menu

The File section contains commands for working with scripts and file management.

NE mh AP ECE oE &

New Newfrom Open Close Save  Save  Save Print  Print WGA
Template As  AsPDF [=]Backup || preview
File Saving Printing Register

File

e New

e New from Template

e Open

o Close
Saving

e Save

e Save As

e Save as PDF

» Export

* Revert

e Backup
Printing

e Print Preview

« Print
Register

e WGA
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New

The New command creates a new document using the last template you chose. If this is the first time you are creating a
document, the default template is Screenplay. This command can also be issued by pressing Control + N on the keyboard.

New from Template
The New from Template command creates a new document from a template.

To create a new document from a template
1. Choose File > New from Template and the New Document dialogue appears:

New Document X

Please select the type of new file that you would like to create:

[#- Graphic Novels A
=) Scripts
. i BBC Screenplay

- Broadway Musical

- Dramatists Guild Modern Stageplay

- Dramatists Guild Musical

- Dramatists Guild Traditional Stageplay

- Index Cards for outlining

- Screenplay [Cole and Haag)

- Screenplay [Warner Brothers) v

Download more templates Cancel

2. Select the type of document you want to create by clicking the plus sign (+) to expand the list:

e Graphic Novels are documents that describe the complete characteristics of each panel in a graphic novel or
comic book;

e Scripts are formatted for screenplays, television dramas, sitcoms and stageplays;

e Text Documents are generic text documents such as treatments, letters, or resumes. See Text Documents for
additional information;

e TV Templates are formatted for one-hour and half-hour scripted television shows.

3. Select the template from the list of templates in the selected category;
4. Click OK.

A new window named “Untitled [name of template]” appears.

Example: If the Broadway Musical template was chosen, the window will be named “Untitled Broadway Musical.”
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@ IMPORTANT: When you go to File > New from Template, Final Draft will use this
template as the new default document when the program is opened next time. To change
this, go to File > New from Template, choose the new default template and exit Final
Draft. The next time Final Draft is opened, a blank copy of the template you chose will be
displayed.

Download More Templates
More script templates are available from the Final Draft templates library. Click the Download More Templates link to

open your default web browser to the template download page. These templates are free to registered Final Draft 10
customers.

Text Documents

Though primarily designed for writing screenplays, Final Draft can be also used for writing regular word-processed
documents — treatments, letters, resumés, etc.

To create a text document:

1. Choose File > New From Template and the New Document dialogue appears;
2. Expand the Text Documents folder to display the list of available text documents;

They are:

i. Manuscript
ii. Novel
iii. Outline
iv. Query Letter
v. Text Document — blank
vi. Treatment

3. Select a text document to use as a template;
4. Click OK.

The Manuscript and Novel templates have sample content and are actually script documents that use screenplay macros
and commands. The Tab and Enter keys operate as they do when you are writing a script. It is safe to delete the sample
content before you begin writing.

The Outline, Query Letter and Treatment templates have sample content and are text documents. The Tab and Enter
keys operate as they do in a regular word processor, and most scriptwriting-specific functions are disabled. It is safe to
delete the sample content before you begin writing.

The Text Document does not have sample content; it opens blank. The Tab and Enter keys operate as they do in a regular
word processor, and most scriptwriting-specific functions are disabled.


http://www.finaldraft.com/support/script-templates
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When a text document is the active document, many commands in the menus are disabled. These functions are
screenwriting-specific and are not needed for general word processing.

Any text document may also be saved as a Template (see File > Export).

All Reports are text documents, which can be edited and saved as stand-alone documents.

Open

The Open command opens an existing Final Draft file or other types of files. This command can also be issued by
pressing Control + O (not zero) on the keyboard.

To open an existing file

1. Choose Home > Open or File > Open and the Open dialogue appears;

2. Navigate to the location of the file you want to open;

3. Click the file you want to open;

4. Click Open.
If you select a Final Draft file, a window containing the document opens up, ready for editing or printing.
Final Draft can open the following file types:
Final Draft Documents include scripts and text documents (.fdx extension), as well as secure documents (.fds extension,
see below) and templates (.fdxt extension). Although you can open a Final Draft template using the File > Open
command, you will still be creating a new document as if you had selected a template using the File > New From
Template command. If you want to edit a template, make your changes, choose File > Save As and save it as the same
name as the original template.

Final Draft 5-7 Documents are documents created in earlier versions of Final Draft (.fdr and .fdt extensions).

@ IMPORTANT: You will need to select this file format in order to see and open
scripts written in Final Draft 7 or older.

Plain Text Documents are standard text files (TXT) with no formatting.
Rich Text Format are rich text files (RTF) created by other word-processing programs with formatting retained.

File Converter Files are in an intermediate format (FCF) used to pass files between very old versions of Final Draft (FD4
and older) or Final Draft AV and more recent versions of Final Draft.

If the selected file is not a Final Draft file, a dialogue appears asking whether the file is to be converted to a script or text
document.

The document appears in a new window.
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&
NOTE _ N : :
Even with Final Draft’s built-in formatting intelligence, some files may require
additional reformatting after conversion. See Reformatting for more information.

&
NOTE . :
Network Note: When a file is opened over a network, the first user who opens a
file will be the only user who will be able to edit and save changes to the original. Other
users will be able to open the file at the same time but will have to save changes using a

different name using File > Save As.

Close
The File > Close command closes the front-most window.

To close the file currently being worked on
1. Choose File > Close. If the file has been changed since it was opened, the Save Changes dialogue appears;
2. Click Yes to save all changes before closing the script;

3. Click No to close the script without saving it.
- Or -

3. Click Cancel if you do not want to close the script.

Save

The Save command saves changes made to the document since the last time it was saved. This command is available only
after a change has been made to the script or if the script is an unmodified template.

When saving a script for the first time:

1. Choose Home > Save or File > Save and the standard Save As dialogue appears;
2. Navigate to the location where the file is to be saved,

3. Type in the name of the script in the File Name field;

4. Click Save.

To save changes while working in a script, choose Home > Save or File > Save, and Final Draft saves the file.

= TIP: Although Final Draft has an auto-save function that is on by default, it is still
good practice to save your work manually before you take any kind of break from your
writing or at some regular interval, such as when you start a new page. Control+S is a
quick and easy way to save your file and prevent data loss.



| FINAL DRAFT

| 24 - File Menu

@ IMPORTANT: Make sure to back up your work to a storage resource outside of
your computer — cloud storage, external drive, USB stick, even email. If your computer
becomes inoperable or is lost or stolen, you will need the ability to recover your data.

Save As

The File > Save As command allows a copy of the current script to be saved under a different name or to a different
location.

This command is also used to assign a name to a new script that was created with File > New, or when a non-Final Draft
file is imported (which creates an unnamed script).

1. Choose File > Save As and the standard Save dialogue appears;

2. Navigate to the folder where the file is to be saved,;

3. Type in the name of the script in the File name field,;

4. Click Save.

&
NOTE
Do not use the Save As command repeatedly when you intend to merely save

recent changes to a script. Use the Save command instead. Overuse of the Save As
command may lead to the operating system changing the file to Read-Only.

Save as PDF

PDF (Portable Document Format) is a widely used format recognized by Adobe Reader and PDF viewing programs.
Saving your script or document in this format makes it available to anyone who does not have a copy of Final Draft or the
Final Draft Trial.

To save your document as a PDF file
1. Choose File > Save as PDF;

The Save As dialogue opens.

2. Navigate to the location where you want the PDF document to be saved and enter a file name;

3. Check or uncheck the box to include or exclude the title page;
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© SaveAs X
Save in: ’ | Documents v | © =R
Name - Date modified Type
: Custom Office Templates 1/28/2015 3:26 PM File folder
Quck access FD 1/13/2016 5:24PM  File folder
Parallels 6/23/2016 11:30 AM  File folder
Desktop
‘m |
Libraries
This PC
lﬁ. < >
Network
File name: Im rship - Scrip v | l Save |
Save as type: PDF (" pdf) v Cancel
- [/] Include title page

4. Click OK.

A PDF file of your document is created.

Export
The Export command saves your script in formats usable by Final Draft and other programs.

Final Draft Template (.fdxt) saves the document as a Final Draft 10 template (.fdxt extension). A template is a document
that can be reused and saved under another name without overwriting the original. If you have customized a script to
certain specifications and intend to format other scripts in this way, save it as a template.

Rich Text Format (.rtf) saves the document as a formatted text file, including all paragraph indents and element styles. A
script exported from Final Draft as RTF and opened in most word processors will retain many element styles (such as
scene headings in all uppercase and character names uppercase and indented toward the middle of the line).

Plain Text (.txt) saves the document to a standard text file with no formatting. A script exported from Final Draft as TXT
and opened in most word processors will not retain any element styles.

Text with Layout (.txt) saves the document as a plain text file that uses white space to simulate formatting for indents
and line spacing.

HTML Document (.html) saves the document as a web document readable by web browsers. (NOTE that saving in this
format does not publish the file to the internet.)
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File Converter Format (.fcf) saves the document in the File Converter format, readable by Final Draft AV and Final
Draft 4 and earlier.

Avid Script-Based Editing exports your script to a format readable by Avid’s professional editing systems (.txt
extension).

PDF (.pdf) creates a PDF copy of the script, readable by any PDF viewer.

Tab-Delimited Dialogue (.txt) exports all dialogue in the script along with filename, date, character name, dialogue
number and scene numbers in a tab-delimited text file for spreadsheet or database import.

&
NOTE
~—Movie Magic Scheduling 5 and later are able to import Final Draft files directly;
there is no need to export Final Draft scripts out of the .FDX format to get them into this

scheduling program.

Revert
The Revert command rolls your script back to its last saved state.

1. Choose File > Revert;
2. A confirmation dialogue appears;

3. Click Revert to undo all changes made since the last save, or click Cancel to return to the script.

@ IMPORTANT: You cannot Undo a Revert.

Backup
The Backup command creates a backup copy of your document.

To back up your document
1. Choose File > Backup. The standard Save dialogue appears with the file’s name and today’s date added;
2. Navigate to the folder where the backup will be kept;
3. Click Save. The script will be saved and the month, day and year will be appended to the end of the file name.

= TIP: If possible, back up your scripts to an external storage device.

Print Preview
The Print Preview command displays your document exactly as it will appear in print.

To preview the script, choose File > Print Preview.
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The currently displayed page will be in the Preview window.
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To print the script, click Print.

To move from page to page, click Next Page or Previous Page. You can also use the vertical scroll bar on the right side of
the Preview window.

To enlarge the page, click Zoom in; to reduce the page, click Zoom Out.

To display two pages side by side, click the Two Pages. When Print Preview is set to display two pages, this button
changes to One Page. Click it to return to the single-page view.
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To return to the script editing window, click Close.

&
~——You cannot edit or change the script while in File > Print Preview.

Print

The Print command prints part, or all, of your document according to the current Page Setup. Many Final Draft-specific
options are offered. The Print menu can also be opened by pressing Control + P on the keyboard.

Printer

Final Draft will print to the computer's default printer. You may choose a different available printer from the dropdown
menu. If necessary, click Properties to adjust the printer's settings.
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Print Range

1. Enter the number of copies to be printed. Type in the desired number or click the up-pointing arrow to set the
number of copies to be printed. Default is one copy;

2. Enter a page range or a scene range in the appropriate fields;

e To print a range of pages or scenes, click the Page or Scene radio button and enter the first page or scene
number followed by a dash followed by the last page or scene number (e.g. 1-6);

o To print individual pages or scenes, enter the numbers separated by commas (e.g. 2,7,9);

e To print a range and individual pages or scenes in the same print job, combine the entries (e.g. 1-6,
8,11,12);

3. To print both odd and even pages, leave the default setting (All Pages in Range) as the selection in the Print
dropdown menu;

e To print only odd pages (1,3,5, etc.) choose this from the Print dropdown menu;
e To print only even pages (2,4,6, etc.) choose this from the Print dropdown menu;

4. To print in reverse order, check the Print Backwards box.

@ IMPORTANT: If your printer is already set to print in reverse order, setting Final
Draft to print backwards as well will likely result in your printed script starting with the
last page first. Before you check the Print Backwards box here, ascertain how your
printer is set up. The command to print backwards should be given to either Final Draft
OR the printer, not both.
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Print Script

Printer
Brother HL-4070CDW series

g

Name: Properties

Status:
Type:
Where:
Comment:

Ready
HP Color LaserJet 2820 A0 PS Class Driver
JSBOO2

Print range Copies

@ Al
OPage: [(e.0.1,.3,512) |
O Scene: [[e.0. 1,3.512) |

Number of copies:

]

Print: IAII pages in range

[] Print backwards

Character Sides

Character Name: | b |

[] Print character name on page

Script options

(®) Entire script (O Revision | Pink Rev. [July §)

(O &ll revised pages

[] Print revisions in color
[ Print test in color

Print to PDF...

(O Unrevised pages

Scan for script formatting errors
Include title page

Cancel

Character Sides

If you choose a character from the Name dropdown menu, only pages that contain that character’s dialogue will be

printed.

Click the Print Character Name on Page box to have that name printed at the top of each page.

Script Options
Entire Script
Click this radio button to print all pages (default).

All Revised pages

Click this radio button to print only pages with revised text.

Revision

Click this radio button and choose a revision set from the dropdown menu to print only pages that are part of the chosen

revision set.
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Unrevised Pages
Click this radio button to print only pages that do not have revised text.
Back to Front

To print in reverse order, check this box.

@ IMPORTANT: If your printer is already set to print in reverse order, setting Final
Draft to print backwards as well will likely result in your printed script starting with the
last page first. Before you check the Print Backwards box here, ascertain how your
printer is set up. The command to print backwards should be given to either Final Draft
OR the printer, not both.

Print Revisions In Color
Check this box to print revised text in its assigned color (requires a color printer).
Print Text In Color

Check this box to print text that has been assigned a different color or any highlighting that has been applied to any text
(requires a color printer).

Scan for Script Formatting Errors
Check this box to bring up the Format Assistant before pages are printed. The Format Assistant will ask if you want to
have the script examined for common formatting errors and fix them if desired, or bypass the error(s) and print the script
as is. If any errors are found, you have the choice of correcting them first or printing without correcting. See Format
Assistant for more information.

Include Title Page
Check this box to print the title page along with the print job.
Print to PDF
The File > Save as PDF command will "print" the full script to an electronic PDF file. This process does not involve your

printer. The Print to PDF section in the Print dialogue is used to create a PDF of either the full script or only certain pages,
scenes, character sides, revised pages or revision sets.
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Set up the print job in the Print window as necessary, and use the Home > Print or File > Print > PDF button.

WGA

You can register the currently open script via email with the Writers Guild of America’s registry service.

[ ]
- You do not need to be a member of the WGA to use this service.

To register a script
1. Choose File > WGA;

Your browser will be redirected to a special page on Final Draft’s website.
2. Follow the instructions on the page.

No script registry information is retained by Final Draft, A Cast & Crew Company.

Recent File List (Classic View only)

The bottom of the File menu lists the Final Draft documents that have been most recently opened. Set the maximum
number of files to be listed in Tools > Options.

To open a recently-opened file, choose File > <filename>. The selected document opens.
&
If the script has been moved from the location in which it was recently opened, a

message is displayed indicating that the script cannot be found. This does not mean the
script is gone, it simply means that Final Draft cannot find it in the expected location.

Exit (Classic View only)
The Exit command closes all open scripts and documents in Final Draft and the Final Draft program as well.

To quit Final Draft
1. Choose File > Exit;

Any script which contains unsaved changes displays the Save Changes message.

2. Click Yes to save changes, click No to exit without saving, or click Cancel to cancel the close operation.
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The Edit section contains tools for working with text.

PR ALY

o0 Cut
Delete Select Select Paste Undo Redo Find Go Find Replace
All Scene To Selection Character
Editing Clipboard Undo/Redo Find
Editing
e Delete
e Select All

e Select Scene

Clipboard
o Cut
o Copy
o Paste
Undo / Redo
e Undo
e Redo
Find
e Find
e GoTo

e Find Selection
e Replace Character

e Using Smart Drag-and-Drop

Edit Menu - 33 |
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Delete

The Delete command removes the currently selected text. The Delete command is only active when there is a range of text
selected. It performs the same operation as pressing the Delete key when text is selected.

Select All
Select All highlights all text in the current script. It performs the same function as Control + A on the keyboard.

Use this command to take some action on the entire script, such as copying the entire script into the Clipboard or
modifying text attributes.

= TIP: If you need to strike a new copy of the file, do not select all text in a script,
copy it and paste it into a new blank document. If a file is duplicated this way, SmartType
lists and other metadata functions will not be populated with the script's content. Instead,
go to File > Save As and rename the file. This will give you a complete copy of the script
with all of its metadata intact.

Select Scene
The Select Scene command selects the entire scene in which the cursor is located.

A scene in Final Draft is defined as a Scene Heading followed by other elements such as Action, Character, or Dialogue
paragraphs until the next Scene Heading begins. That is, Scene Headings delineate the boundaries between scenes.
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Airship - Script 34.

STORAGE ROCM

Dax lifts the lid of a crate, peeks inside. 3ro-ncds to Zed.
"Yeaaaaaah."

INSIDE: A few dozen cannonballs.

ZED
She'll make a good laborer.

GRISS
I'm sure. Aa big as a house.

We can hear Trish YELLING from down the hallway.
GRISS (CONT'D)
Gonna have tc get her uader coatrel
2irst.
{beat)
Pleasure as always, Zed.
Dax is already making his way out cf the room with the crate.

Jeris shakes his head, angry.

EXT. STREET

Dax and Zed exit intc the street. As scon as he's clear, he
and Zed BOOX IT WITH THE CRATE. Jeris jogs along behind.

Use Edit > Select Scene to take some action on an entire scene, such as changing the font or moving it to another location.

Paste

The Paste command copies text from the Clipboard into the script. It performs the same function as Control + V on the
keyboard.

The text is placed wherever the cursor is located. If a range of text is selected, the pasted text replaces the selection. Pasted
text will assume formatting according to the following rules:

o If the text was copied or cut from a Final Draft document, it will retain its formatting characteristics of element
type, margins, font styles, etc.

e Text that is copied or cut from another program will assume the formatting characteristics of the document into
which it is being pasted. *

o If one paragraph or less is pasted, the text will take on the formatting characteristics of the paragraph into which it
is pasted. Once the text has been pasted, it may then be reformatted using the Reformat command.

o |f the paragraph from which the text was copied is an action or dialogue and an entire sentence or more is copied, it
will retain its formatting when pasted into an element of a different type.

¢ If more than one paragraph is pasted, the Paste command attempts to format the text according to its position. Once
the text has been pasted, it may be necessary to reformat it using the Reformat command.
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@ IMPORTANT: Copying and pasting text from other programs or web pages is not
recommended. Other applications render text in ways Final Draft cannot process and
either quickly or eventually a file created by pasting text or a file that has had text pasted
in may become erratic, unstable, or prone to crashing.

The only correct way to bring content in from other programs or web pages is to save the file as a plain-text TXT file or
RTF (rich text format) file. See Importing Content from Other Sources for more information.

*To apply a different format to this script, see Applying a Template. If the script needs reformatting, see Reformat.

Using Smart Drag-and-Drop

When you drag a block of dialogue from where you wrote it to somewhere else in the script, the correct character element
is created automatically when the dialogue is dropped. Smart Drag-and-Drop also recognizes other script elements and
behaves correctly and predictably when you drag-and-drop them all over your script. The same also holds true for Edit >
Cut/Copy and Paste.

The drag-and-drop feature simplifies the relocation of text without having to use the Cut and Paste commands. Text may
be selected, dragged with the mouse, and dropped or placed:

e within a Final Draft script

e hetween Final Draft scripts

To move text without drag-and-drop
1. Select the text to be moved;
2. Choose Home > Cut or Edit > Cut (Control + X) or Home > Copy or Edit > Copy (Control + C);

The text is placed in the Clipboard (a temporary holding area).

3. Click or highlight a range of text where the text is to be placed;

4. Choose Home > Paste or Edit > Paste (Control + V).
The text is inserted or overwritten.
Drag—and-drop simplifies this task.

To move text using drag-and-drop
1. Select the text to be moved;
2. Click and hold the left mouse button and drag the text to the new location.

A cursor appears to indicate where the text will go. As long as the mouse button is held down, the cursor will move to
follow the mouse, similar to:
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She goes to the fridge. Opgns it. Sees a disposable bottle of
water, front and center. St gles to twist off the cap
Finally gets it. She chugs 1T™M|

She grabs pre-packaged lunch meat, individually wrapped
cheese slices--

3. Release the mouse button when the cursor is where you want the block of text moved. The text is moved to the
new location.

&
NOTE : o :
~—~'Home > Undo or Edit > Undo is available to reverse undesired drag-and-drop
actions. You may also use Control + Z.

Copy

The Copy command copies selected text to the Clipboard. Unlike the Cut command, The Copy command does not delete
text from the current location. It performs the same function as Control + C on the keyboard.

Copy is only active when a range of text is selected. If no text is selected, the Copy command is disabled.

Cut

The Cut command deletes selected text from the script and moves it to the Clipboard. It performs the same function as
Control + X on the keyboard.

Cut can be undone. It is active when a range of text is selected. If no text is selected, the Cut command is disabled.

Undo

The Undo command reverses the last editing action made to a script. It performs the same function as Control + Z on the
keyboard.

Most editing actions can be undone. Depending on the last action, the text of the Undo command contains the type of
action to be undone, such as “Undo Typing” or “Undo Cut.” If there is no reversible action, the label will say "Can't
Undo" and the command is disabled.
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Redo
The Redo command reverses the previous Undo command. It performs the same function as Control + Y on the keyboard.

If Undo was used to reverse an action, Redo will re-perform the action that was undone. Depending on the last action, the
text of the Redo menu command contains the type of action to be undone, such as “Redo Typing” or “Redo Cut.”

Redo is useful for correcting an unintentional Undo. For example, if you make a format change such as changing the font

or the style of an element and you undo it, you can have the script revert to its previous state by selecting Edit > Redo. If
there are no commands that can be re-performed, the label will say "Can't Redo" and the command will be disabled.

Find
Use the Find command to search for text in your document.

&
NOTE o L
~—'Find begins its search from the cursor position in the document, not the top of the
script.
To search from the top of the script, first:
Scroll to the top of the script and click the mouse at the beginning of the text
- Or -

Press Ctrl + Home .

Choose Edit > Find, and the Find/Goto dialogue appears, open to the Find / Replace tab:

Find/Goto ES
Find what: v Find Next
Replace with: v Replace
[ ] Match whole word only Direction Replace Al

[ ] Match case OUp ®) Down ' More>>

To find text in the script
1. Enter the text to search for in the Find What text field;
2. Click Find Next.;

3. If the searched text is found, searching stops and the found text is selected:;
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4. If the text is not found, a message appears to indicate that;

5. If Final Draft reaches the end of the script without finding the text, it asks if you want it to continue searching
from the beginning;

6. To find the next occurrence of the same text, click Find Next again.

Click the down arrow next to the Find box to view a list of the last 10 words or phrases that were searched for since the
current session of Final Draft was initiated. Select a word in the list to search for it again.

To replace found text
1. Enter the text to be used as a replacement for found text in the Replace field;

2. Click Replace to replace a single instance of found text, or Replace All to replace all instances of found text.

@ IMPORTANT: Be careful when using Replace All — you cannot use the Undo
command to reverse it.

To choose the elements to be included in the search, click More; to hide this list, click Less:

Find/Goto X

Find/Replace Goto

Findwhat: || v| [ FindNex |

Replace with: ‘ S ’ Replace

[[] Match whole word only  Direction Replace Al

[ Match case OUp @ Down
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Find/Goto X

Find/Replace Goto

Find what: I v l Find Next

Replace with: I v I Replace

[] Match whole word only Direction Replace All

[] Match case OUp @ Down

Search in:

General A
Scene Heading

Action

Character

Parenthetical

Dialogue

Transition

Shot v

Choose the direction to scan by clicking the Up or Down radio button. Up will search from the cursor to the beginning of
the document; Down will search from the cursor to the end of the document.

Match whole word only

The search will check for complete matches only.

Match Case

The search will match upper and lower case type exactly.
Search in

Limit the search to only the elements in this list that are checked.
To hide the additional options, click Less. The options disappear.

Press Escape to exit.

GoTo

Use the Go To command to jump to another location in the script.

To access the Go To options
1. Choose Edit > Go To and click the Go To tab

-0r -
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Press Control + G on your keyboard:
Find/Goto E3
Find/Replace
Go to what: Enter page number: | Next
Page | | ——
| Scene ) : Previous
| Paragraph
| Bookmark T
| Revision
| Header label |
2. Choose which item to go to from the Go to what list;
You can search for different elements in the script:
e Page
e Scene
e Paragraph
e Bookmark
e Revision
e Header Label
e ScriptNote
More specific options are displayed when certain items are chosen.
3. Click the direction to move in (Next/Previous);
- Or -
3. If you know the number of the element, such as a page number, type the number in the text field. The Go button
appears;
4. Click Go.

If the location or element is found, the cursor jumps to it and text at that location is highlighted.

When finished, close the dialogue box.

Find Selection

The Find Selection command searches for the next instance of highlighted text without having to use the Find/Replace
dialogue.
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Replace Character

To change a character's name throughout the script, choose it from the dropdown menu ...

Replace Character X

om

Character to Replace:

CYBORG s

] CYBORG -
DAX

b3 DEANNA
DUMB THUG
GIRL

GRISS

SHOPKEEPER

SUPPLICANT SUIT
TRIJTOP SUIT

: to gqTRISH

rtch ugWITCH

ZED

ZED

... and type the new name into the Replace With field. Click OK.

Replace Character X

Character to Replace:

MALCOLM N

Replace with:

I Ryan| |

Selected character will be replaced
with @ new name as typed, except
when the original name appears in
all uppercase.

con

The program will scan the entire document and change every instance of that name. Note that the character name will be
replaced in all elements (i.e. Action, Parentheticals, Alt Dialogues, etc.). The name will also be changed in all tools (i.e.
SmartType, Characters section of the Navigator, Reports, etc.).
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@ IMPORTANT: This action cannot be undone. If you need to revert to the previous
character name, choose the unwanted new name from the dropdown menu, type in the
original name and press OK.
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View Menu

The View section contains commands that arrange the script in different ways in the Final Draft window.

EE» B=8 RN,

Normal Page Speed Beat | Index Scene | Unsplit|

Board |Cards ~ View~ wap Fanels
Views Sphit

Views

e Normal

» Page

e Speed

e Beat Board

e Index Cards

e Scene View
Split

e Unsplit

o Vertically / Horizontally / Swap Panels
Show / Hide

e Navigator

e Story Map

e Show / Hide Alts

e ScriptNotes

e Ruler

e Invisibles
Zoom

e Zoom Story Map

o Classic View

) A P Hide ScriptNotes
© @ g P @ =

Show Hide Hide Zoom Story || Classic
Navigator Story Map  Alts .‘ Show Invisibles Map ~ View
Show/Hide Zoom


file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/View%20Menu/Hide_Show%20ScriptNotes.htm
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Choose Normal View to display the text of the script with all active components: page breaks (as a line), page numbers,
dialogue breaks, mores, continueds, headers and footers.

9 s Final Draft - [Untitied Alrship - Script] - a X
Home File Ecn View Format Insert Document Tools Production Help ﬂ P AR -8x
=) E | B verticanty (H) @ .a. inewumumu @ E
=l " | 2 &
1 : ' s Horcortally o Show Rules
Mormal Page Speed  Beat der  Sezne Pl o Show Show  Hide Zoom Story | Classic
Board Cawdi* View~ £ Swap Panels | Navigator StoryMap  Alts  #1] SNOw Invisidles Map * View
Views Spat Show/Hide Zoom
TRISE "
{recovering)
Actually, T have them in the cloud.
Top Suit slides her & wireless kevboard and & mouse., On the
big IV e2 at the Zront of the room, she navigates a
wdshars.com. Thres tries befcore she gets her
password right.
An awitward silence vhile she acans through a monstyous list
of files and Zolders, Aonoyance in the rcom grows,
Finally, she double clicks a file labeled:
“Vaoderchuk - final Copy version 7 w Moaday revisions*®
A line graph displaye ¢o the TV, Trish stusbles intc her
presextation.
Page break
Untitled Airship - Soript 2.
TRISE
We're here to talk adcut... Yeach.
(starmering)
About reaching the pecpls that
really matter.
0P SUIT
Throughput of 12 K... Wait. This i»
Vanderchuk data?
She goes white. The etched loge on the conlference Yoom door:
“Sallman Iac*
wWell
be.
demcnstrate. ..
She minimizes the preseatation. Opens ancther file labeled
“Eaiman”
_______ v
< >
NoScane 2 of 53 New Act Mt New Act, Ent ] O | (&) 100% |100% -

Script - Page View

The Script - Page View command displays the script on more realistic-looking "pages" as it will look when printed, with
all active components: page numbers, dialogue breaks, mores, continueds, headers and footers. Page breaks are displayed
in the dark areas between pages. Script - Page View is the default view for new scripts and text documents.
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Final Draft - [Untithed Airship - Script]

Fée EGR | View | Fomat  Iset  Doument  Tools  Production  Help B a

Home
s E=sEt- (o m o=@

55 Hotizontally
ndex  Scane || Unsplit o
IOIM Carcds = View~ =]

Zoom Sto
Panets wfsmm.p m -'stmnmmues e
\‘ = 3 =5 JHide ' m

omk!
-.‘
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TRISE
{xecovering)
Actually, I have them iz the cloud.

Top Suit slides her a vireless kevboard and a nmcuse. On the
big TV screen at the froat of the room, she navigates a
browser to SIoUASHAXS.S08. Three tries befcre ahe geta her
password right.

An awkward silence while she scans through a monstrous list
cf files and folders. Annoyance in the rcom grows.

Finally, she double clicks a file labeled:
*Vanderchuk - final Copy versiom 7 w Monday revisioans®

A line graph displaye on the TV, Trish stumbles into her
presentaticn.

Untitled Airship - Script

IRISE
We're here to talk about,... reach.
lbout“ uﬁé"’:’u le that
reac pecple tha
really matter.

TOP SUIT
oughput of l‘.’ F... Wait. This i»
v;na.zamt data

She goes white, The stched logo on the confersnce rocm door:
~“Hallman Inc”

TRISE
Well... Eypothetically. It coald

2 23
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Script - Speed View

The Script - Speed View command displays only the text of the script, as if

View Menu - 47 |

it were a single, continuous page. With Speed

View enabled, more of the text appears onscreen. It resembles Normal View but without any of the active components,

such as page numbers and mores and continueds that occur for page breaks.

0 v Final Draft - [Alrship - Script - with card content] - O X
Home Fle ES  View | Foma  lngen  Oowment  Tools  Pogution Hep PP aE-ex
1==] ’ g = = . | B verticans \ . .e. > Hige Scrpthiotes @ E
= === |23 Honzontssy ~/ Show Ruler
Normal Page (Speed | Beat Index Scene Umoln Show Show Hide Zoom Stoey | Classic
| |25 Swep Panet Y show immsibt
|| Board Cards~ View* 17 R Nawigator Story Map ANy * sibles Map = View
Views Split Show/Mide Zoom
CeCRIEL Lo mnpbins e eeCE Ladfd LCaweT £y YEoD wEa
pasevord right. »
Az aviward silence while she scans through a monstrous list
¢f files and fciders. Annoyance in the rocm grove.
Finally, she dcudle clicks a file labeled:
*Vanderchuk - final Copy version 7 w Monday revisions”
A line graph displays on the TV. Trish stumbles into her
presentatiocn.
IRISH (CONZ R}
Werre here to talk about,.. reach,
{atammering)
About reaching the pecple that
really matter.
TOP SUIT
Throughput of 12 K... Wait. This 1is
Vanderchux data?
She goes white, The etched logo on the conference rcom door:
“Haliman Inc~
TRISH
Well... Hypothetically. It could
be. This =lide i= just to
demonatrate.
She mininizes the presentaticn. Opens ancther file labeled
“Halman*
TOF 5UIT
Did you just show propristary ..uts
to & competitor of one of Vo
gther clienta?
No « That’s Sust a
comparison for vel—
TOP SUIT
And Esliman i= spelled with two
“Le'a,
IRISH
Just let me atart cver --
Trish s phoae RINGS. LOUD.
She silences it, but sess the caller IDs ~85T, JUDE'S HO3R~
She hesitates.
st IR oY) ~
< >
NoScane 1 of 1 Adtion [Tab] Action, Enter BEHEHCO . ® 100% | 100% -

L]

NOTE
' Whichever Script View (Normal, Page or Speed) is active when a script is saved
will be the view in which it appears when it is reopened.
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The Beat Board
Choose Beat Board to display a field in which you can insert and arrange Beats and Structure Points.

Final Draft - [Untitled Screenplay] - a X

s !
| Home Fde Ednt View Format Insert Dotument Jools Production Meip an P ‘ .C-l - & X%
O8] o » | o [ofofe o o IR
ait Undo/Redo Scnpt Views  Split | Insert  ARmemate Font Show Havigator
H e Elements ~ - . v Dislogue ~ - Story Map
File Dictionary Clipbomd Story Map Collaboration
PN
Double click to create a beat
v
< >
[Tab] Action, [Enter] Action B = BB 3 1005 -

Before they "go to pages" (write action and dialogue), many writers and writing teams first outline their stories using real
or virtual cards to lay out the "beats" of a script and view them from a high altitude. The Beat Board allows the user to
compile and organize his / her ideas, notes, story points, scene fragments, scenes, sequences, acts, plot structure, the arc of
a show season or even a series itself.

2 TIP: Open Final Draft, go to Help > Sample Scripts and choose one of the scripts.
Open the Beat Board to see how the writer of Airship used the Beat Board to organize
story, plot, theme, characterization and arcs.

The Beat Board offers two kinds of virtual cards: Beats and Structure Points. Beats generally contain any type of story
content, whereas Structure Points are generally used to denote separate scenes, groups of scenes, sequences, acts, or other
story or plot milestones. Structure Points have a thicker border than Beats.

Inserting a New Beat or Structure Point

To insert a new Beat or Structure Point, right-click the Story Map and choose New Beat or New Structure Point. A new
Beat or Structure Point marker will be placed in the Story Map at that location:
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Beat

Undo Redo Title gy Dual Dialogue
Page Board
Undo/Redo Script Elements Views
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Unsplit l;_';

Split

Beat marker

Structure Point
marker

and a new Beat or Structure Point will be placed on the Beat Board, ready to be given a title:

o]
1

ing Thesaurus Paste

Jictionary

Clipboard

;j d‘) ” f[;" E |Scene Heading

Redo Title g Dual Dialogue

Page

Undo

Undo/Redo Script Elements

Beat | _ || Unspiit 1

Board = || [
Views | Split

Beat Title
Body

Body

Structure Point Title Fagecos: 30

Page Goal

Note that in the upper right corner of the Beat or Structure Point the Page Goal is displayed. The Page Goal indicates the
script page on which the user expects to write the content contained in the Beat or, in a Structure Point, the page on which
the user wants a certain milestone in the story. This number is not editable, but if the marker is moved in the Story Map,
the Page Goal on the Beat or Structure Point will be updated. To remove the Page Goal from a Beat or Structure Point,
right-click in the upper right of the Beat or Structure Point. From the context menu choose Remove Page Goal.

Example: If you intend to start "The Necktie Scene" on Page 12, insert a Beat in the Story Map on Page 12 and title it

accordingly.

Example: If you intend to place the first act break on Page 25, insert a Structure Point in the Story Map on Page 25 and

title it accordingly.
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& ) % ﬁ ' El Scene Heading

g Thesaurus Paste Undo Redo Title Dual Dialogue
Page | Board

ctionary Clipboard Undo/Redo Script Elements Views Split

Beat Unsplit

The Necktie Scene Pemecos: 12 FIRST ACT BREAK Fmecos: 30
Bob and Sue discuss the ugly necktie. Sue finds the secret passageway.

A new Beat may also be inserted by

¢ Double-clicking anywhere on the Beat Board;
¢ Right-clicking anywhere on the Beat Board and then clicking New Beat;
e Pressing Control + Enter

e Going to the Insert menu and clicking New Beat.
A new Structure Point may also be inserted by

e Control + Shift + Enter.
Beats or Structure Points created in one of these ways will not indicate a page goal in the upper right corner.
To assign a Page Goal to a Beat or Structure Point after it has been created from the Beat Board and not the Story Map,
drag it from the Beat Board to the desired "page" in the Story Map. A Beat or Structure Point marker will be placed at that
location on the Story Map and the Page Goal will now be displayed in the Beat or Structure Point.

Positioning and Sizing Beats or Structure Points

Beats and Structure Points may be dragged anywhere in the Beat Board with the left mouse button; they are not confined
to columns and rows. To move a Beat or Structure Point, click onto it with the left mouse button, hold the left button

down and drag it to the desired location. Note that when in drag mode, the cursor changes to the drag icon:

Beats and Structure Points can be resized or reshaped by hovering the cursor on any border or corner so that the double
arrow appears, holding the left mouse button down and dragging inward or outward, right or left, up or down.

As more Beats or Structure Points are added or moved down or to the right, use the vertical and horizontal scroll bars to
display further sections of the Beat Board.

To move a Beat or a Structure Point or a grouping of Beats or Structure Points (see Multiple-Selecting Beats or Structure

Points, below) to a section of the Beat Board that is not currently visible, drag the selection off the edge of the Beat Board
and continue dragging. The Beat Board will move in the opposite direction of the drag (revealing more of the Beat Board)
until you release the mouse button.
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Entering Text

To enter text into the Title or Body field, click once on the Beat or Structure Point to select it (selection indicated by a
blue border), then click again into the Title or Body field. Text may be entered or pasted when the blinking cursor is
present in the field.

To move the blinking cursor from the Title field to the Body field, press the Tab key. To move the blinking cursor from
the Body field to the Title field, press the Tab key again. If the cursor is in the Title field, Enter will also move the cursor
to the Body field.

Copying Text from Beats or Structure Points

Text in a Beat or Structure Point may be copied to another Beat or Structure Point, a script page, a Summary card or a text
field in the Navigator. To copy Beat or Structure Point text, select the Beat or Structure Point and, on the keyboard, press
Control + C. The text is now on the clipboard and may be pasted elsewhere.

Text can be pasted into a Beat or Structure Point from any source. If a Beat or Structure Point is selected and the blinking
cursor is in a field, right-click in the field and choose Paste. Text can also be pasted with Control + V.

If multiple Beats or Structure Points are selected and Control + C is chosen, and the text is pasted into a script page, the
text will be placed on the page in the order of Beat or Structure Point selection.

There is no limit to the amount of text that can be entered into the body of a Beat or Structure Point; if there is too much
text to be displayed in its entirety and the Beat or Structure Point has not been enlarged to accommodate it, use the Up or
Down arrow keys or the Page Up / Page Down keys on the keyboard to scroll.

Coloring Beats or Structure Points

A Beat or Structure Point may be colored by right-clicking into it and choosing a color from the context menu. Suggested
schemes include color-coding groups of Beats or Structure Points by location, time of day, presence of a particular
character or characters, type of scene, related scenes, or by sequence or act.

When a Beat or Structure Point is colored, its corresponding Beat or Structure Point marker (if any) also takes on that
color.

Multiple-Selecting Beats or Structure Points

Beats or Structure Points may be multiple-selected by drawing a box around the desired Beats or Structure Points with
the mouse. Once several have been selected, they can be moved, colored or deleted as a group. Note that there is no
confirmation dialogue when deleting. To release the selection of a group, click anywhere else in the field. Text may be
copied from multiple Beats or Structure Points and pasted in other locations; the text will paste in as a single block.

Beats or Structure Points may also be multiple-selected by holding down the Control key and clicking desired Beats or
Structure Points. The order in which they are selected will determine the paste order if their contents are to be pasted
elsewhere.

Deleting Beats or Structure Points
To delete a Beat or Structure Point, click into the upper right-hand corner so that it is selected (blue outline) but it is not in

text-edit mode (no blinking cursor). Press Delete on your keyboard. You can also right-click on a Beat or Structure Point
marker in the Story Map and choose Remove.
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Zooming the Beat Board

The Beat Board may be reduced or enlarged to display more or less of the content area. To zoom:

Mouse and Scroll Wheel

If you have a mouse with a scroll wheel, hold down the Control key and scroll up or down with the scroll wheel.

Keyboard

Hold down the Control key and press the plus or minus keys on the right-hand side of an extended keyboard.

Menu
Go to View > Zoom to choose a pre-set zoom size.

View Mini-Bar

At the bottom right of the application window, use the slider to zoom in and out, enter a desired zoom size (expressed as a
2- or 3-digit number) in the box and press Enter on the keyboard, or choose a pre-set zoom size from the drop-down

menu.

S cance 30

ave a plan to use Trish as a distraction to steal
yment.

s feel about this?

»w what theyre doing, hates Griss. She
ees since Griss says he can get her home.

Griss bet
Trish finds,

Cards Across

The Cards Across command is only enabled when either of the Index Cards views is chosen. It determines the number of

columns of cards to be displayed. The maximum is nine cards.

_______

Page Width

(& 100% T2
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&
The more cards that are displayed, the smaller the cards become. The smaller the
card, the less text is shown.

Index Card Commands

The Index Card panel mimics the traditional way in which scripts have been developed, fleshed out and annotated. Each
card contains one scene. Cards are ordered in a left-to-right and top-to-bottom fashion.

The Index card panel has two display modes. The Summary display presents blank scene cards in which comments can be
typed. The Script display contains the text of a particular scene.

You can change the Index Card panel display modes by using these two Index Cards Commands.

&
NOTE
—— Most functions and commands that are used to write or edit the script are not
available in either Index Cards view. You must use one of the Script Views to access

them.

You can add scenes in the Index Card panel. See Insert New Scene for more information.

The top line of each card contains the scene heading, scene number (if any) and page number.

Index Cards may be viewed alongside the script pages (see Split for more information). The number of columns of cards
viewed can be changed using the Cards Across command.

Because many scenes are viewed at once, it is easy to drag-and-drop scenes into any order. Changes will be made to the
script as well.

Index Cards may use any font and font size without affecting the formatting of the script elements.

Either side of the Index Cards may be printed to regular paper or on special card stock that can be used with most printers.
The card stock can be purchased from most office supply stores.

Index Cards - Script

The Index Card - Script command switches the current panel to Index Cards with some of the script text of its particular
scene. The amount of text displayed is determined by the number of cards across. The more cards across, the smaller the
cards and the less scene text they hold.
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p.1

Ten SUITS sit around a dreary corporate conference room.
Silent impatience. They're waiting for someone.

TOP SUIT sighs, annoyed.,
SUPPLICANT SUIT

She does have a habit of showing up a bit late.

And in she bursts, TRISH THOMPSON. 40, tall, frazzled, and perpetually late. She's a nervous ball of energy who wears her

anxiety for all to see.

She pulls on the glass conference room door, It's too heavy. A second effort, awkward as hell, She fumbles back a step as it

finally creaks open enough for her to squeeze her way in.

TRISH

I'm so sorry. The traffic was bizarre. ! tried getting off at Hillhaven and that was worse -

TOP sSuUIT

You brought the data tables?
She freezes. Obviously no.
TRISH

{Ten SUITS st around a dreary corporate conference
lroom.

|Silert mpatience. They're wating for someone.
TOP SUIT sghs, annoyed.

|SUPPLICANT SLIT

|She does have a habit of showng up a b late

|And in she Dursts. TRISH THOMPSON. 40, tal,
|frazzied, and perpetussly Late. She a a nervous bal of
energy who wears ber aruoety for ab to see

0 ] Firat Dcat - Unities Axstvp - Saript) - ) x

| Heme | P EdE Vew  fomat  dmien D HPraAT-ex
$ Spetin Ed General Not e
BB Bee | DX 9 ¢ | O s E Bl l" S| Es (@] | &

et e 1, Loy
Taite Recds ey Dusl Dasogue 1sde r

Ha " Unds Mook 'r.v‘nn Ousl Do g 'l:.nl‘ P 1I‘vaﬂx- [ﬁmkm :'l‘ ?n ”3'0;" um..‘u Connect
ros Soript Elemartts View: somt Imart Aternate Dualeque 2o Nap Cababeration
INT. CONFERENCE ROOM - AF TERNOON (%) INT. CORPORATE CORICLE FARM - LATIR (¥ INT. PRIUS - LATER »3 o

Now on her phone, Trish marches out of the office.

She holds her haad high, forcng a fake smde. Oaany,
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In the passenger seat sits RILEY (14). A shony pale
orrf covered in Goth makeun and weanng a bandanna
around her bald hoad. Riey locks exhausted.

TRISH
(hurring)

Howddmhuml\tnm.mmwm
00 S0Ma PoOr QIT?

ENT, CHEMO WARD - TLASHBACK pAa

mﬁlﬂﬂa("uwﬂdwlﬂm&m
|PATIENT her age talks on the phone.

|PATIENT
(on phone)

1 was e “'Whatever Mom. 1 5til have ha. [ can stil
|go to homecoming.”

EXT, APARTMENT COMPLEX - MOMENTS LATER 9.5

(Well find & way 10 9t vou 10 & new hospital,
'va

INT, IIRW‘ ENT - CONY . »s

|Designed in 1900 to mahn poce pacple lnl e thay
WIS MOVNg Lp In the woeld. HxEnt even basn
painted since,

|A stagoenng amount of dutter on every surface and
piiad Into avery comer. Mall is scatterad averywhera.
On pi223 boxas. Amidst yallowed Nnewspapers.

Trsh watks in the fronk door as her Phone CHIMES,

e hise othyer aem avourd this voung eferopes.
Malcolm doesnt aven tare o hda his soint. Gird sits.
w.

GIRL
Oy, v0U must be Mre. Thompson, IUs 0 rice to meet
You,

|BACK TO SCENE M-&uwmuwmmuam

| (apartment. Rley dossnt follow, it the coud of smoke cvermbsims her before she
{Ouch. Trish chokes & back IRILEY even doses the doot

TRISH :r'-mn-o—mnhmb--wn R eanit trtm |Trish sl tha e Than calim anger settias over het
MALCOLM'S BEDROOM - CONTINUOUS PO || INT, TRISH'S BEDROOM - CONTINUOUS LR INT, BEDROOM - NIGHT .8
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Trish sulks heowgh
5 dark, iIn part due t0 tha black bed sheets she has
[Ened over her windows.

|Clothes e averywhera. A mass.
I‘wmmw«wumm
[She st puts har haad down whan e Bhone
[OHIMES again.
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Blasting in the othes room.
She pulls herself up and walks rto -

Feady

THERS tomorrow
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The text in these cards cannot be edited here; it must be edited in one of the Script views. However, you can edit the
Scene Heading by clicking once in that field and adding and deleting text as necessary.

Index Cards - Summary

The Index Card - Summary command switches the current panel to Index Cards with the scene summary field displayed.
The cards are initially blank so that text can be entered on them for development ideas, notes, sequence or act markers,

comments, locations, blocking, or anything that might be applicable.

INT. CONFERENCE ROOM - AFTERNOON

Trish screws up BAD. Bad enough that her job might just be gone.
She seems distracted but we can't tell why.
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|5he sesms Bstractad but we cant tell why.
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DOLS S Tewl this way bere or and of the frst act?

MALCOLM'S BEDROOM - CONTINUOUS p.6 || INT. TRISH'S BEDROOM - CONTINUOUS P8 | INT. BEOROOM - NIGHT b8

thnking about Theh thanking about Malcolm | | [cant seep
— DREAM SEQUENCE?

INT. LIVING ROOM - CONTINUOUS 0.8 || INT. CAPTAIN'S QUARTERS - DAY 011 | EXT. AIRSMIP DECK - DAY n.13
/INTRO Deanna INTRO Captan ;h‘lﬁl" | 2
Zeady NEEC WV R el

To add summary text to a scene, click once in the box containing the greyed-out Add Scene Summary.

To edit existing summary text, click once in the box containing that text and add and delete text as necessary.

Scene View

Scene View

The Scene View command switches the current panel to a Scene panel, which displays each scene in its own row.
Because the rows of the Scene panel are shorter than Index Cards, more scenes are visible.

When you choose View > Scene View for the first time in a script, the Scene panel displays the scene heading, the scene
title, the first line of scene summary and the first line of the scene’s action.
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9 v Final Draft - [Aleship - Script - with card content] - o x
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Ten SUITS sit around a dreary corporate conference room.
Add Scene Title
Trish screws up BAD. Bad enough that her job might just be gone.

INT. CORPORATE CUBICLE FARM - LATER p.2
Now on her phone, Trish marches out of the office. She holds her head high, forong a fake smile. Clearly, trying her

The caller ID is St Jude Hospital. We know what the distraction has been,

INT. PRIUS - LATER p.3
Trish dnives an old Prius that's seen better days. Piles of mail and old fast food bags are everywhere. It looks like a

Tnsh escapes.

INT, CHEMO WARD - FLASHBACK p.4
Riey sits in a chair, hooked up to tubes. Another PATIENT her age taks on the phone.

Riey’s sick.

EXT. APARTMENT COMPLEX - MOMENTS LATER p.5

Trish and Riey get out,

making dnner — they argue

INT. TRISH'S APARTMENT - CONTINUOUS p.5
Designed in 1990 to make poor people feel like they were moving up in the world. Hasn't even been painted since,

Trish might give up

MALCOLM'S BEDROOM - CONTINUOUS p.6
Trish opens the door to see MALCOLM and a sixteen year old GIRL. Malcolm (16, slacker) has a joint in one hand

thinking about Trish
INT. TRISH'S BEDROOM - CONTINUOUS p.8
Teimb miillom hrmiimb tha dame af hnr demmm hadeomnmmn T e ds e mmet Aiim bm thm Rl ade bnd cbhmmbm mbm bm s mimm Y
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Unsplit Panels
The Unsplit Panels command hides one of the panels. This command is disabled if only one panel is displayed.

To hide a panel:
1. Select the panel that will remain displayed;

2. Choose Home > Unsplit or View > Unsplit.

The panel that is not selected is hidden and the remaining panel expands to fill the document window.

Split (Vertically / Horizontally) / Swap

Divides the script into two panels.
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Split Vertically
Divides the script into two side-by-side, upright panels.
Split Horizontally
Divides the script into two panels, one on top of the other.
Swap
Replaces the view of one panel with the other. For example, if a script is split vertically into two panels with the panel on

the left set to Script View and the panel on the right set to Scene View, the Swap Panels command will place the left-hand
panel into Scene View and the right-hand panel into Script View.

Show / Hide Navigator

Displays or hides the most recently-used section of the Navigator (Scenes, ScriptNotes or Character).

Story Map

Story Map is an outlining tool that allows the user to lay out story beats and story milestones in a linear fashion. The
numbers in the Story Map correspond to page numbers in a script and the user can assign Beats and Structure Points
anywhere on the Story Map.

To insert a new Beat or Structure Point, right-click the Story Map and choose New Beat or New Structure Point. A new
Beat or Structure Point marker will be placed in the Story Map at that location:

l.’ Iil Scene Heading -

Undo Redo || Title Dual Dialogue Beat | _ || Unsplit gy

Page Board
Undo/Redo Script Elements Views Split

Beat marker Structure Point
marker

A new Beat or Structure Point will also be placed on the Beat Board, ready to be given a title. The new Beat or Structure
Point will have that page number as its Page Goal. See The Beat Board for more information on using the Beat Board.

An existing Beat or Structure Point marker may be dragged from one location to another along the Story Map, which
changes its Page Goal. The corresponding beat on the Beat Board will reflect the new Page Goal.
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If more than one Beat or Structure Point is associated with a particular page, the Beat or Structure Point marker in the
Story Map will display the number:

When the cursor is held over a Beat or Structure Point marker, a window will appear containing the text in the
corresponding Beat or Structure Point:

T T T el ey TR T 1T A 1 B B B 1 IV B T T

The Necktie Scene

Bob and Sue discuss the ugly
necktie.

Written scenes are represented on the Story Map by blocks that reflect a scene's color, if a color has been assigned:

2 3 4 5 6 7 8 [.’3{‘ L.t 1D E 14_3E. 16 17 18419 20 29 22 23 E 2!
| INT. TRISH'S BEDROOM - CONTL..
Trish sulks through the door of her
Yor] dreary bedroom, It's dark, in part 1 ' | i \ . | BT

dueto the black bed sheets she ;s rays ulf Lo Tv. TILSH SCUNDL
has pinned over her windows. y
E

TRISH
We’‘re here to talk about... reach.

The location and length of a block corresponds to the scene's starting page number and the number of pages it spans.
Hover the cursor over a block to display the scene contents ("Trish's Bedroom," in the above example). In Page View,
double-clicking on a scene in the Story Map scrolls the displayed page to that scene.

Navigation

Double-click on a Beat or Structure Point marker to move the Beat Board so that the Beat or Structure Point associated
with the double-clicked marker is displayed at the center of the screen. The Beat or Structure Point will also be selected
(blue border).

Location Indicator

The script page containing the cursor is indicated in the Story Map by a blue line. If the cursor is placed on a different
page, the Location Indicator will move to the new page mark.
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Untitled Airship - Script 15.

JERIS
Captain, I |really must insist we
try tc surrender. At least ciffer
them scme scort of barter for our
very enlightening cargo. Maybe they

Target Script Length

The Story Map defaults to 120 pages, considered the average feature film script length. Double-click or right-click
anywhere in the Story Map to adjust the target script length (the number of pages represented):

Target Script Length X

Enter Target Script Length

[i20

Cancel

The more pages there are, the longer the Story Map will be. If a script is longer than the target script length, the hash
marks and Page Goals in the Story Map will appear in red.

If a locked script has A pages, they will appear as gold hash marks.

If a locked script has dashed / deleted pages (i.e. "page 9-10"), the corresponding area of the Story Map will not display a
scene content tooltip.

You can enlarge or reduce the size of the Story Map under View > Zoom Story Map.

= TIP: To work with percentages rather than pages, set the Target Script Length to
100. Now each hash mark represents 1% of the total project rather than page numbers.
For example, placing a Beat or Structure Point at 33 means that it occurs a third of the
way in, regardless of how many pages precede that Beat or Structure Point.

Menu

Right-click on a Beat or Structure Point marker to display a context menu:
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o New Beat -- places a new Beat in the Beat Board and a new Story Map marker at that page number location. The
Beat will have that page number as its Page Goal.

¢ New Structure Point -- places a new Structure Point in the Beat Board and a new Story Map marker at that page
number location. The Structure Point will have that page number as its Page Goal.

e Show -- moves the Beat Board so that the associated Beat or Structure Point is displayed at the center of the screen.
The Beat or Structure Point will also be selected (blue border).

e Remove -- removes the Beat or Structure Point marker from the Story Map and the associated Beat or Structure
Point from the Beat Board.

e Change Target Script Length -- see above.
e Hide Story Map -- removes the Story Map from the application display. To show the Story Map, go to the Home
or View Ribbon and click Show Story Map.

Right-click anywhere in the Story Map to display the above menu but without the options to Show or Remove a Beat or
Structure Point.

Show / Hide Alts

Toggles the onscreen display of Alternate Dialogue commands and contents. Hiding Alts does not remove them from the
script. See Alternate Dialogue for more information.

ScriptNotes

The ScriptNotes command hides or shows ScriptNote markers. Markers indicate the paragraph to which a ScriptNote is
attached.

INT. CHEMO WARD - FLASHBACK

Riley sits in a chair, hcoked up to tubes. Another PATIENT
her age talks on the phcne.

PATIENT
{on phone)
I was like ‘Whatever Mom. I still =
have hair. I can still go to
hcemecoming. *

A check mark next to the ScriptNotes command indicates that ScriptNote markers are visible.
&
~——If you print the script while the ScriptNote markers are visible, the markers will
not be printed and so do not affect the script length or pagination.

Show / Hide Ruler

The Ruler command hides or shows the ruler. A check mark next to the Ruler command indicates that the ruler is visible.
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The ruler shows the width of the page in inches.

You can use the ruler to adjust indents (margins) for a particular paragraph. The indent markers represent the left and right
indents of the paragraph containing the cursor or the first paragraph of a selection.

You can click and drag the square indent marker on the left or the triangle indent marker on the right to a new position,

which changes the margins for the current paragraph (the paragraph in which the blinking cursor resides) or all paragraphs
in a selection.

Use the indent markers in the ruler to change the indents for a paragraph. This will override the element's defaults.
Indent Markers

There are three different indent markers available in the Ruler bar on the left;

Top Line
Indent Marker

Lower Lines
Outdent Marker\ /

Paragraph
Indent
Marker

Indent
The top line indent marker, when moved to the right, will force the top line of a paragraph to indent:

il don GB wiliger U8

A second effort, aw d as hell. She fumble
it finally creaks open en h for her to squ

L B SRR ISR -

TRISH
w—e-T 'T0 SO sorry. The traffic was
bizarre. I tried getting off at
Hillhaven and that was worse -

TOP SUIT
You brought the data tables?
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Outdent

The lower lines outdent marker will indent the second through the last line in a paragraph:

o

|-~-2---lv--e---l.-ug--~|--- e ey ]

ey éwkward as hell. She fumbles bac
creaks open enough for her to squeeze

A second e
it final

TRISH
I'm so sorry. The traffic was
—3p bizarre. I tried getting off at
~—3p Hillhaven and that was worse -

TOP SUIT
You brought the data tables?

She freezes. Obviously no.

All
The paragraph indent marker will indent the entire a paragraph:

nl-n-zr--I--~3§n-l---4--nl-n-S---I-nnGan-l-
1, awkward as hell. She fumbles back
reaks open enough for her to squeeze hex

A second ef
it finally

TRISH

——3p-1'm so sorry. The traffic was
~——3p-bizarre. I tried getting off at
—3p- Hillhaven and that was worse -

TOP SUIT
-3 You brought the data tables?

She freezes. Obviously no.

On the right there is only the lower lines indent marker and moving this will move the right indent for all lines in the
paragraph.

@ IMPORTANT: It is not recommended to change the indents of an entire script
using the indent markers in the Ruler. See Modifying Elements -- Paragraph Tab section

for information on adjusting element indents globally.

Invisibles

The Invisibles command shows or hides hidden characters such as carriage returns, spaces and tabs.

To show invisible characters

Choose View > Invisibles. A check mark on the menu indicates that invisible characters are shown.
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Here is how text looks with invisible characters shown:

TOP. SUITY|
You. brought. the. data. tables?f

The small dots indicate hard spaces between words inserted by the user and the paragraph marks indicate hard
carriage returns inserted by the user.

&
~— If you print your document while the invisible characters are visible, they are not

printed and don'’t affect the script length.
To hide the invisible characters

Choose View > Invisibles again.

& TIP: Show invisibles when there appears to be erroneous white space on a page
(extra blank lines or extra blank spaces). The invisibles will indicate where carriage
returns, spaces or tabs have been manually inserted; once they have been revealed by the
invisibles, they can be deleted if necessary.

Zoom Story Map
The Zoom Story Map enlarges or reduces the size of the Story Map. Each tick between the numbers represents a page.

Sizes available are
o 25%
e 50%
o 100%
o 200%
e 300%
e 400%

The lower the zoom percentage, the smaller the Story Map becomes:
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25%:
¢ E = 1 | B verticany @ .Q. P Hide ScriptNotes [
== Horizontally S " Show Ruler AR
ged Beat Index - Show Hide Zoom Story | C
Board Cards~ Swap Panels | Navigator Story Map Alts 0' Show Invisibles Map ~ \
Views I Spiit Show/Hide | Zoom
£ ™ = S —
1 Ill|lllllllllllllllll25 Illllllll"lllt!llllm BURRRRR AR 75lllllllll|lllllllll 1m AERRER R
100%:
' E=E e, @ m g e @
- B Horizontally " Show Ruler
ed  Beat Index Scene | Unsplit| Hide Hide Zoom Story | Ck
Board Cards~ View~ &= Swap Panels Nmmor Story Map  Alts " Show Invisibles | Map- i
Views Spiit | Show/Hide |.. Zoom |
S e
L 100 0 01500 0 0 2000 v 0 10250 0 0 130 v 0 0350 0 0 2400 v 0 1 450
300%:
' g _— == [! B verticatly @ n .e. |> Hide Scripthiotes |
= = = Horizontally * Show Ruler
eed Index Scene | Unsplit - Hide Hide | Zoom Story | €
Board Cards~ View= = SWap Panels Navlgatov Story Map  Alts " Show Invisibles Map * |
Views Split Show/Hide . Zoom

w
S
o
7]
~
@®
©

10 " 12 13 14 15 16

Switch to Classic View

This command hides the default Ribbon view and returns the Toolbar view. Some tool icons available in Classic view are
not available in the Ribbon.
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' [@] Classic View
Switch to Classic View

Switch to Ribbon View (Classic view only)

This command hides the Classic toolbar view and returns to the default Ribbon view. Some tool icons available in Classic
view are not available in the Ribbon.
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Full Screen View
For a view that shows nothing but the top menu bar and the script page

1. Inthe Ribbon view, go to View > Switch to Classic View;

2. InClassic View, go to the View menu and uncheck Ruler, if it is checked:;

3. Goto View > Toolbars and uncheck any displayed toolbars, including the Status bar;
4. Goto View > Hide Ruler.

@ Final Draft - [Untitied Sirship - Scrpt] - a x
File fde View Format Imert Document Took Production Window Help

INT. CONFERENCE ROOM ~ AFTERNOON

Ten SUITE sit arcund & dreary corporate comference rece,
Silent impatience, They're waiting for someone.

TOP 3UIT sighe, amnoyed.

SUPPLICANT SUIT
B  She does have & Babit of showisg up
4 bit late.

And is she borsts. TRISH TEOMIBON. 40, tall, frarsled, asd
perpetually late. Ske'e a nervous ball of emergy w0 wears
her amxiety for all to see.

She pulle on the glass conference room door. It’e Too heavy.
A seoond effort, awkward as hell, She fumbles bDack a otep as
it fimally creaks cpen ancugh for har to mgieeze dar way in.

TRISH
I'm 20 sorry. The treffic was
bizarzre. I tried gatting off at
Hillnaven and that was woree -

T0P SUIT
You Drought the date tables?

She freszes. Obvioualy no.

RIS
(recovaring)
Actually, I hawe them in the cloud.

Top Suit slides kax a wireless keyboard and a mouse, Om the
Dig IV screen at the fromt of the room, she navigates a
brovser to QlondCloud.oom. Three trxies before she gets hex
password right.

An awkward milence whils she scane through a monstrcom list
of files and folders. ANRCYAnCe in the TOOR Jrows.

Finaliy, she double clicks s file labelied)
“Vanderchak -~ fimal Copy version 7 w Monday revisioms*

A line graph displays cn the TV. Trisn stumbles iste her
presestation.

TRISN
Were here to telk adout... reach.
(etanmering)
Aoout reaching the pecple that
really matter.

To return to the regular view

1. Go to View > Switch to Ribbon View;
2. Go to View > Show Ruler.



| FINAL DRAFT

| 68 - Format Menu

Format Menu

The Format section contains settings for defining how paragraphs and text are laid out on the page and their
characteristics.

ooy ] 9 AaFont — R A R . —
Action - - 1 u — ' = —_— = —
T Text Color v — —— — e —
g Dual Dialogue Elements Cast List Highlight > I Alignment Spacing Space Lleading Revert
Settings Element Options | Characters * Highlighter ~ - *  Beforer ~  Paragraph
Elements Text Paragraph
Elements

e Element Dropdown Menu
o Dual Dialogue

e Elements Settings

o Cast List Element Options

Text

e Highlight Characters

e Font..

e Text Color

e Highlighter
Paragraph

e Alignment

e Spacing

e Space Before

e Leading

e Revert Paragraph
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Element Dropdown Menu

The Element dropdown menu serves two functions. The first indicates the element type of the paragraph in which the
cursor is currently positioned. In this example, the cursor is in the paragraph that starts with "TITLE CARD." This

paragraph is a Scene Heading paragraph.

View Format Insert Document Tools Production Help
’ | | - 1
"9 @ CElfserem -] B % WY e o o IR
i Undo Redo Title | gy Dual Dialogue Beat Unsplit 2 Insert | Alternate | Font Show
| Page Board # &= | =~ | Dialogue~| ~ | StoryMap
| Undoedo | sciptelements | Views | set | Story Map.
-...1.....2.......3...:...4...|...5...|...e...|...7...¢...-

ACT ONE

‘!f. CONFERENCE ROOM - AFTERNOON
[FITILE CARD: 8:23 AM

Ten SUITS sit arcund a dreary corpeorate ccnference xroom.

The second function is to change the element type of the paragraph in which the cursor is currently positioned, if
necessary. In this example, "TITLE CARD: 8:23am" is incorrectly rendered as a Scene Heading. While it may not look
incorrect, if this script has is its scenes numbered, this title will get a scene number when it should not. It would be better

to render this text as Action.

With the cursor anywhere in the paragraph, click the down-pointing arrow next to the Element dropdown menu and
choose Action:

This title is now listed as Action and will not get a scene number if / when the scenes are numbered.

View Format Insert Document Tools Production Help

| o e | Bfe ~|E WY el o o KR

=

Undo Redo Title J &3 Dual Dialogue Beat Unsplit E’ Insert | Alternate | Font Show
‘ Page Board F 4 = - Dialogue ~ - Story Map
|| Undo/Redo Script Elements Views Split | | || Story Map

ACT OKE

T. CONFERENCE ROOM - AFTERNOON
[FITLE CARD: 8:23 am

Ten SUITS sit arcund a dreary corporate conference room.
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Dual Dialogue
Use the Dual Dialogue command to position two consecutive dialogue paragraphs side by side.

1. Type in both speeches (including the character names), one after the other. For example:

Trish meets Griss eye to eye.

TRISH
Youl

GRISS (CONT'D)
Youl!l

GRISS (CONT'D)
Again with the staring!

2. Place the cursor anywhere in the first character name;
3. Go to Format > Dual Dialogue.

The speeches are now next to each other.

Trish meets Griss eye to eye.

TRISH GRISS (CONT'D)
Youl!l You!

GRISS (CONT'D)
Again with the staring!

&
~~~~ You cannot edit text when it is in dual dialogue.

To revert to the normal single-column format, double-click anywhere in the dual dialogue text ...

- or -
1. Single-click anywhere in the dual dialogue text to highlight it;

2. Go to Format > Dual Dialogue.

The speeches revert to the original stacked format.

Elements

The Elements command shows the Elements dialogue, which contains controls and options for defining script elements.
Elements are what many word-processing programs call "styles.” They specify the font, font size, style, indents and other
formatting characteristics for the types of paragraphs specific to a screenplay template (i.e., scene headings, action,
dialogue, etc.).
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Choose Format > Elements and the Elements dialogue appears, open to the Basic tab:

Elements

Element name:

Scene Heading

General

Action
Character
Parenthetical
Dialogue
Transition
Shot

Cast List

New Act

End of Act
Segment Title

New

Apply a Template...

Delete

Font Paragraph
Behavior
[] start new page

Paginate as: | Scene Heading

Shortcuts
Cid +

Next Element (Enter/Retum): | Action v

Cancel

When you add a new paragraph to the script, that paragraph will be formatted according to the specifications in the
Elements dialogue. If you make changes to the characteristics of one or more elements, all paragraphs of that type will be

updated to reflect the new settings.

See Standard Elements for a description of the Elements dialogue and a complete explanation of how elements are used to

make up a script.

Cast List Element Options

Final Draft automatically keeps track of the speaking characters in each scene. These characters are displayed in the
Characters section of the Navigator. To change the order in which they are displayed in the Navigator, choose the
appropriate radio button (Alphabetical or Order of Appearance in Each Scene):
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If you choose Custom Order, drag and drop the character name to the desired position on the list.
The dialogue balloon icon on the right of this list indicates that the character speaks in this scene. If a non-speaking
character has been inserted into this scene (see Insert > Non-Speaking Character), that character's dialogue balloon icon
has a red X to indicate that this character (Anna, in this example) has no dialogue.

If the Cast List element is used in the script, changing the order in the Cast List Element Option window will also change

Display Characters in the following order:
(®) Alphabetical
(O Order of appearance in each scene

(O custom order

the order of the characters in this element.

Cast List Element in Script

Automatic Cast List Generation

The Cast List feature is used in sitcoms to list which characters appear in a scene. The Cast List appears directly below the

Scene Heading.

|[cOLD OPENING = A

FADE IN:

INT. CHARLIE'S BEDROOM / LIVING ROOM -

(CHARLIE, ALAN, JAKE) —iffe—

CHARLIE IS GETTING DRESSED TO GO OUT, TRYING ON SEVERAL
DIFFERENT SHIRTS AS ALAN APPEARS IN THE OPEN DOORWAY.

To generate a Cast List for each scene

Enter a Scene Heading in the script;

Press Enter to insert a new Action paragraph;

1.
2.
3. Type your action;
4.

Once the scene has been started, place the blinking cursor at the end of the Scene Heading and press Enter;

LATE AFTERNOON (DAY 1)
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5. The cursor will be blinking on a blank line; press Enter to bring up the Elements menu;
6. Choose Cast List.

As characters are entered into the scene, their names automatically appear in the new Cast List element. When a character
is removed from a scene, it is removed from the Cast List for that scene.

When finished, click OK.

For information adding a non-speaking character to a scene's Cast List, see Insert Non-Speaking Character.

Highlight Characters

Highlight characters to place emphasis on individual characters and his / her dialogue.
Highlight individual characters to easily find where that character appears in the script.
Highlighting multiple characters can aid the planning and scheduling of a performance.

You can also use the feature for table reads and distribute a copy of the script to each cast member with his / her own lines
highlighted.

If you highlight a character or characters, the colors will be displayed when a PDF of the script is created. If you have a
color printer and you choose Print Text in Color from the Print window, the character highlighting will be printed exactly
as it is onscreen.

Choose Format > Highlight Characters and the Highlight Characters dialogue appears:

Highlight Characters X

CYBORG
DAX
DEANNA
DUMB THUG
GIRL

GRISS
GRUFF MAN
IMP

<

oy
>

PEREERERERERY |
VEEREEE

<

Display Al []

Cancel

Click the down-pointing arrow to select a color from the list.
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MAT OOTM

Highlight Characters X
D
CYBORG v [ &
DAX { Jw r_
DEANNA e g Ry
DUMB THUG e None
GIRL Bright Yellow
GRISS Bright Green
GRUFF MAN Bright Blue
IMp Bright Pink
< Bright Orange
Red
| B Orange
Yellow
Green
Unti Blue
Purple
Grey
talk toc you. Custom...

Trish’s ncstrils flare.

If you would like a color that is not on the list, choose Custom to define a color.

Click the check box next to a character's color picker to highlight that character

This is how a highlighted character appears in the script:

TRISH
Malcelm, I'm not happy right now
either.

DEANNA

in the script. Check the Display All check
box to highlight all the characters. Uncheck the Display All check box to turn off character highlighting for all characters.

Actually, Mrs. Thompscon, that’s why

I’'m here--

TRISH
Who are you, exactly?

MALCOLM
Deanna‘s new at schcol.

TRISH
Does she have a car?

DEANNA
No car, no. But--

One, some or all characters may be highlighted at any time.

Font

Use these commands to change the appearance of the font. Go to Format > Font
color and effects of selected text.

... to change the font, style, point size,
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Font X

Font: Font style: Size:
Courier Final Draft
‘] ourier Final DrjN £Q

Italic

|Couxier New Bold
[Frankiin Gothic v | |Italic Bold il IS Y

Color:
Effects
[] Stikeout
[J Underline
[C] &l uppercase

Preview

This is some sample text

Cancel

Font
Choose a font by scrolling to it from the list and clicking it;
- or -

Type the first few letters of the desired font's name in the top section of the font box to move the list to it. Click the font
and it will be selected.

Font Style

Choose a style by scrolling to it from the list and clicking it.

Font Size: Change the point size of selected text by scrolling to it from the list and clicking it.
Color dropdown menu

Change the color of selected text by clicking the down-pointing arrow to display the color picker. Click on the desired
color;

--0or --

Click Other to display the Windows color editor. Move the crosshairs to the desired color and move the slider on the right
to darken or lighten that color. Click Add to Custom Colors, click that color swatch and click OK.

Effects
Check boxes as appropriate to strike through, underline and/or render all selected text in capital letters.

As you change the attributes of selected text, these changes will be applied to the sample text in the Preview window at
the bottom of this window. If you approve of the changes you have made to selected text, click OK to return to the script.
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Text Color

Change the color of selected text by clicking the down-pointing arrow to display the color picker. Click on the desired
color

_or_

Click Other to display the Windows color editor. Move the crosshairs to the desired color and move the slider on the right
to darken or lighten that color. Click Add to Custom Colors, click that color swatch and click OK.

Highlighter
To highlight a block of text with a color

Select the text and click the Highlighter down-pointing arrow.

' Format | Insert Document Tools Production Help
* AaFont = = —'— T ——
T Text Color ~ = e et | pe——
Revert

ist Highlight 7 Alignment Spacing Space Leading
ptions || Characters nghhghterl' - v  Beforev ~  Paragraph
None \ Paragraph

LCOLM'S 33. . - TINUOUS

Trish cpens see MALCOLM an®\g sixteen year cld
GIRL. Malccl ker) has a joint cne hand and his
cther arm az. . . D:ung interloper.

Malcolm does = ITE‘irightYellow his jeint. G1
72 Custom -

Oh, you must be Mrs. Thompscn. It's
sc nice to meet you.

sits up.

Choose a color and the selected text will be highlighted with that color.

MALCOLM'S BEDROOM - CONTINUOUS

Trish opens the door to see MALCOLM and a sixteen year old
GIRL. Malcolm (16, slacker) has a joint in one hand and his
other arm around this young interloper.

Once a color is chosen it will be displayed on the Ribbon button and selected text can be highlighted by clicking on this
button.

# Highlighter ~ # Highlighter ~

To un-highlight a block of text, select it, click the Highlighter down-pointing arrow and click None.
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Alignment
The Alignment submenu determines how text is aligned: left, centered, right, or right- and left-justified.

This command applies to the entire paragraph in which the cursor resides. If more than one paragraph is selected, the
formatting change will affect all of them.

Spacing
The Spacing submenu determines the spacing between lines in a paragraph to either 1, 1.5 or 2 lines.

This command applies to the entire paragraph in which the cursor resides. If more than one paragraph is selected, the
spacing change will affect all of them.

Space Before

The Space Before submenu allows you to change the number of blank lines preceding a paragraph to 0, 1, 2 or 3 lines. For
more than 3 blank lines, click Other, enter the desired number of line spaces and click OK.

This command applies to the entire paragraph in which the cursor resides. If more than one paragraph is selected, the
formatting change will affect all of them.

@ IMPORTANT: If possible, do not insert blank lines above paragraphs by using
Shift + Enter. Use the Space Before command instead in order to avoid spacing or page-
breaking errors if content is added or removed.

Leading

The Leading submenu determines the vertical distance between the lines of a paragraph. A paragraph’s leading style can
be Loose, Normal, Tight or Very Tight. The tighter the leading, the less space a paragraph will take up on a page.

If a paragraph is at the top of a page and there is a reason to move it to the top of the previous page, select some quantity
of text on the previous page and set its leading to Tight. In this example, the dialogue at the top of Page 32 (Griss: "Yeah.
Good to see you t00.") must be moved to the bottom of Page 31.:
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Trish meets Griss eye to eye.

TRISH GRISS (CONT'D)
Youl Youl

GRISS (CONT'D)
Again with the staring!

Griss waves his hands to dismiss the underlings he’s with.

JERIS
I see yocu two know each other.

Trish starts to respend, but Dax's tentacle on her shoulder
stops her. Reluctantly, Trish looks down.

Dax signs to Griss.

2ED
Griss. So good to see you.

Zed goes in for a hug that Griss isn't expecting.

Normal leading

32.

GRISS
Yeah. Good teo see you too.

22D
Our friend here. She's in need of
some help. She's lost. Doean't know
anyone in these parts. Truly. From
a land I ain't never heard of.

Select one or more paragraphs on the previous page and set its leading to Tight (it may take a few attempts to determine
the amount of text that needs to be selected):
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Trish meets Griss eye to eye.

TRISH GRISS (CONT'D)
Youl Youl

GRISS (CONT’'D)
Again with the staring!

Griss waves his hands to dismiss the underlings he's with.

JERIS
I see you two know each other.

Trish starts to respond, but Dax's tentacle on her shoulder
stops her. Reluctantly, Trish looks down.

pax signs to Griss.

ZED
Griss. So gocd to see you.
Zed goes in for a hug that Griss isn't expecting.

32.
GRISS
Yeah. Good to see you too.
Set the Leading to Tight:
Production Help
= e Bl =
'= — = —
»acing Space fLeadingf Revert
¥ Before~ IL_L‘%%_J aragraph
2= VeryTight
== Tight -
15 16 ' Regular p=—
=] Reouar [ o
=] Loose Make leading tight for the current
paragraph

Ig--a--- Lo o g = Y

in the eve.

The dialogue that was at the top of Page 32 is now at the bottom of Page 33:
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Trish meets Griss eye to eye.

TRISH GRISS (CONT'D)
Youl You!

GRISS (CONT'D)
Again with the staringl

Griss waves his hands to dismiss the underlings he's with.

JERIS
I see you two know each other.

Trish starts to respond, but Dax's tentacle on her shoulder
stops her. Reluctantly, Trish looks down.

Dax signs to Griss.

ZED
Griss. So good to see you.

Zed goes in for a hug that Griss isn't expecting.

GRISS
Yeah. Good to see you too.

Tight leading

32.

ZED
Our friend here. She's in need of
some help. She's lost. Dcesn't know
anyone in these parts. Truly. From
a land I ain't never heard of,

Revert Paragraph

Restores the default indents of a paragraph if they have been adjusted with the stops in the Ruler.
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Insert Menu

The Insert section contains commands for the placement into the script of various formatting and markup items.

Sk AR & © [ P P

£ Remove Alt

Page ScriptNote General Label Bookmark Non-Speaking New New Struciure New Sendto
Break Note Character Beat Point Scene  Script
Insert Scenes
Insert

e Page Break

e ScriptNote
e General Note

e Label
e Bookmark
e Nonspeaking Character

e New Beat
e New Structure Point
e AddAlt

e Remove Alt

Scenes
e New Scene
e Send to Script


file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/View%20Menu/Add%20Alt.htm
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Insert Page Break

Use the Insert > Page Break command to insert a page break at the current cursor position, which moves the paragraph
containing the cursor, or the beginning of the selection range, to the top of the next page.

To remove a forced page break

1. Position the cursor just after the page break you want to remove;

2. Ribbon view: The Insert Page Break button will be colored when the cursor is on an inserted page break and
white when there is no page break to remove; click the Insert Page break button to remove the page break. Classic
view: Choose Insert > Page Break to remove the check mark.

@ IMPORTANT: Do not break pages by adding blank lines to the end of a page. This
can cause gaps to appear in your script if enough text is added or removed elsewhere and
the "page break" is forced up or down.

Insert ScriptNote

The Insert > ScriptNote command creates a ScriptNote. A ScriptNote is a field containing information entered by the user
that pertains to a particular paragraph.

= TIP: Aweb address entered into a ScriptNote will, when clicked, open the
computer's default web browser to that web page.

To insert a new ScriptNote
1. Click the paragraph to which you want the ScriptNote to be associated,;

2. Choose Insert > ScriptNote;

A clickable ScriptNote marker will appear on the right side of the page adjacent to that paragraph. If the ScriptNote
Navigator is not currently open, it will open, ready for you to enter the text of the new ScriptNote.

3. Enter text in the ScriptNote window. See ScriptNotes Navigator for more information.

Insert General Note

The Insert > General Note command creates a General Note, which is a text field in which ideas, suggestions, notes or
script fragments can be entered. Unlike a ScriptNote, a General Note is not tied to any particular paragraph; it applies to
the entire script.

= TIP: A web address entered into a General Note will, when clicked, open the
computer's default web browser to that web page.

To insert a new General Note, choose Insert > General Note.
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If the ScriptNote Navigator is not currently open it will appear onscreen, ready for you to assign a Name, Color and Type
to the new General Note. In the Note Text box you can enter the note.

Insert Label

The Insert > Label command inserts new header text onto a page. This label text will be displayed at the top of each
subsequent page until a new label is inserted.

Example: Many television scripts and stage plays require the act and/or scene number/letter appear in the header at the top
of each page. “Act 1 Scene A” needs to appear on Pages 1-8, Act | Scene B" needs to appear on Pages 9-16 and "Act 2
Scene A" on Pages 17-24. The Label system enables the user to apply these labels easily.

L
~Before inserting labels into a script, the Label placeholder field must be added to
the Header. See the Header and Footer section for detailed information.

To insert a Label
1. Position the cursor at the top of the page on which the script label text should begin;

2. Choose Insert > Label;

The Insert Label dialogue appears:

Insert Label X

Label name:
ACT 2 5CENE &)

Cancel

3. Type the Label name;

4. Click OK.
The label text will appear in the header or footer.
&
NOTE
~—If the cursor is not at the top of the page, the label will be placed on the following
page.
To stop a Label run

Insert a new Label and in the Label Name box, tap the space bar once. The new label will consist of a blank space and will
therefore be invisible.
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To navigate to a labeled page quickly
1. Choose Edit > Go to;
2. Select Header Label from the Go to What list
3. Click Go to;

The script scrolls to the Label’s location.

4, Click Close.

To change the Label text
1. Use Edit > Go to to find the label text desired:;
-or-
1. Position the cursor where the label text was placed:;
2. Choose Insert > Label,

The Label dialogue appears.

3. Edit the text;
4. Click OK to apply the changes.

Insert Bookmark
The Insert Bookmark command places a new bookmark at the location of the cursor.

To insert a bookmark
1. Click the paragraph (or select a word or a block of text) where you want to place the bookmark;

2. Choose Insert > Bookmark and the Insert Bookmark dialogue appears:

END OF ACT ONE

Bookmark name:

B [AcT TwO |

w

[y

1ip - §
oK Cancel

ACT TWO

The first 32 characters of the paragraph or the selected text form the default name of the bookmark, but you can replace
the pre-populated text with your own name for the Bookmark:
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A FLOATING CLOUD CITY

Right next tc the airship. They're docked at a weocden gangway

amor
The eve and belcw
the iys ccnnect the

wvari Bookmark name:

a11 Trish's big epiphany

Hh
1

Entx \fe in her

belt
oK Cancel

3. Click OK to create the bookmark.

&

-~ See Bookmarks for additional information on using and managing Bookmarks.

= TIP: Bookmark all Act and Scene breaks for quick navigation around a television
or play script.

Non-speaking Character

The Non-speaking Character command adds a character with no dialogue to the cast list of the scene containing the
cursor. Final Draft automatically tracks and displays all speaking characters in a scene and with this command, the
program can also account for non-speaking characters, extras or background cast.

The order in which the inserted non-speaking character appears in the Characters section of the Navigator and the Cast
List element in the script is managed under Format > Cast List Element Optons.

New Beat

Inserts a new, blank Beat onto The Beat Board.

New Structure Point

Inserts a new Structure Point onto The Beat Board.

Add Alt (Alternate Dialogue)

The Alternate Dialogue tool allows the user to write and store multiple speeches spoken by a character in a particular
place in the script. Each of these speeches can later be retrieved and displayed on the script page so the user can decide
which one to use. Unused speeches may be kept or deleted.
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To create an alternate dialogue ("alt"):

1. Type a character's speech (a dialogue paragraph);

2. Click the plus sign to the right of the text;

TRISH
We’ll find a way to get you to a
new hospital.

RILEY \

Very exciting.
Trish walks up the exterior stairs towards her apartment.
Riley doesn’t follow.

3. The dialogue paragraph will be cleared:;

4. Type a new speech.

TRISH
We’ll find a way to get you to a
new hospital.

RILEY
2/2 I hope S0.

Both speeches are retained and can be displayed under the character name, one at a time, for review.
At the left of the dialogue paragraph are Previous / Next arrows and an n of n indicator.

Click the left-pointing arrow to display the previous alt.

RILEY
2/2 I hope so.

TH Show Previous Alt p the exterior stairs towards her apartment.
Riley doesn’t follow.

Click the right-pointing arrow to display the next alt.

ANAL L A

2/2 I hope so.

Trish w¢ Show NextAlt}e exterior stairs towards her apartment.
Riley doesn’t follow.

The n of n indicator between the arrows displays the ordinal number of the currently-displayed alt and the total number of
alts stored for this character in this location on the page.

When the n of n indicator is clicked, a menu of all alts by this character in this location on the page is displayed. Click the
desired alt to display it under the character name.
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Current Alts
BVery exciting.
BT hope so.

At the right of the dialogue paragraph is plus sign icon and a minus sign icon.

Click the plus sign icon to add a new alt. There is no limit to the number of alt dialogues that can be added.

RILEY
2/2 I hope so|.

Trish walks up the exterior stairs towards her am
Riley doesn’t follow.

Click the minus sign icon to delete the currently-displayed alt.
RILEY
2/2 I hope so|.

Trish walks up the exterior stairs towards her apJ Delete Current A*‘I
Riley doesn’t follow.

Note that there is no confirmation of the deletion and no ability to undo this command.
When the script is printed or saved as a PDF, only the currently-displayed alts will be in the script.

&
— The Alt Dialogue function is not available when a script is locked.

Remove Alt

Deletes the selected alternate dialogue from the script. See Alternate Dialogue for more information.

Insert New Scene

This command is only enabled when the active panel is an Index Card Panel or Scene View Panel.

To insert a new scene

Select Home > Insert New Scene or Insert > New Scene from the main menu or select Insert New Scene from the Scene
View context menu.
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Final Draft - [Airship - Script]

iment Tools Production Help
= V& Add Al g |
= ga Remove Alt o

fructure New jSendto

lint Scene | Script

e
Scenes
g New Scene (Ctrl+Shift=+I)
p-1 INT. Insert a new scene LATER

Now on her phone, Trish marches out of the ofl
high, forcing a fake smile. Clearly, trying her ha
even harder to get out of here before crying w

TRISH
I'm on my way right now. Evelyn, wait. Just tell

The new scene is inserted after the currently selected scene. If no scene is selected, the new scene is inserted at the end of
the script.

Send to Script

Send to Script copies the summary text you entered on the scene index card(s) into the body of the script. This command
is only enabled in the Index Card - Summary panel.

To enter scene summaries into the script

1. Select a scene or range of scenes;

2. Choose Insert > Send to Script.

The summary text now appears as Action at the end of the scene(s) in Script view.
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The Document section contains settings that affect the entire script.

‘ E‘ IZ page Layout [ @ f‘i. I @

[:]] Mores and Continueds

Title Header SmartType Macros Bookmarks | Target Script
Page and Footer # watermark Length
Page Setup 1l Extras Length
Page Setup
o Title Page
e Header and Footer
e Page Layout
e Mores and Continueds
o Watermark
Extras
e SmartType
e Macros

e Bookmarks

Length
e Target Script Length

Document Menu - 89 |
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Title Page

The Title Page command opens the script’s title page in a separate document window.

Type the script's title, your contact information and any other pertinent information over the sample text and delete any
unneeded sample text. When you are finished, close the title page editing window with the smaller red X at the upper
right. This will return you to your script. When you save your script, the updated title page will be saved as well.

To create multiple title pages

Position the blinking cursor at the end of the page and go to Insert > Page Break. You may create as many additional title
pages for cast lists, location lists, introductions, etc. as you need.

Title pages are numbered with Roman numerals (i, iv, ix) so they will be visually distinct from the script pages'
numbering. Title page numbers may be removed by going to Document > Header and Footer and removing the Page field.

Including or excluding the Title Page in the output

When you print a script (Home > Print or File > Print) to paper or PDF, a check box allows you to include or exclude the
title page from the print job:

Print Script X

Printer
Name: Brother HL-4070CDW series v Properties

Status:  Ready

Type: HP Color Laser)et 2820 Ai0 PS Class Driver
Where:  USBO0D2

Comment:

Print range Copies

(OF Number of copies; 1 =
O Page: l[e.g. 1\:—:_ 512) |

\
O Scene: [[e.a 1, 3512) | PE

Print: |All pages in mn* - I [ Print backwards

Character Sides

Character Name: ‘ pd |

[] Print character name n page

Script options
(®) Entire script (O Revision |Pink Rev. [July B]
(O Al revised pages (O Unfevised pages

[] Print revisions in color Scan for script formatting errors

[ Print text in color Include title page
Print to PDF... Cancel
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Header and Footer

The Header and Footer command shows the Header and Footer dialogue:

Header and Footer ﬂ

Header Footer w;ms

Page Date Scene Label Active Revision  Collated Revisions Fe Name
|_...-.q.g-l.».;...|.,.3.A.|...,;. [ RORCIY . SCRCRCO BURRD Ottt T g A
(Collated Revisions) (FEge_#). 2
v
< >
Cancel

A document’s header and footer contain text that will appear at the top and bottom (respectively) of every page of the
document. When a new script is created, the default header contains a page number on the right side.

The page number label is represented by a small rounded rectangle containing “Page #.” When displayed or printed, the
“Page #” symbol is replaced by the actual page number for each page.

The header appears at the top of every page except the first page. The header can be made visible on the first page if
necessary. See Header and Footer Options for instructions.

See Header and Footer for information about the special symbols and for details about using the header and footer in
general.

Footers are rarely if ever used in a script.

Page Layout

The Page Layout command opens the Page Layout dialogue, which contains options that determine the appearance of the
script in both on-screen display and hard-copy printouts.

Choose Document > Page Layout and the Page Layout dialogue appears.

The tabs are:

e Margins
e Colors

e Options
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Margins tab

Set margins to determine the amount of white space between text and the top and bottom edges of the page and between
body text and text in the header or footer.

To change the page margins of your document, click the Margins tab if it is not already selected.

Page Layout X

Colors Options

Text margins Header/Footer margins

Top: 1.000"] 3 Header: |0.500" =
Bottom: |1.000" = Footer: |0.500" o

Paper Type: | S Letter N

Cancel

Text Margins: Top and Bottom

Measured in inches from the top and bottom of the page, these settings control the amount of space at the top and bottom
of each page to allow for the header and footer. Varying these settings can change the page count of a script. The defaults
are one inch at both the top and bottom.

If you set the text margin so that it overlaps the header or footer, Final Draft automatically adjusts the text margin so that
the text fits in between the header and footer without any overlap.

Header/Footer Margins

Measured in inches from the top and bottom of the page, these settings control the amount of white space above the
header and below the footer. The default is 0.50 for both.

To change any Margin settings:

1. Click the up or down arrows next to the setting;

2. Click OK to apply the new settings to the script.

If you set the header or footer margin to a value that is less than the header or footer margin of the printer, the text in the
header or footer may get clipped. Final Draft will display a warning, giving you the chance to adjust the margins to match
the printer's settings.
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= TIP: Write down the current settings before adjusting them so that if you need to
revert your margins you will have the right numbers.

Paper Type

Set the paper type to either US Letter or A4. The paper type is an attribute of the script file and will open to the chosen
page size on any computer on which it's opened.

Colors tab

In the Colors tab of the Page Layout dialogue, you can change the background (page) color, the text color, and the color of
the invisible characters if you choose to show them. Changing these settings applies only to the currently active script.

To change the background or text colors, click the Colors tab if it is not already selected.

Page Layout X

Margins Options
Backaround: :l ;J
Text: -
Invisibles: \__E]

[] Use system colors

Cancel

The default colors are white for background, black for text and gray for invisibles. Checking the Use System Colors box
resets the colors to default.

To change any of the color options

1. Click a color swatch;

2. The standard Color Picker appears. Choose a color, or click Other and the advanced Color Picker appears;
3. Create or choose a color, click Add to Custom Colors and click OK;

4. The new color will be displayed in the color swatch;
5

Click OK and the color change will be applied to the script.

NOTE that on some computers, choosing a dark background may make the blinking cursor difficult to see.
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Options tab

To change the optional settings of your document, click the Options tab if it is not already selected.

Page Layout X

Margins Colors

Line spacing: | Nomal v
Enable smart quotes
Break dialogue and action at sentences

Cancel

Line Spacing dropdown menu
The options are Very Tight, Tight, Normal, and Loose. The default setting is Normal.
The Line Spacing setting controls how closely the lines of text are spaced vertically; it applies to the entire document.

A script that is exactly 100 pages in the default Final Draft screenplay template will come in at 90 pages in Very Tight, 95
pages in Tight and 107 pages in Loose.

&

NOTE
~—We strongly recommend using Normal because it comes closest to the 1-minute-

per-page rule relied upon by readers, development people and (in particular) production
staff.

Enable Smart Quotes

Check this option to use angled left and right quote marks in the script.

Break Dialogue and Action at Sentences

Check this box to prevent Final Draft from breaking a sentence at the bottom of a page and continuing it at the top of the

next page; it will force the new sentence to start at the top of the next page. Uncheck this box to allow the sentence at the
bottom of a page to run to the end of the line and continue at the top of the next page.

Mores and Continueds

The Mores and Continueds command is used to set the text and options for dialogue and scenes that span across page
breaks.
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Meores and Continueds X

Dialogue breaks
Bottom of page: ‘[MDRE] l

Top of next page: ‘[CDNT'D] l

[] &utomatic Character Continueds
Scene breaks
[] Bottom of page: ‘[CUNTINUED]

[] Top of next page: |CUNT|NUED: |
[CJCONTINUED (#)

Font
Courier Final Draft 12

Set Font...

Cancel

Dialogue Breaks

Final Draft will attempt to keep a character's dialogue on the same page; however, lengthy speeches may exceed a single
page. When that occurs, the Bottom of Page text (MORE) is placed just beneath the dialogue at the bottom of the first
page. At the top of the next page, the name of the character is repeated along with the Top of Next Page text (CONT’D).

Bottom of page

Check this box and the text in this box will appear at the bottom of the page when there is a break in dialogue. This text
may be edited but (MORE) is standard.

Top of next page

Check this box and the text in this box will appear at the top of the next page when there is a break in dialogue. This text
may be edited but (CONT'D) is standard.

&
~—-In addition to entering the text, the check boxes for these options must also be

checked or the text will not be displayed or printed.
Automatic Character Continueds
If this option is checked, the Top of Next Page text will be placed after the character’s name when the character's dialogue

within a scene is interrupted by an element that is not another character's dialogue (i.e., an Action or General element).
The character continued text is not inserted if a character's speech is continued from one scene to the next.
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Scene Breaks

The Scene Breaks Mores and Continued should be enabled for production scripts. When a scene is continued from one
page to the next, the Bottom of Page text (CONTINUED) is placed at the bottom of the first page, and the Top of Next
Page text (CONTINUED:) appears at the top of the next page along with the scene number that is being continued.

Bottom of page

Check this box and the text in this box will appear at the bottom of the page when there is a break in dialogue. This text
may be edited but (CONTINUED) is standard.

Top of next page

Check this box and the text in this box will appear at the top of the next page when there is a break in dialogue. This text
may be edited but (CONTINUED:) is standard.

&
' In addition to entering the text, the check boxes for these options must also be
checked or the text will not be displayed or printed.

CONTINUED: (#)

If the CONTINUED (#) option is checked, Final Draft adds a number after the CONTINUED (e.g. (2), (3), etc.) at the top
of each continued page, indicating how many pages are included in the same scene.

&
~—'The Scene Breaks Continueds and Scene Continueds are used in scripts in
production and are not recommended for spec scripts®.

Set Font

The text box displays the current font and size setting that the Mores and Continueds will use when they are displayed and
printed.

To set Font attributes:

1. Click Set Font;

2. the standard font dialogue for your computer and operating system appears.
3. Make any changes and click OK;
4

Click OK to save changes in the script.

A "spec” or speculative screenplay is an uncommisioned (unpaid) project written for the open market. The writer hopes it
will be bought and produced or will serve as a calling card to get paid writing jobs.
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Watermark

Choose Document > Watermark to open the Watermark editing window. In this window you can enter text that will
appear on all printed and PDF pages.

Watermark X

\Watermark text:
CONFIDENTIAU

Cancel

= TIP: To preview a watermark, go to File > Save as PDF and open the PDF copy
of the script in your computer's PDF reader to view the script with watermarked pages.
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ACT_ONE

INT. CONFERENCE ROOM - AFTERNOON
Ten SUITS sit around a dreary corporate conference room.
Silent impatience. They’re waiting for someone.
TOP SUIT sighs, annoyed.
SUPPLICANT SUIT

She does have a habit of ghowing up

a bit late.
And in she bursts, TRISH THOMPSON. 40, tall, frazzled, and

ﬁerpetuuly late. She's a nervous ball of energy who wears
er anxiety for all to see.

She pulles on the glass conference room door. It's too heavy.
A second effort, awkward as hell. She fumbles back a step as
it finally creaks open enough for her to squeeze her way in.
TRISH
i'm so uorrz; The traffic was
bizarre. I ied getting off at
Hillhaven and that was worse -

T™OP SuiT
You brought the data tables?

She freezes. Obviously no.

TRISH

(recovering)
Actually, I have them in the cloud.

Top Suit slides her a wireless keyboard and a mouse. On the
big TV screen at the front of the room, she navigates a
browser to Dropbox.com. Three tries before she gets her
password right.

An awkward silence while she scans through a moastrous list
of files and folders. Annoyance in the room grows.

Pinally, she double clicks a file labeled:
“Vanderchuk - final Copy version 7 w Monday revisions*

A line graph displays on the TV. Trish stumbles into her
presentation.

Once a watermark has been added to a script and the script has been exported as a PDF, the watermark cannot be
removed from the PDF.

To remove a watermark from a Final Draft script, go to Document > Watermark, clear the text box and click OK.

The position, font and size of the watermark text cannot be changed.
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SmartType

The SmartType command is used to manage the SmartType lists. Use of SmartType lists eliminates having to enter names
and phrases over and over again. The following example of the Character SmartType list is taken from the sample script
Airship:

SmartType X

Extensions Scene Intros  Locations Times Transitions
Name:

A
CYBORG

DAX

DEANNA

DEANNA (WITCH)

DUMB THUG

GIRL

GRISS v

ANLICT RAAM

New Rebuild Alphabetize Delete

Options... Cancel

You can view, change, reorder and alphabetize the characters, extensions, scene intros, locations, times and transitions
used in your script. Clicking Rebuild will scan your script and repopulate the SmartType list from the script's contents.

&
NOTE . . . o . .
—— Clicking Rebuild when there is nothing in a script will result in all SmartType lists
being empty.
SmartType options control whether lists appear automatically and how to handle special situations for entering characters.

See SmartType for more information.

Macros

Macros are key combinations for entering text. Final Draft comes with many built-in macros for entering the most
frequently-used scriptwriting terms (INT., EXT., - DAY, CUT TO:, etc.). When you type a macro, the associated text is
automatically inserted into the script. You can also make macros to create specific element paragraphs before and after
their text is entered. You can modify the keystrokes that activate existing macros and change their behavior.

To view or modify macro settings

Choose Document > Macros and the following appears:
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Macros X
Macros Action
Name: Shortcut: Macro element:
| | ICtrI +Alt+1 l Scene Heading v

inNr ___________JN

EXT Macro text:
I/E
DAY [INT.
NIGHT
SUNRISE A Transition to:
New Delete None v
Alias

Aias I:' Activate in: [[RE0
Character

Smart replace

[] Confirm macro

[Jword only

[ Match case

Apply Macros from... Cancel

Name

The Name edit field contains the name of the macro, which is displayed in the status bar at the bottom of the script
window when the appropriate shortcut keys are pressed.

Shortcut
The Shortcut edit field contains the key combinations for the macro selected in the list, which can consist of:

o Ctrl + <any key>
o Citrl + Alt + <any key>
o Ctrl + Alt + Shift + <any key>

That is, any combination that is not assigned to a menu command.

In addition, you can use a Function key by itself or in combination with Ctrl, Ctrl + Alt, Ctrl + Alt + Shift.
Macro element

The Macro element field contains the text that is inserted into the script when you invoke the macro.

To modify an existing macro:

Select the macro from the list to be changed,;
1. Type the new name in the Name edit field.;

2. Enter the text to be inserted in when the macro is invoked in the Macro edit field.
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&
If any but the default shortcut key combinations (or Function keys) are used, the
macro name will not appear in the Status Bar with the other default macros.
To create a new macro:

1. Click the New button. An item named “New[#]” appears in the Macros list;

2. Setall attributes.
When finished, click OK.
Advanced Features

Macro Element popup list

You can select what type of paragraph the insertion point should be in when the Macro Text is entered. If you invoke the
macro when the insertion point is not currently in this type of paragraph which has text, a new paragraph is created. If you
invoke the macro when the insertion point is not currently in this type of paragraph which has no text, the paragraph is
changed appropriately.
For example, the first default macro, “INT.”, is a word which begins a scene heading, and its Macro Element setting

indicates this. If you invoke the macro and Final Draft finds that the current insertion point position is not a scene heading,
then it adds a new scene heading before entering the text into that Scene Heading.

&
NOTE
- If the insertion point is positioned anywhere but at the end of a paragraph, Final

Draft does not split the existing paragraph.
To specify the element for the selected macro:
Select an element from the Macro Element popup list.
- Or‘ -
Choose None to leave the element unchanged (i.e. there is no paragraph change).

Transition To

The Transition To option is used to switch to another paragraph type after the macro text has been entered. Some macros,
like “- DAY” and “- NIGHT”, are only used at the end of a scene heading. This option saves the additional keystrokes of
having to create a new paragraph.
To specify the element for the transition paragraph:
Select an element from the Transition To popup list.

-0r -

Choose None to leave the element unchanged (i.e. there is no paragraph added).
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Macro Alias

Since you can invoke a macro only with a key combination, the number of macros is limited due to the relatively small
amount of available key combinations.

Macro aliases are used to expand the number of macros available. A macro alias is composed of regular text (which can
be considered a kind of abbreviation) that is used to invoke a macro. All previously-described functions are available, plus
a few more.

&
~—The default macros can also be invoked by an alias.

An example of alias use would be repetitive phrases that are used in a particular script. Let’s say there is a very annoying
character in a script that responds to almost everything by saying “Absolutely!” Rather than type the text, by properly
setting up an Alias (for “abs”), the complete text would be entered.

Another example would be to correct common spelling mistakes. If you frequently mistype “thier” instead of “their” you
can create an alias to correct it automatically.

Keep these two examples in mind as we present the following steps for creating macro aliases The number of options may
seem complicated, but they all have a logical purpose. The use of macro aliases will save you more typing time.
Alias
The Alias edit field indicates the text that is entered in the script that invokes the selected macro. This is where
you would enter “abs” or “thier.”
Activate In

Indicates which element(s) an alias is triggered in. Elements may be excluded from being considered from using a
specific alias. For example you can set “abs” to be used only in dialogue paragraphs.

To exclude an element:
Click on the element(s) to exclude. Click again to activate.

Smart Replace
Check the Smart Replace option to have a macro alias transformed intelligently when it is entered in.

Smart Replace knows about proper capitalization. For example, in the case of “their,” if it is used to start a
sentence, the letter ‘t’ is capitalized.

Smart Replace watches for proper spacing. For example, if the macro for “their” has a preceding space entered as
part of the Macro Text, “their,” and a space is entered prior to invoking the macro, Smart Replace does not add a
second space as part of text that is entered.

Confirm Macro

Check the Confirm Macro options to display the macro text for the alias in a popup window when the macro is
invoked. This gives you the option to execute the macro (by pressing Enter) or not execute it (by continuing to

type).
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Word Only

Check the Word Only option to have the alias used only when you type a a complete word. That is, you must
enter a space, a punctuation, or press Enter after the alias text before the macro is invoked.

Match Case
Check the Match Case option to have the alias used only when the case of the text entered in the script exactly
matches the text entered in the Alias text box. For example, if this is checked, typing “THIER” would not trigger
the example alias.
To delete a macro
1. Select a non-default macro;
2. Click Delete (there is no confirmation);

3. When finished, click OK.
Apply Macro From...
If you have a Final Draft script with customized macros, you can use them in other scripts as well. Go to Document >
Macros and click Apply Macro from... A standard Windows Open dialogue box is displayed; navigate to the script whose

macros you wish to use and click on it. Click Open and the custom macro settings in that script will be copied and made
available in the currently-open script.

Bookmarks

The Bookmarks command contains options for managing Bookmarks. Bookmarks are placeholders in a script and may be
set anywhere. See Insert Bookmark for more information on how Bookmarks are created and placed in a script.

Bookmarks X

Bookmark name:
| ACT ONE |
ACT ONE

Meet Deanna
ACT TWO

Zed tackles Trish
ACT THREE

the Shopkeeper
ACT FOUR

ACT FIVE

Delete Goto

Cancel

To change the name of a Bookmark
1. Select the bookmark in the list;


file:///C:/Users/Box Sync/Flare/FD10 User Guide/Content/Document Menu/Bookmarks.htm
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2. Edit the name of the bookmark.;
3. Click OK to apply any changes and return to the script.

To go to a Bookmark
1. Select the bookmark in the list;
2. Click Goto
-or-
3. Double-click the bookmark in the list.

Alternatively:

4. Choose Edit > Go to;

5. Select Bookmarks from the Go to dropdown menu;
6. Click the Bookmark name;

7. Click Go to.

The script scrolls to the bookmark’s location and selects the paragraph containing the bookmark.

To delete a Bookmark
1. Select the bookmark in the list;
2. Click Delete.

The bookmark is removed from the list.

3. Click OK to apply any changes to the script.

Change Target Script Length

The Story Map defaults to 120 pages, considered the average feature film script length. Double-click anywhere in the
Story Map to adjust the target script length (the number of pages represented):

Target Script Length X

Enter Target Script Length
20

Cancel

The more pages there are, the longer the Story Map will be.

You can enlarge or reduce the size of the Story Map under View > Zoom Story Map.
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Tools Menu

The Tools section contains functions that can make screenwriting easier, help you add polish to your script and assist
production personnel.

|B > . 3 Assign Voices I m

ftl Names Database =5 Script Compare

<4 Rewind ” Reformat a Show Navigator
Spelling Thesaurus Play Stop Collaboration Reports y )
P> Fast Forward »  [Z) Format Assistant §F Options
Dictionary Speech Control Tools
Dictionary
e Spelling

e Thesaurus

Speech Control

e Text-To-Speech Commands

Tools

e Collaboration

e Reports
e Names Database
e Reformat

e Format Assistant

e ScriptCompare
e Hide / Show Navigator

e Options
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Spelling
Use the Spelling command to spell-check the script.

See Spelling for additional information.

Thesaurus

The Thesaurus command opens a dialogue box where synonyms and antonyms to selected words can be found. The
thesaurus included with Final Draft contains over 100,000 individual words and their definitions as well as hundreds of
thousands of links to other related and contrasting words.

See Thesaurus for additional information.

Text-To-Speech Commands

Speech Control

The Speech control command shows the Speech toolbar, which contains a set of buttons to direct the playback of the
script being read.

» B Assign Voices
<4 Rewind

Pla Stop
X P> Fast Forward

Speech Control
Assign Voices
Use the Assign Voices command to specify different voices for each character for playback with Tools > Speech Control.
Characters tab

The Characters tab displays the SmartType Character list along with the names of all available “actors.”
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Assign Voices

(G I s

Characters:

ARINGTON A
CYBORG

DAX

DEANNA
DEANNA (WITCH)
DUMB THUG
GIRL

GRISS

GRUFF MAN
HYPER THUG
IMP

JERIS v

Actors:

Man 2
Woman 1
Woman 2
Boy 1

Boy 2

Gid 1

Gid 2

QOld Man
Old Woman

Preview

s

To assign an actor to a character:

Click a character;

Ll

Narrator tab

Click the actor you would like to assign to this character;
Click the Preview button to hear the actor “audition”;

If you accept the pair, click OK or click a different actor.

Tools Menu - 107 |

In the Narrator tab, you can set an actor as the "narrator” of the script. The narrator is the voice that reads the text for

elements other than dialogue.

To assign an actor to the narrator and to set which elements the narrator reads:

Click the Narrator tab:
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o & D

Actors tab

Assign Voices

Characters Actors

Namator voice: Namator reads:
Man 1 [“General ~
Man 2 [#]Scene Heading
Woman 1 Action
Woman 2 :
Boy 1 Character
Boy 2 Parenthetical
Gir 1 Dialogue
Gal 2 Transition
QOld Man
Old Woman Shot
[]Cast List
T ANAu And V.

Preview

| Cancel

Click the Preview button to hear the narrator “audition”;

Select an actor to be the narrator from the Narrator's VVoice list;
Check the elements that the narrator will read from the Narrator Reads list;

If you accept the pair, click OK or click a different narrator.

You can modify the voices an actor uses in the Actors tab. To set an actor’s voice:

1. Click the Actors tab:

Assign Voices

Name:

Characters Namator

[

Man 2
Woman 1
Woman 2
Boy 1

Boy 2

Gid 1

Gid 2

Old Man
Old Woman

Pitch

hew

Delete

I Voice:

Speed

Slow

High

Fast

Sl
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Select the actor whose voice you want to modify;

Select a voice from the Voice dropdown;

2

3

4. Make any changes desired to the pitch and speed:;
5

Click the Preview button to hear the voice “audition.”

When finished, click OK.

Collaboration

Final Draft 10’s Collaboration tool allows you to work on and discuss a script with any number of Final Draft 10 users
anywhere in the world in real time.

Final Draft’s Collaboration tool uses Amazon Web Services for the connection between users' computers. When a script
is shared via a Collaboration session, it is not uploaded to or stored, even temporarily, on an Amazon server, a Final Draft
server, or any other third-party server. For information on AWS security, see this page:
https://aws.amazon.com/security/?nc1=f cc

To Host a Collaboration Session:
1. Go to Home > Connect > Host or Tools > Collaboration > Host;

2. Enter your name or a name you would like to use for the session;

3. Choose a script to share:

a
b.
C.
d

If a script is currently open, it will automatically be selected as the script to share OR
Click the dropdown menu to display an Open dialogue from which to choose a script OR
Select a new blank document from a template OR

Select one of your recently-used scripts;

Host  Join

Hosting a session allows you to share and edit a selected
script and to invite collaborators.

Bob|

Untitled Airship - Script v
Select a script to host.

OK Cancel

4. After the script is chosen, click OK;

5. The Collaboration window is displayed;
6. Send (via phone, text message or other method) the Session ID to whoever else will be participating;


https://aws.amazon.com/security?nc1=f_cc
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7.

When the other participant(s) attempts to join the session, you as the Host can either Approve or Deny their
entry. If you approve their entry, the script will automatically be shared. As participants enter the room, their
presence will be indicated in the upper-left panel in the Collaboration window.

You will now be able to type into this document and the other participants(s) will see in real time whatever you
type.

To Join a Collaboration Session:

o a0k~ w0 b

Go to Home > Connect > Join or Tools > Collaboration > Join;

The Join Collaboration window is displayed;

Enter your name or a name you would like to use for the session;

Type or paste in the Session ID (received from the Host of the session);
Click OK;

If your entry into the room is approved by the host, the shared script will open on your screen and you will now be
able to see in real time whatever is typed by the person who currently has control of the script.

Note that Collaboration does not allow simultaneous typing by more than one person. The only person who can type is the
person who has control of the script (the "editor").

The Collaboration Window

The Collaboration window’s title bar displays the name of the shared script.

The panel at the upper left displays the names of the room’s participants and the Session ID. The editor has a blue pencil
next to his or her name.

The panel on the left displays session messages -- participant entries/exits, text messages and control history.
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Shared Script: Untitled Airship - Saript

# Bob | B e Y

|Session ID: A2A-AA2A-2AA (example) | s ok ik & Firo b .

Sue
Sue
Hi Bob!
Bob
Hi Sue! Let's work on the chase scene today.

¢ .

The Session ID
The Session ID must be sent to other participants so they can join the session. It can be selected and copied and pasted
into an email or instant message or read aloud. If you are reading the Session ID to someone, note that the Session ID has
only uppercase letters.
The Session ID is not reusable for future Collaboration sessions. It expires permanently when the session is
closed. However, a participant can leave a session and as long as that session is still live on the Host’s computer, he or
she can re-enter it with the original Session ID.

The Collaborate Icon

The Collaborate icon starts and allows a participant to join a collaboration session.

The script that was open when the session started is the only one that can be shared in that session. There is no ability to
start a new script or open a different script and share it in the same session.

Edit / Refresh

The editor has the sole ability to share and type into a script. The host of the session is the initial editor but participants
can at any time ask to become the editor by clicking the Edit button at the lower left...

| Great line!
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...and a message requesting control is displayed on the screen of the person who currently has it. The editor can agree to
pass control by clicking Allow or can retain control by clicking Deny. Only one person at a time can be the editor.

For participants who are not the editor, nearly all Final Draft menus and commands are disabled. They will become
enabled again if the participant becomes the editor.

No matter which view (Normal, Page or Speed) the script is in when the session begins, the program automatically
switches to Page View. Even the editor is unable to change view options (such as splitting the screen, index cards and
Scene View).

When a participant becomes the editor, the Edit button is replaced by the Refresh button. The Refresh button re-shares the
script and updates it on all participants' screens in the event that one or more participants see something different than
what the editor sees. Participants' version of a script can become out of sync due to an intermittent internet connection or
other issues.

Chat

The Collaboration window allows participants to exchange text messages in real time. Simply type a message into the box
on the bottom right and press Enter on the keyboard to broadcast it to the room.

The large box on the right of the Collaboration window is the transcript of the session’s chat.
The Chat feature does not allow for file transfer; it is for exchanging text messages only.
Click the Sound button on or off to notify you with a chime when another participant has sent a text message.

Saving
The editor may save a copy of the script to local storage (hard drive, NAS drive, external drive, etc.) at any time during
the collaboration session with the the regular File > Save or Save As command. All other participants will be able to Save
or Save As when they are the editor and when the session ends.

Closing a Session

To leave a Collaboration session, any participant may click the Exit button at the upper right of the Collaboration
window. The session ends when the Host closes his or her Collaboration window. When a session is closed, all
participants will be prompted to save the script they have been working on.

Reports

Final Draft’s reports present information from the script in a variety of ways. Though the report formats cannot be
changed, the information produced by the reports can be edited, saved and printed. You can also modify the font used
when the reports are printed.
To create a report:

1. Choose Tools > Reports > [Report Name];

2. A dialogue appears with different options depending on the report chosen;

3. Once options are set, click OK.
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Document VTooIs | Product

[%1] Names Database EE
Reformat
ionfReport “ O

v L'::‘ Format Assistant o
ma Scene Report
= p——

B Location Report l! r—

D Character Report
B] Cast Report

Script Report
ScriptNote Report
Statistics Report

A text document window containing the report appears. The standard text document menu commands are available so the
report can be modified.

Scene Report

The Scene Report contains the scene number (if the scenes have been numbered), intro, location, time of day, page
number and page length for each scene.

To create a Scene Report
1. Choose Tools > Reports > Scene Report and the Scene Report dialogue box appears:

Create a Scene Report with these options:
Sortreport by: | Alphabetical order v
Font: | Courier Final Draft v
oK Cancel

2. Choose how you want to sort the information (script order, alphabetical order, shortest-scene-to-longest, longest-
scene-to-shortest).

3. Choose the font to use and click OK.
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AIRSHIP - SCRIPT -- SCENE REPORT

SCENE HEADING PAGE #  LENGTH
1 1/8
INT. CONFERENCE ROOM - AFTERNOON 1 17/s
SUPPLICANT SUIT (1). TOP SUIT (5), TRISH (7)
INT. CORPORATE CUBICLE FARM - LATER 2 3/8
TRISR (1)
INT. PRIUS - LATER 3 11/s

RILEY (4). TRISH (5)

INT. CHEMO WARD - FLASHBACK 4 1
PATIENT (1), RILEY (2). TRISH (4)

Location Report
The Location Report contains each location and the number of times it appears in a scene heading in the script.
To create a Location Report:

1. Choose Tools > Reports > Location Report and the Location Report dialogue appears:

Location Report X

Create a Location Report with these options:

Sort report by: | Alphabetical order

Font: |Alphabetical order
Most occurrences
Least occurrences
Scene intro
Time of day

2. Choose how you want to sort the information (script order, alphabetical order, most occurrences, least occurrences,
scene intro, time of day);

3. Choose the font to use and click OK.
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AIRSHIP - SCRIPT -~ LOCATION REPORT

AIRSHIP (2 OCCURRENCES)

EXT (2)
EXT. AIRSHIP (2) P.19

AIRSHIP - ENGINE ROOM (2 OCCURRENCES)

EXT (1)

EXT. AIRSHI? - ENGINE ROOM (1) P.40
NT

INT. AIRSHIP? - ENGINE ROOM (1) P.17

Character Report

The Character Report contains the scene numbers (if any), scene headings, character extensions, parentheticals and
complete dialogue for a character. It will also indicate if the character has any monologues of more than 100 words.

To create a Character Report:

Choose Tools > Reports > Character Report and the Character Report dialogue appears:

Character Report X

Select a character:

CYBORG A
D&X

DEANNA |
DUMB THUG

GIRL

GRISS

GRUFF MAN

IMP

JERIS

MAC

MALCOLM

ORC ad

Include Scene Headings
Include Dialogue
Include &rc Beats

Font: | Courier Final Draft v

Cancel

2. Choose the character you want to generate a report for from the list;
3. Choose the element(s) you want to be included in the report (scene headings, dialogue, arc beats);
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4. Choose the font to use and click OK.

n
:
:
;
:
j
:
E
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AIRSHIP - SCRIPT -- CHARACTER REPORT FOR

"DEANNA"

SUMMARY :
DEANNA speaks 5 times (1%) for a total of 33 words (0%).
DEANNA appears as a non-speaking character 0 times.

DEANNA interacts most with TRISH.

DETAIL:

Scene: MALCOLM'S BEDROOM - CONTINUOUS P.6-8

DEANNA: What are you so afraid of?
DEANNA: Mrs. Thompeon, I'd really like to talk to you.
DEANNA: Actually, Mrs. Thompeon, that’'s why I'm here--

DEANNA: No car, no. But--

Cast Report
The Cast Report contains a list of each character and how many times he or she appears.
To create a Cast Report:

Choose Tools > Reports > Cast Report and the Cast Report dialogue appears:

Cast Report X

Create a Cast Report with these options:

Mumber of speaking scenes
[“] Number of non-speaking scenes
[~ Total scene appearances

Total dialogues

Sort report by: | Alphabetical order v

Script order
Font: | alphabetical order

Least scenes
Most speaking scenes
Least speakim scenes
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2. Choose whether to include a column for:

The number of scenes in which each character has dialogue;

The total number of scenes in which each character appears without dialogue;

The total number of scene in which each character appears with or without dialogue;
The total number of dialogues each character has;

3. Choose which column to sort the report by (script order, alphabetical order, most scenes, least scenes, most
speaking scenes, least speaking scenes);

4. Choose the font to be used and click OK.

AIRSHIP - SCRIPT -- CAST REPORT

Total Speaking Non-Sp. Total

Character Dialogues Scenes Scenes Scenes
TRISH 134 23 0 23
ZED 102 14 0 14
JERIS 32 11 0 11
GRISS 38 10 0 10
MAC 28 8 0 8
DAX 6 5 14 6
RILEY 8 3 0 3
MALCOLM 10 2 0 2
DEANNA 5 2 0 2
DUMB THUG 1 1 0 1
GRUFF MAN 1 1 0 1
REGGIE 10 1 0 1
CYBORG 1 1 0 1
GIRL 2 1 0 1
ImMP 1 1 0 1
PATIENT 1 1 0 1
TOP SUIT 5 1 0 1
SUPPLICANT SUIT 1 1 0 1
SHOPKEEPER 14 1 0 1
ORC 2 1 0 1
WITCH 2 1 0 1

Script Report
The Script Report contains the text from specified elements, presented in screenplay format.
To create a Script Report:

1. Choose Tools > Reports > Script Report and the Script Report dialogue appears:
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Script Report X

Script Elements to include: Create report in:

Scene Heading A | @ Script document

ﬁﬁlion : (O Text document
aracter

[JParenthetical
[]Dialogue
[ Transition

[]Shat
[T]Cast List v

Exclude All Include All

Font: | Courier Final Draft v

Cancel

2. Check the element(s) you want to include in the report (in this example, only scene headings, action and shots
are selected). All elements are selected by default. You can deselect or select all elements by clicking Exclude
All or Include All, respectively;

L
NOTE

~— Choosing all the elements will generate a report that is identical to the
actual script.

3. Choose whether the report will be generated as a text document or script document. In a text document, all
lines are aligned flush left. In a script document the elements are formatted as they would be in a script;

4, Choose the font to use;

5. Click OK.
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As a Text document;

't-... ...(.‘..2....|.‘..3....|...,’..I.|..A?...|.I..6...|....7....6.A._

AIRSHIP - SCRIPT -~ SCRIPT REPORT

ACT ONE

INT. CONFERENCE ROOM - AFTERNOON

Ten SUITS sit around a dreary corporate conference room.
Silent impatience. They're waiting for scmeone.

TOP SUIT sighs, annoyed.

SUPPLICANT SUIT
She does have a habit of showing up a bit late.

And in she bursts. TRISH ZTHOMESON. 40, tall, frazzled, and
perpetually late. She'‘s a nerwvous ball of energy who wears her
anxiety for all to see.

As a Script document:

-...7|... :..é...|7...3...7|...4...7|...5...|...5...|7...77...ér...-

ACT ONE INT.

CONFERENCE ROOM - AFTERNOON
Ten SUITS sit around a dreary corporate conference room.
Silent impatience. They’'re waiting for scmecne.
TOP SUIT sigha, annoyed.
SUPPLICANT SUIT

She does have a habit of showing up

a bit late.
And in she bursts. TRISH THOMRSON. 40, tall, frazzled, and

perpetually late. She's a nervous ball of energy who wears
her anxiety for all to see.

ScriptNote Report

The ScriptNote Report contains the page number, scene heading, marker character and complete text of each ScriptNote
in your script.

To create a ScriptNote Report:
1. Choose Tools > Reports > ScriptNote Report and the ScriptNote Report dialogue appears:
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ScriptNote Report X

Generate a ScriptNote Report with these types:

None
character

ScriptNote Report display options:

Name M Type
Scene # Page
Date Created [+] Date Modified
Mote Text - A
Sort report by: | Seript Order v
Font:  Courier Final Draft v

[ |

2. Choose the type(s) of ScriptNotes to include in the report;
Choose other information fields to include in the report, if necessary;

4. Choose which column to sort the report by (script order, name, type, scene number, page, date created, date
modified);

5. Choose the font to use and click OK.

'l- ”..'..'-?..'l'..3..,...,.".‘“."..'..5..."..'G....-'.?‘...a.'.-

AIRSHIP - SCRIPT -- REPORT

Reaction - character Pg 4

Created: Apr 29, 2016 05:09 PM
Modified: Apr 29, 2016 05:09 PM

We need to see Riley's reaction. Her getting up, at the
very least. We're cutting out of this scene just a little
too early.

Alternative Pg 9

Created: May 02, 2016 01:50 PM
Modified: May 02, 2016 01:52 PM

It might be more compelling to have Trish get "sucked into*
the Stretch during some critical moment. Jiks when she's on
her way to pick up Riley, after her fight.
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Statistics Report

The Statistics Report can include the number of words and paragraphs, the number of each element and their percentage
of all elements, character statistics and scene statistics.

To create a Statistics Report
1. Choose Tools > Reports > Statistics and the Statistics Report dialogue appears:

Statistics Report X

Select which statistics to include in the report:
Character statistics

Scene statistics

[] Profanity statistics

Font: | Courier Final Draft v

Cancel

2. Choose the set(s) of statistics to include in the report;
3. Choose the font to use and click OK

Here is a sample Statistics Report that includes character statistics:
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AIRSHIP - SCRIPT -- STATISTICS REPORT

GENERAL STATISTICS

Number of words: 9535
Number of paragraphs: 1329

ELEMENT STATISTICS

Element Number FPercentage
General 0 0%
Scene Heading 32 1%
Action 392 55%
Character 404 4%
Parenthetical 57 1%
Dialogque 428 36%
Transition 2 0%
Shot B 0%
Cast List 0 0%
New Act 5 0%
End of Act 5 0%
Segment Title 0 0%

CHARACTER STATISTICS

CYBORG
Speaks 1 times (0%) for a total of 10 words (0%).
Interacts most with ZED
Appears in the following scenes:
INT. CAPTAIN'S QUARTERS ~ DAY
(page #11) (1 occurrence)

Names Database

The Names Database command provides over 90,000 names and is useful in helping you choose alternative names and
finding unique or interesting names, as well as determining their correct spelling.

To find a character name:

1. Choose Tools > Names Database to show the Names Database dialogue:
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Names Database X

Find that perfect name from our list of 90,000 names. Type in the first few
characters of the name and click ""Look Up"'.

MName prefiz:

mich

[ Micha A
Michael
Michaeli
Michaelis
Michaels
Michaelsen
Michaelson
Michal
Michalak
Michalczik
Michalec

Found: |65 Add to SmartType Close

2. Type the first few letters of a name in the Name Prefix text field. In this example, we want to find some variations
on the name "Michael";

3. Click the Look Up button. The list contains all the names that begin with the letters entered;
4. Scroll through the list. Select the name you want;
5. Click the Add to SmartType button to include the selected name in the Character SmartType list;
6. When finished, click the Close button.
Reformat

Use the Reformat command to convert text that is not formatted properly into correct script format, such as when a
Dialogue is accidentally formatted as an Action element. If you import a script written using another word processor, the
built-in formatting logic will apply; however, you may still need to reformat some elements.

1. Choose Tools > Reformat. The paragraph containing the cursor is selected and the floating Reformat window
appears;

The paragraph containing the cursor is selected.

2. Choose a new element for the paragraph;

-0r —

2. Press the number key (shown in brackets) for the new element for the paragraph;

The paragraph is reformatted and the next paragraph in the script is automatically selected.
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3. Continue reformatting each paragraph as needed;
o Click Next to skip a paragraph without any reformatting;
o Click Previous to select the previous paragraph;

o Click Delete to delete the current paragraph;

®There is no confirmation dialogue and the deletion cannot be undone.
4. When done, click Close or press the Escape key on the keyboard to dismiss the Reformat tool.

In this example, the Character Name "TRISH" is incorrectly rendered as a Scene Heading. The Reformat tool has selected
the text and is waiting for you to choose the correct element. Press the number 3 on your keyboard or click the Character
button from the Reformat window and the text will be re-rendered as a Scene Heading. The next paragraph will
immediately be selected, ready for you to make the next reformatting choice. If the next paragraph is correctly formatted,
click Next.

She freezes. Obviously no.

!4—-—-—-""""'

(recovering)

Botually, I have them in the cloud.
| Reformat X
(0] General [1] Scene Heading (2} Action | [BiChaacter |
[4] Parerthetical (5] Dialogue [6] Transtion [7] Shat
(8] Cast List
[Del] Delete [P]Previous [N]Next

&

NOTE
~—'You cannot enter text while the Reformat dialogue is open.

See Reformatting for more information.

Format Assistant

Final Draft is designed to automatically format a script correctly; however, because formatting errors may occur while
you are editing a script, Format Assistant can alert you if a script has:

o Elements that begin with a blank space

e Empty elements

e Characters with no dialogue
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e Characters with two consecutive dialogues

e A dialogue without a cha

racter preceding it
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You can run the Format Assistant at any time. You can also set it to run automatically before you print.

To use the Format Assistant:

Go to Tools > Format Assistant.

The Format Assistant will search your script for errors. If it finds an error, the Format Assistant window appears and

highlights the paragraph contain

ing the error.

In the example below, the dialogue that starts with "I'm so sorry." has blank spaces at the beginning. Clicking the Fix
button will delete these blank spaces and move to the next found rule violation.

INT. CONFERENCE ROCM - AFTE

Ten SUITS sit around a dred

wm

ilent impatience. They're

TOP SUIT sighs, annoyed.

SUPPLI|
She does have a |

& Dit late,

Format Assistant

Rule violation:

Elements should not start with spaces

Conrecbon:

Delete the starting spaces

Rules

An element should not start with a blank zpace

] An element should not be empty
A character should have dialogue

7] A character should not have two consecutive dialogues

A character should precede a dialogue

Fo

lgnore

Close

Options.,

Text in the Rule violation area indicates which formatting rule was broken.

Text in the Correction area indicates how the error will be corrected.

To correct an error, click Fix. The error is corrected and the search for additional errors continues.

To disregard an error and continue checking for more errors, click Ignore.

To disregard an error and remember to disregard it until the script is closed, click Ignore.

Choose which Format Assistant Rules to use:

Uncheck (or check) the check box next to the desired Rule.
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&
NOTE
~—The Rules are changed and retained for the current script only.

When Format Assistant has found and reported on all the errors it can, it will display this message:

Format Assistant X
Rule violation: Eid
No errors found. l
MNext
Correction: |gnore
Close
Rules

An element should not start with a blank space

An element should not be empty

A character should have dialogue

A character should not have two consecutive dialogues

A character should precede a dialogue Options...

When finished, click Close.
Format Assistant Options
Format Assistant Options determine whether and how to use the Format Assistant before printing.

From the Tools > Format Assistant dialogue, click Options and the Format Assistant Options dialogue appears:

Format Assistant Options X

Scan for formatting errors before printing

Always ask me before printing

Cancel

Scan for formatting errors before printing. Check this option to have Format Assistant check scripts before they are
printed.

Always ask me before printing. Check this option to have Final Draft ask whether you want a script scanned for
formatting errors before you print.

Printing and Format Assistant

By default, Final Draft asks you if you want the Format Assistant to be run before you print. From the Home > Print or
File > Print dialogue, click OK and the following appears:
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Format Assistant

Format Assistant can scan your script for any formatting errors so you can
correct them before printing. What do you want to do?

[]Do not ask me this again but always scan before printing.

[] Turn Format Assistant off

To run the Format Assistant, click Scan Now and the Format Assistant begins scanning.
&

NOTE
~— Any Rules you have previously changed for the current script are in effect.

If the Format Assistant doesn’t find any errors, the script prints. If the Format Assistant does find errors, the Format
Assistant window appears asking if you want to correct them.

&
NOTE
~—In order to print the corrected script ,you have to again choose Home > Print or
File > Print.
To print without running the Format Assistant, click Print Now.

To run the Format Assistant automatically before printing, check the box next to "Do not ask me this again but always
scan before printing."

To disable the Format Assistant, check Turn Format Assistant off.

ScriptCompare
The ScriptCompare command examines two scripts and displays their differences.

To compare two scripts
1. Open the first script;

2. Choose Tools > ScriptCompare;
The standard Open dialogue appears.
3. Choose the script to be compared and click Open.

After the two scripts are compared, a third script appears. It contains text from both scripts with the first script's text in
blue and the second script's text in red.
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INT. CONFERENCE ROOM - AFTERNOON
Ten SUITS sit around a dreary corpcrate ccnference rcom.
Silent impatience. They're waiting for somecne.
TOP SUIT sighs, annoyed.
SUPPLICANT SUIT

She skews—does have a habit of

showing up Iate—a xethit late.
And in she bursts. TRISH THOMESON. 40, tall, frazzled, and

perpetually late. She's a nervous ball cof energy who wears
her anxiety for all to see.

This new document is named [Scriptname] Changes and can be saved for future reference.

Hide / Show Navigator

Displays or hides the Navigator.

Customize (Classic view only)

This command opens the Customize dialogue that allows you change what toolbars are visible and which buttons appear

on each toolbar. See Customize for more information.

Options

The Options command opens the Options dialogue, which contains settings that allow you to control the way a number of

Final Draft for Windows features operate. Settings are saved between sessions.

The General tab is specific to this dialogue. As a convenience, options for some other commands that have an Options tab
in their dialogue are included. These include: SmartType, Spelling, Document, Header/Footer, Numbers and Revisions.

Refer to the appropriate sections for details.

To set Options:

Choose Tools > Options and the Options dialogue appears:
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'_[jgaj'_dl:o_otir Scene Numbers
General Smart Type Spelling

Use F1key for help

Capitalize first word of a sentence

On launch show last documents open
Automatically check for updates

Format Assistant
Document

Documents folder: l\\ ‘\Home\Documents'

Recent items:

Auto-Save -
Auto-Save every: |15 + | minutes
Ask before Auto-Save

Auto-Backup

Back up a maximum of fles | Open Backup Folder

Backup folder: |C:\Users\ ‘AppData“Roaming'\Final Draft\Fir

Tablet

Left Right lUse OS Handedness Setting

==

2. Click the desired tab and make any changes;

3. Click OK to apply the settings.

General Tab

Use F1 key for help.

Tools Menu - 129 |

Specify whether or not to use the F1 key to invoke Help. Uncheck this if you intend to assign the F1 key to a keystroke

shortcut.

Capitalize first word of a sentence

Specify whether or not to automatically capitalize the beginning of every sentence.
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On Launch
Specify what opens when you launch Final Draft. If you select Open last documents, the documents you have open when
you quit Final Draft open automatically the next time you launch Final Draft. If you select New document, a new
document opens with the last template with which you created a new document.

Automatically Check for Updates

Set Final Draft to connect to an online service that determines if your current version of Final Draft can be updated. If a
newer version is available, you will be able to download it for free.

Help Final Draft improve its products and services by sharing anonymous diagnostic and usage data

Choose to send to our company information about how Final Draft software is used. Only program data is collected --
nothing about your identity, location, computer or files is sent.

Documents Folder
Set the Documents folder to a different location and name.

Recent Items

Set the number of recently opened files displayed under Recent Items / Exit (Ribbon view) or File > recent files (Classic
view). Default is 4.

Auto-Save
Auto-Save Every

Check this box to have Final Draft automatically save the document you are working on at a time interval you specify.
The default is on and 15 minutes. To change the Auto-Save time interval, select a different number of minutes from the
Auto-Save Every dropdown.

To change the Auto-Save time interval, select a different number of minutes from the Auto-Save Every dropdown.

&
NOTE
~—Even if the time has expired, Final Draft does not interrupt your typing to save
your script. It waits for approximately five seconds of inactivity before triggering an

Auto-Save.
Ask Before Auto-Save
Check this box to have Final Draft display a confirmation message before it automatically saves your document.
Auto-Backup
Check this box to have Final Draft automatically create a backup copy of your document every time it saves. You can
specify the maximum number of backup copies Final Draft keeps in your backup folder and you can change the location

of your backup folder. This can be on the local hard drive or, better yet, an external storage device.

When Final Draft creates a backup copy it is named [date] [time] [filename].fdx. For example, if you saved the script
Airship - script on July 4, 2017, at 1:37pm, the backup is named 201707041337 Airship - script.fdx.
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Backup Folder File Count

To change the maximum number of copies Final Draft saves to your backup folder, enter a number in Backup Folder File
Count (default is 100; maximum is 1000).

After the maximum number of backups are saved, the oldest backup will be deleted at the moment a new backup is
created.

Open Backup Folder
Click this button to access your backup script files.

To change the name or location of your backup folder
1. Click the box with the three dots to the far right of the Auto-backup section title;
2. Choose or make a new folder in the desired location and click OK.

For example, you can set Final Draft to save backups to a cloud storage synch folder or another hard drive.

Tablet

This option allows Tablet PC users to set where the scroll bar is positioned.
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Production Menu

The Production section contains settings and commands to be used when a script is being reviewed, revised and

distributed to cast and crew.

> >> >>
123 H ®

Scene Edit Scene Omit Revisions
Numbers Number Scene Setup

Scenes

Scenes

e Scene Numbers
e Edit Scene Number
e Omit Scene

Revisions

e RevisionsSetup
e Revision Mode

e Mark Revised
e Clear Revised
e Next/ Previous Revision

Locked Pages

o Lock Pages

e Lock “A” Pages
e Unlock “A” Pages

e Unlock All Pages
e Locking Tools Submenu

*

Revision
Mode

%" Mark Revised ‘¥ Next Revision 1

% Clear Revised % Previous Revision
Lock "A" Unlock Unlock Locking
Pages "A" Pages All Pages Tools+»

Revisions Locked Pages
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Scene Numbers

Final Draft does not automatically assign scene humbers as you create or delete scenes. Instead, you must use the Scene
Numbers command to number or renumber scenes. The Scene Numbers command allows you to number or renumber
scene numbers or other elements.

= TIP: Traditionally, scenes are not numbered until pre-production begins. If you
are submitting a spec script, numbering the scenes is not recommended.

&
——In this section, only Scene Numbers are described. You can number other elements
in a script using the Scene Numbers command. To do this, position the cursor in the
element you want to number and select the Element from the dropdown list in the Scene

Numbers dialogue.

In standard screenplay format, you would normally assign scene numbers to scene headings only. If the script requires
that a heading not be assigned a scene humber, you should use the shot element instead of the scene heading element.

Final Draft also contains options for nonstandard numbering by permitting any element to be numbered. Nonstandard
numbering is used in animation, interactive, multimedia and other scripts.
To number scenes using the default settings

1. Choose Production > Scene Numbers;

2. Click Number/Renumber;

Scene Numbers X

Numbers Options

Element: Scene Heading v

(® Number/Renumber
(O Remove Numbers

Scene number mode: (@) 1A: 1, 1A, 2. 3
(OA2:1,A2,2.3

Starting number; |1

[C] Number from cument scene

Keep existing numbers

Cancel

3. Choose the desired scene number mode (numbers then letters / letters then numbers);
4. Click OK.
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By default, Scene Heading is selected as the paragraph type to be humbered. Every scene heading is assigned a scene
number, starting with the number entered in the Starting Number field (the default is 1), and incrementing by one.

- If the Keep Existing Numbers option is unchecked (and numbering has previously
occurred), a confirmation message appears when OK is clicked.
Numbers Tab
Number/Renumber
Check this box and click OK to initiate numbering.
Remove Numbers
Check this box and click OK to remove all scene numbers from the script.
Elements
Select the element type to number. Only one element may be numbered at a time.
Starting Number
Select the number to begin numbering with.

Number From Current Scene

Check this box to begin numbering with the scene at the current cursor position. If this box is not checked, the script will
be numbered from the beginning.

Keep Existing Numbers

Specify whether to lock existing scene numbers. If you check this box, new scenes which have been inserted between
previously numbered scene headings are assigned “A” and “B” scene numbers.

Options Tab

Click the Options tab and this window appears:
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Scene Numbers x

Numbers Options

Show numbers on left Show numbers on right
Location: Locatigw B
0.750" = 7.375" 5

Font

Courier Final Draft 12

Set Font...

Cancel

Show Numbers on Left and Show Numbers on Right checkboxes
Specify whether to display numbers to the left and/or right of paragraphs.
Left and Right Location Settings

Click the up or down arrows next to the Location box to adjust the location of the scene numbers or highlight and
overtype the existing number. Placement of scene numbers is measured in inches from the left edge of the page.

&
- Once changed, these settings remain for future (re)numberings no matter which

element is selected in the Elements dropdown list.
Font
Choose the font and font size of the numbers.

To set Font attributes
1. Click Set Font;

A font dialogue appears.

2. Make any changes desired and click OK.
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Renumbering Scenes

When a script is in production it is common for new scenes to be written and inserted between two existing and numbered
scenes. This new scene must also be numbered but it cannot use a number that has already been assigned.

To create a new scene and give it a unique scene number

1.

© N o g &~ D

Position the cursor at the end of the text of the scene after which the new scene will be added:;

Press Control + 1 to create a new scene heading;

Type the letter | (as in Interior) or E (as in Exterior);

Press Tab twice;

The Location SmartType list appears, allowing you to select the location. Press the Tab key to accept the choice;
The Time SmartType list appears, allowing you to select the time of day. Press the Tab key to accept the choice;
The cursor moves to blank Action paragraph;

Type the scene.
5 EXT. APARTMENT COMPLEX -~ MOMENTS LATER 5
Trish and Riley get ocut.
TRISH
We’ll find a way to get you to a
new hospital.
RILEY
Very exciting.
Trish walks up the exterior stairs towards her apartment.
Riley deocesn’t follow.
RILEY (CONT'D)
I'm going to stay out here for a
second. I need scme air.
Trish nods.
EXT. STORAGE ROOM -~ DAY
Trish walks past the door, which is slightly open.
6 INT. TRISH'S APARTMENT - CONTINUOUS 6

Designed in 1990 to make pcor pecple feel like they were
moving up in the world. Hasn’'t even been painted since.

Now that we have a new scene, we will need to number it for production purposes.

To number a new scene in a script in which scenes are already numbered

1.
2.
3.

Choose Production > Scene Numbers;
Check Add Numbers;

Be sure that Keep existing numbers is checked. If it is not checked, all currently-numbered scenes will be
renumbered;
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EXT. APARTMENT COMPLEX -~ MOMENTS LATER 5
Trish and Riley get ocut.
TRISH
wWe’ll find a way to get you to a
new hospital.

RILEY
Very exciting.

Trish walks up the exterior stairs towards her apartment.
Riley doesn‘t feollow.

RILEY {CONT’D)
I'm going to stay out here for a
second. I need scme air.

Trish nods.

EXT. STORAGE ROOM - DAY 5a

Trish walks past the door, which is slightly open.

INT. TRISH'S APARTMENT -~ CONTINUOUS &

Designed in 1990 to make pcor pecople feel like they were
meving up in the world. Hasn't even been painted since.

Notice that the new scene is now correctly numbered 14A. All other scenes have retained their original numbers.

You may want to renumber a scene to fit another numbering format requested by someone in production. You can
manually adjust individual scene numbers as well.

To manually renumber an individual scene

1.

2
3.
4

Place your cursor in the scene heading you wish to edit;

Choose Production > Edit Scene Number;

In the Edit Scene Number dialogue, you can manually overwrite the number;

Click OK.

Edit Scene Number X

Change scene number to:

&

Cancel




| FINAL DRAFT

| 138 - Production Menu

3.5 [NT. PRIUS - LATER 3.5
Trish drives an cld Prius that's seen better days. Piles of
mail and cld fast food bags are everywhere. It locks like a
homeless perscon lives here.
In the passenger seat sits RILEY {14). A skinny pale girl

covered in Goth makeup and wearing a bandanna arcund her bald
head. Riley locks exhausted.

Edit Scene Number

Use the Edit Scene Number command to manually change individual scene numbers.

&
NOTE »
- To change numbers for other elements, position the cursor on a numbered element
and select Edit Scene Number.
To modify a scene number
1. Position the cursor in the scene whose number you want to change;

2. Choose Production > Edit Scene Number;

The Edit Scene Number dialogue appears, containing the scene number for the cursor position:

Edit Scene Number X

Change scene number to:

E |

Cancel

3. Enter a new number;
4. Click OK.

The current scene’s number changes to the new number.

3.5 [NT. PRIUS - LATER 3.5

Trish drives an cld Prius that's seen better days. Piles of
mail and cld fast food bags are everywhere. It looks like a
homeless person lives here.

In the passenger seat sits RILEY {14). A skinny pale girl
covered in Goth makeup and wearing a bandanna arcund her bald
head. Riley locks exhausted.
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L
NOTE

~If the scene has yet to be numbered, the dialogue appears blank.
Removing an Unwanted Scene Number

In the event that a scene (or another element) has been assigned a number erroneously, it can be removed by going to
Production > Edit Scene Number, deleting all text from the box and clicking OK.

Omit Scene

Once scenes are numbered, you can use the Omit Scene command to indicate that a scene has been deleted. Since the
scene numbers must not change, the term “omitted” replaces the text of the deleted scene.

To omit a scene
1. Place the cursor in the scene to be omitted;

2. Choose Production > Omit Scene.

The scene is removed from view and stored (see below). The scene heading text becomes “OMITTED” but the scene
number remains.

In this example, we will omit Scene 21:

21 STORAGE ROOM 21

Dax lifts the lid of a crate, peeks inside. Bro-nods to Zed.

INSIDE: A few dozen cannonballs.

ZED
She'll make a good laborer.

GRISS
I'm sure. As big as a house.

We can hear Trish YELLING from down the hallway.
GRISS (CONT'D)
Gonna have to get her under control
first.
(beat)
Pleasure as always, Zed.
Pax is already making his way out of the room with the crate.

Jeris shakes his head, angry.

22 EXT. STREET 22

Dax and Zed exit into the street. As soon as he's clear, he
and Zed BOOK IT WITH THE CRATE. Jeris jogs along behind.

When the Omit command is issued, the page looks like this:
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ACT FOUR

21 OMITTEDD -~iff 21

22 EXT. STREET 22

Dax and Zed exit into the street. As soon as he's clear, he
and Zed BOOK IT WITH THE CRATE. Jeris jogs along behind.

Since this scene was omitted in the first Blue revision set (1st Rev. Blue), the page turns blue (denoted by the coloration
on either side of the page) and the omitted scene is marked as revised. The scene itself has not been revised; the omission

of the scene is a revision.

The triangle icon indicates that the omitted scene can be viewed or retrieved.

To view omitted scenes
1. Double-click the triangle icon;

21 OMITTEG

2. and a dialogue appears:

Unomit

Yiew the omitted scene or unomit?

View ‘: Unomit Cancel

3. Click View.

A small window containing the omitted scene appears:

EXT. STREET 22
Dax and Zed exit intc the street. A§f =
and Zed BOOK IT WITH THE CRATE. Jerj Omitted Scene  x |
STORAGE ROOM
ZED . Dax lifts the lid of a crate, peeks
It was your idea in the IJ inside. Brp-nods to Zed. "Yeaaaaaah."
place. INSIDE: A few deozen canncnballs.
ZED
JERIS She'll make a good laborer.
Not toc sell her inte bloc{ GRISS
slavery! I'm sure. As big as a house.
We can hear Trish YELLING from down
ZED ' the hallway.
She’ll be ocut in twe minu] GRISS
Gonna have tc get her under ceontrel v
JERIS 2 >
What do you mean?

DAX
{signing, subtitled)
Yo, did ycou not see what she did cn
the ship?



FINAL DRAFT |

Production Menu - 141 |

3. Click the Close button when done.

To retrieve an omitted scene and put it back into the script
1. Double-click the triangle icon and a dialogue appears;
2. Click Unomit.

The scene is restored.

&

“ You can permanently delete an omitted scene’s text and scene number from the
script by selecting and deleting it. However, this is not recommended because all
remaining scenes would then have to be renumbered. The point of the Omit command is
to remove a scene but still have it accounted for. Deleting an omitted scene defeats the
purpose of the feature.

Revisions Setup

Use the Revisions command to select, modify and create different revision sets. Each revision set is typically
distinguished by color or other characteristics.

Choose Production > Revisions, and the Revisions dialogue appears:

Revisions X

Active Revision

Blue Rev. [July 4] Next

Revision mode Revisions shown

B TR P Sons (® Show active revision set

Mark location: [7.750" - (O Show collated script

(O Show all revision sets

Show all revision text

Show all revision marks

Active revision set

When entering revised text, the revised text has the characteristics of the active revision set, indicated by the name at the
top of the window. Every revision set has its own style characteristics. One benefit of having multiple revision sets is that
it is easy to differentiate between recent revisions and earlier ones. When you print the script, the revised text prints in its
designated style (and color if the text is colored and a color printer is used).

The only initial difference between the revision sets in the Screenplay template is their name and color.
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To move to the next revision set, click Next. The next revision set on the list will now be the active revision set. It is not
possible to go backward in the list of revision sets.

To change the characteristics of a revision set:

Click the Revision Sets button at the lower left. A new window appears which displays the settings for the revision set.

Revision Sets X

Edit revision set labels:

lTan Rev. [July 13 Revision Mark: |*

Blue Rev. [July 4)
Pink Rev. [July 5) Revision page color: Tan v
Yellow Rev. [July 6]
Green Rev. [July 7]
Goldenrod Rev. (July 8)

Revised text appearance

Buff Rev. (July 9) Color: 1=
Salmon Rev. [July 10) L!:l
- [July 11] [] Underline [] Dotted underline
[Jword underline [ Strike out
[JBold
(O Full draft
New Delete (® Revised pages only
Cancel

Select a revision set in the list at the left and its settings appear on the right. In most Final Draft templates, the standard
US production revision sets will already be listed and only the date of the revision set needs to be added to the revision set
label.

To change the label of the revision set
Highlight and overtype the current revision set name.
To change the revision mark

Highlight and overtype the current revision mark.

NO‘TE,

~— The asterisk (" * ") is standard for production scripts. Other symbols may be
used to denote a distinct set of revisions from a particular person, or that person’s
initial(s) may be used. No more than two characters are recommended for a revision
mark.

To change the onscreen page color of a revision set

Choose it from the Revision Page Color dropdown menu. In most Final Draft templates, the standard US production
revision sets will already be listed and the matching page color chosen for each set.
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Color:

To change the appearance of the revised text

Click on the color swatch and choose a predefined color from the list

-0r -
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Click Other to display the Windows color editor. Move the crosshairs to the desired color and move the slider on the right

to darken or lighten that color. Click Add to Custom Colors, click that color swatch and click OK

Colors X

Standard Custom

Colors:

‘ Cancel

' Select...
" New
Hue: IE = Red: E =
Saturation: E = Green: E =
Luminence: [: = Blue: E =
» ' Current

To change the font style of the selected revision set

Check each font style you want the revised text to have. The choices are

o &~ e

Underline -- the text is underscored by a continuous line;

Dotted Underline -- the text is underscored by a dotted line;

Word Underline -- each individual word is underscored by its own line;

Strike out -- the text is struck through its horizontal center with a continuous line;
Bold -- the text is rendered bold.

The lines applied to the text are the same color as the text.

You can indicate that the revision set is a “Full” revision set by selecting the Full draft option. This means that, if you
have the Collated Revisions label set to display in the header, any pages that do not have revisions on them will display
the label for the last “Full” revision set. If you select the Revised pages only option, only the pages that have the
appropriate revisions on them will display the Collated Revisions label in the header.
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To make a revision a “full draft”
1. Select the revision you wish to designate as a full draft;

2. Select the Full draft option.

To add a new revision set
1. Click New;

A new revision is added at the end of the list and the default name is selected in the Name text field.

2. Edit the name as desired;

3. Select an appropriate color and font style.

To delete a revision set
1. Select the revision in the list;
2. Click Delete.

@ IMPORTANT: Do not delete a revision set that has already been used. Serious
problems in page labeling, revision set printing or exporting revision sets to PDF may
result.

If a revision set is deleted, the revision set is cleared from the list and all revisions in the script that were marked with that
revision set are no longer marked as revised. Note that you cannot delete the active revision.

When all changes are complete, click OK.
Revisions Options
Revision Mode

Checking and unchecking this box turns Revision Mode on and off. This switch has the same functionality as the
Production > Revision Mode menu item.

Mark Location
Adjusts the margin for revision marks, measured from the left edge of the page.

To change the margin setting, click the up or down arrow to adjust the values. You may also highlight and overtype the
existing value. Press OK to apply the change.

Show Active Revision Set

If this radio button is checked, only the revisions from the active revision set appear as revised text on the page. That is, if
a script is in its fourth revision set but you only want to see revision marks on text that has been added or removed during
this fourth revision set, choose this. All the revisions made in sets 1-3 will still be in the script but they will not be marked
revised.
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Show Collated Script

If this radio button is checked, all revisions made after the script is moved to a full draft will appear as separate revisions.
That is, if the script is moved to Full Blue and then to Pink, whatever text was revised as part of the Blue set will be
shown as Blue revised, but any text revised after moving to Pink will be displayed as Pink revised.

Show All Revision Sets

If this radio button is checked, every revision set will be displayed. If this option is selected, you will have further choices
to show or hide revised text. The text will actually still be visible but it won’t be displayed as revised. The other checkboXx
will toggle revision marks on and off.

Show All Revision Text

If this box is checked, all revisions will be displayed as revised text in corresponding colors at the same time. When this
option is unchecked, all revisions display as normal text.

Show All Revision Marks

If this box is checked, all revision marks will be displayed. When this option is unchecked, no revision marks are
displayed.

To apply the options, click OK.

Revision Mode

Use the Revision Mode command to toggle revision mode on and off. When the script is in revision mode, all text you
add or edit is marked as revised. It is easier to turn on revision mode than to manually mark every change after the fact
using the Mark Revised command. All new text entered is marked as revised and displayed in the current revision style.
Any lines from which text has been deleted will have a revision mark (if a revision mark is one of the attributes of the
current revision set) next to them.

Mark Revised

The Mark Revised command causes selected text to be marked as revised using the active revision style. This revision
will be part of the current revision set.

To mark revision text
1. Select the text;

2. Choose Production > Mark Revised or Control + R.

A revision mark (typically an asterisk “*”’) appears to note the text as revised. The text appears in the color and font style
set for the current revision style.

If Production > Revisions Setup > Show Revision Page Colors is checked, the page on which the newly-revised text
appears will display that revision set's color.
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In this example, "A Suit tries not to laugh." has been marked as revised. It is part of the Blue revision set, which is set to
display not only a blue "page" (the coloration on either side of the page) but also blue text. As revised text, the asterisks
on the right side of the page are displayed to indicate that these lines are revisions.

(Note that revised text is usually black; for purposes of illustration and to point out that this option is available, the revised
text in the graphic below has been set to blue).

An awkward silence while she scans through a monstrous list
of files and folders. Anncvance in the room grows.

Finally, she double clicks a file labeled:
"Vanderchuk - final Copy version 7 w Monday revisions”

A line graph diasplaga go the TU. Trish stumbles into her
presentation. |A suit tries not to laugh.] *

Untitled Airship - Script 2.

—_——

IRISH
We’'re here to talk about... reach.
(stammering)
Abcut reaching the pecple that
I really matter.

Clear Revised
Use the Clear Revised command to delete any revision marks and revert revised text to normal.

To clear text which has been marked as revised
1. Select the revised text;

2. Choose Production > Clear Revised.
Revision marks and revision styles are removed, and the text appears the same as other text in the script.

To clear all the revised text in a script
1. Choose Edit > Select All or Control + A on the keyboard;

2. Choose Production > Clear Revised.

Next / Previous Revision

Changes the displayed script page to (and positions the blinking cursor in) the next or previous revised paragraph.
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Lock Pages

Like any other word processor, Final Draft automatically repaginates when text is added to or removed from the
document. If a document is exactly 10 pages long and 2 pages’ worth of text is added to the beginning, what were pages 9
and 10 are now pages 11 and 12. This is not an issue if a script is not about to go into production. However, when a script
is broken down by scene and page in collateral production documents (i.e., schedules, prop lists, talent call sheets),
automatic repagination with each change would be a critical problem.

For example, when a script has been distributed to cast and crew and The Big Important First Act Monologue starts on
Page 15 and The Big Chase Scene has been designated as Scene 25, no matter how much the script is rewritten, all
subsequent versions must still have The Big Important First Act Monologue on Page 15 and The Big Chase Scene must
still be Scene 25. Otherwise, people would not be, in a very literal sense, on the same page.

Also, once a script has been issued, every page and scene must now be accounted for without exception — if Page 15 or
Scene 25 are deleted without permanent denotation, cast and crew will wonder if they’re missing a page. Final Draft’s
page-locking feature is designed to protect a script’s pagination against changes caused by the addition and removal of
content.

To lock script pages
1. Choose Production > Lock Pages;

A dialogue appears asking whether to enable Revision Mode.
2. Click either the Yes or No button, depending on the situation. (Enabling revision mode is recommended);

From this point forward, if enough text is added to a page to cause existing text to spill over to the next page, Final Draft
moves the additional text to a blank A page without affecting the next existing script page. Conversely, when you delete
or omit text from a locked page, the text from the next page does not flow backward onto that preceding page.

When pages are locked, the menu command changes to Lock “A” Pages and other locking and unlocking commands are
enabled.

&
NOTE
"Locking pages" or "locking a script™ is not a security setting and does not refer
in any way to its accessibility to certain individuals or groups.

Lock “A” Pages

You can lock pages for each revision separately. For example, pages have been locked so there is now a 21A, 21B, etc. If
you choose the Lock “A” Pages command, Final Draft locks all existing A and B pages, which then act just like any other
locked page (retaining their starting position, etc.)

When you add new text to a locked A page that causes an overflow to a new page, it becomes an “AA” page, and so on.
Likewise, if there are multiple locked pages and you delete more than a page, the multi-page range that appears in the
header reflects the page range that you deleted (such as 7BB-9A).
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Unlock “A” Pages
The Unlock “A” Pages command reverts one level of page-locking. It becomes enabled only after you lock A pages.

To unlock “A” pages
1. Choose Production > Unlock “A” Pages. A confirmation dialogue appears;

2. Click Yes.
The last level of locking is overridden and the appropriate pages are unlocked.
This command may be chosen multiple times, if applicable.

No matter how many times “A” pages are unlocked, the Production menu item still reads “Unlock A Pages” — that is, the
menu item does not dynamically track levels of page-locking.

Unlock All Pages

You can use the Unlock All Pages command to completely unlock the script and renumber the pages in standard
numerical order (removing all “A” and “B” page numbers).

To unlock all pages
1. Choose Production > Unlock All Pages;

A confirmation dialogue appears.
2. Click Yes.

All pages are unlocked and the script repaginates so that the pages are renumbered consecutively.

@ IMPORTANT: You cannot go to Home > Undo or Edit > Undo to move a just-
unlocked script back to its locked state with all of its A pages intact. DO NOT unlock a
production script unless you have a backup of the locked script and an important reason
to do so. This function should be used only in extraordinary circumstances.

Locking Tools Submenu

Relock Pages

The Relock Pages command removes all A page numbers from the page containing the cursor to the end of the script,
renumbers them in normal sequential order, then locks them again. Use this command when the locked script does not
match the printed draft of the script due to pages not being properly locked at some point before changes were made.
To relock pages
1. Place the cursor at the beginning of the page where relocking is to begin;

2. Choose Production > Relock Pages;
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A confirmation dialogue appears.
3. Click Yes.
All pages following the current page are unlocked and repaginated normally, then locked again.
Adjust Locked Page

Use the Adjust Locked Page command to change the starting position for a single locked page. This can be useful when
you need to move a particular locked page up or down a paragraph or two to match a printed draft.

To adjust locked pages
1. Place the cursor at the beginning of the paragraph where you want the locked page to start;

2. Choose Production > Locking Tools > Adjust Locked Page;
A confirmation dialogue appears.
3. Click Yes;

The Adjust Locked page dialogue appears:

Adjust Locked Page X

Choose the page on which to place the current paragraph:

3

Cancel

4. Select the page number where you want the current paragraph to begin;

5. Click OK. The script repaginates to reflect the new starting position for the specified locked page.

‘ IMPORTANT: If the page number you need is not on the list, it is because that
page it is not a valid candidate. Final Draft cannot number a page in a way that is
inconsistent with its pagination logic or normal sequential numbering.

Edit Page Number
Use the Edit Page Number command to manually change the number of a page that displays in the header or footer.

To modify a page number:
1. Position the cursor in the page whose number you want to edit;

2. Choose Production > Edit Page Number;
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The Edit Page Number dialogue appears:

Edit Locked Page Number X

Change page number to:

|34

Cacel

3. Enter the new page number;
4. Click OK.
The page number changes.
Lock New Page
Use the Lock New Page command to create a new locked page at the current cursor position. The new locked page
extends from the insertion point (the blinking cursor) to the end of that page. This should only be necessary if a page is

incorrectly numbered.

To create a new locked page:
1. Place the cursor exactly where the new locked page is to begin;

2. Choose Production > Locking Tools > Lock New Page;
A confirmation dialogue appears.

3. Click Yes.
The page becomes locked.
Unlock Page

The Unlock Page command unlocks a single page. This essentially removes the bottom border of the page and allows as
much text as will fit to flow backward from following page. Use this command if a page is incorrectly numbered or is
improperly numbered as an “A” page.

To unlock a page
1. Place the cursor on the page to be unlocked;

2. Choose Production > Unlock Page;
A confirmation dialogue appears.
3. Click Yes.

The page becomes unlocked and text from the following page will move up into it.
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Unlocking Pages

You may want to delete some content on pages after they have been locked, resulting in “orphan” pages. It is common to
combine the page numbers and put the remaining script contents on a single page to cut down on paper and confusion.

There are two ways content can be moved around; unlocking a page or deleting all the contents on a single page to create
a page “x-y” on the prior page. Unless you don't expect to need to use a page number again, we don't advise unlocking a
page once your pages are locked and suggest the second method described below in “merging pages”. However,
sometimes it is impossible to get the results you are looking for without unlocking your pages.

To manually unlock an individual page:

1. Place your cursor in front of the first contents at the top-most position of the page you wish to unlock in order to
have its contents move up to the prior page;

2. Choose Production > Locking Tools > Unlock Page;
3. Addialogue will ask you to confirm whether you want to unlock the page at the cursor location. Click Yes.

The contents from the page move up to the prior page filling any available space on the prior page.

Repeat steps 1-4 on any other pages you wish to unlock and move up to other content. For example, if you have an empty
page 1A, 2 and 3 and want to merge them all together with page 1.

Once you have unlocked all the pages you want merged together, you will now need to relock the new page so that any
subsequent changes you make to the script will maintain the proper pagination and page numbering.
To manually re-lock an individual page:
1. Place your cursor in front of the first contents at the top-most position of the page you wish to relock;

2. Choose Production > Locking Tools > Lock New Page;

3. Adialogue appears asking you to confirm whether you want to lock the page at the cursor location. Click Yes.
The contents on the page are now locked.

Continue these steps for any other pages that you still have remaining that were created as a result of unlocking pages.

NU.'T'E,

“— You do not need to lock pages beyond any that were affected by the “unlock”
process. So, for example, if you unlocked pages 1A, 2 and 3 and merged them all into a
single page, you only need to relock that single page. You will not need to lock pages 4
and after.

Window Menu (Classic view only)

The Window menu contains commands for displaying the currently open documents. The bottom of the Window menu
contains a list of all currently open documents. It is available only in Classic View.
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To make a document the front-most (active):

Select the document title from Window menu.

The document window is brought to the front and a check mark appears next to its name in the Window menu.
Cascade

The Cascade command allows you to view all the currently open document, stacked upon one another. This makes it easy
to cut and paste text between different documents.

Tile

The Tile command allows you to view all the currently open documents, tiled on-screen. Similar to Cascade, it makes it
easy to cut and paste text between different documents.

&
~~The size of each tile depends on the number of open documents.
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Help Menu

The Help section contains information about your program and resources for program management.

@ ¢ 5 = O ® O

Final Draft What's Sample finaldraft.com Check for Submit Register Deactivate Get About
User Guide New Scripts~ Updates Feedback Online Help Final Draft

Help

e Final Draft User Guide
o What's New

e Sample Scripts

o finaldraft.com

o Check for Updates

e Submit Feedback

o Register Online
e Activate/Deactivate

e Get Help
e About Final Draft
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Final Draft User Guide

The Final Draft User Guide command opens the web page on which this PDF document can be viewed and downloaded.
An internet connection is required.

What's New

Contains details about new features in Final Draft 10 and a link to the Final Draft website.

Sample Scripts
This User Guide refers to Airship, a sample project in various stages of writing and production.
o Airship - Outline represents a script in its beginning stages, when the writer is working on the broad strokes of the
story.
o Airship - Script represents a working draft of a script.

o Airship - Shooting Script represents a script that is being or will shortly be produced. It has been scheduled and
budgeted and distributed to cast and crew.

finaldraft.com

Choosing this command will open your default web browser to Final Draft's home page. An internet connection is
required.

Check for Updates

Use this command to determine whether a newer version of Final Draft is available for download. An internet connection
iS required.

Submit Feedback

The Submit Feedback command opens your default web browser to Final Draft's feedback page, where you can suggest
changes or enhancements to Final Draft products. An internet connection is required.

Final Draft customers are encouraged to submit suggestions on how the program can be improved.

&
NOTE
~— The Submit Feedback channel is a way for us to collect information on what new
functionality our clients need in the program or to let us know that a particular feature is

doing a good or a bad job.



FINAL DRAFT |

Help Menu - 155 |

If you are having a problem with Final Draft, please log on to www.finaldraft.com/support for troubleshooting resources
and ways to reach our support staff.

Register Online

The Register Online command opens your default web browser to Final Draft's online registration form. An internet
connection is required.

Registering your copy of Final Draft is strongly recommended. Only registered customers are eligible for free software
updates, customer support and discounts on other Final Draft products and services.

Registration is a one-time-only process. If you have already registered your copy of Final Draft and you are prompted by
the program to register, choose Register Later.

Activate/Deactivate

Your computer must be connected to the internet to activate and deactivate. Final Draft 10 can only be activated and
deactivated online.

Choose the Activate command to activate your copy of Final Draft. Once it is activated, it will run without restrictions.
When Final Draft has been activated, this menu command will read Deactivate.

Choose the Deactivate command to remove the activation from the computer. This activation is returned to your account
on our activation server and is now available to be downloaded onto another computer.

Once the computer has been activated, an internet connection is not necessary to run Final Draft.

Get Help

The Get Help command displays the exact version of Final Draft installed, your unique Customer Number and links to
Final Draft support services:
e Self-service support options
e The searchable online knowledge base

e The interactive troubleshooter

o Assisted support options (registered customers only)
e Email
e Chat
e Phone — 818-906-8930


http://www.finaldraft.com/support
http://kb.finaldraft.com/
http://www.finaldraft.com/support/troubleshooter
http://www.finaldraft.com/support/email-support
http://www.finaldraft.com/support/chat-support
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If you open a support ticket with a Final Draft technician, he or she may request information about your computer. The

System Info button in this window will open the Windows System Information utility, which can generate a report about
your hardware and software. This report can be sent to Final Draft support personnel should they request it.

About Final Draft

Select About Final Draft to view the Final Draft version number, your Customer Number and Final Draft copyright
information.
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Elements

Scripts are comprised of different types of information -- scene headings, action, characters, dialogue and others. Each of
these has its own indents (margins), alignment, spacing, casing and other attributes. Final Draft calls these unique
paragraphs "Elements." In this sense, a script can be described as a stack of elements.

The specifications for all elements are defined in the Format > Elements dialogue. Other word-processing programs may
refer to them as styles or style sheets.

Whenever you create a new paragraph in your script, it gets its characteristics from the specifications in the Elements
dialogue, which gives the script a consistent, professional look. You can alter the entire script by changing the settings for
one or more elements. For example, if you change the indents (margins) for the dialogue element, every existing and new
paragraph of dialogue is (re)formatted accordingly. See Modifying Elements and Creating New Custom Elements for
more information.

Elements in a Script

The Element dropdown menu indicates the element type of the paragraph that contains the blinking cursor.

Format Insert Document Tools Production Help

= .4 General Note = e
. Dialogue X ) -4

W

|% scriptiote e
jo Redo Title ialogue Beat ' Inspiit . ) Hide Font
Page Board New Scene Alts v
do/Redo Script Ejements Views Split Insert Alternate Dialogue
{\.....-‘...p.. :...8,..3.,.|..,_‘...|...s...|...&...|,..‘-.,.l...:'.‘
Get out of here!
'- »
Paragraph type REGGIE
Malcolm had certain posssassions of
mine in his care. I‘'m here to

repossess said pCESESEiC.’lE. Bhnk'ng cursor

There is also an Element indicator in the status bar at the bottom of the window.
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REGGIE
Malcolm had certain pecssessicns of
mine in his care. I'm here to
repcssess said pessessicns.

TRISH
Malcelm ldcesn’t have anything tec do
with.ggfu.

0

Changing a Paragraph’s Element Type
Occasionally, you might need to change a paragraph’s element type after you've created it.

To reformat an individual paragraph to a different element, place the cursor in the paragraph (or select a word or a block
of text).

Choose the new element from the Element dropdown in the toolbar.

-or-

Type Control + Shift + [#] to reformat the current paragraph. See Reformat for more information.
Adding Paragraphs

Final Draft offers a variety of methods for adding new paragraphs and switching elements so that you may choose the
method that works best for your own typing style.

You can create a new paragraph by:

o Control + [#] key combination.
e The Tab key.
e The Enter key.

Modifying Elements and Creating New Custom Elements

Most scripts can be written using the default set of elements. However, Final Draft gives you the ability to modify existing
elements and create new ones, which allows complete customization of the look of any script.

To modify the list of elements and element properties

1. Choose Format > Elements and the Elements dialogue appears, open to the Basic tab:
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Elements X
Element name:
Basic
Scene Heading Font  Paragraph
Behavior
General
ene. [] Start new page
Character Paginate as: | Scene Heading
Pgrenthetical
?lalog_ge Shortcuts
ransition
Shot Ctd = m
Cast List
New Act Next Element (Enter/Retum): | Action v
End of Act
Segment Title

New Delete

Apply a Template... Cancel

The Elements dialogue contains the controls for all aspects of each element. It contains a list of the current elements as
well as all the keystrokes, margins, alignment, spacing and stylistic information for each element.

2. Make changes to any element(s);

3. Click OK.

The change is applied to all instances of that element throughout the script.

The Elements List contains the elements that are defined for the currently open script. The currently selected element’s
characteristics are determined by the options set in the Basic, Font and Paragraph tabs of the Elements dialogue.

Behavior Options: These options determine what happens when an element is added or inserted in the
script.

Start New Page: When Start New Page is checked, a new page begins where the element is added or
inserted.

Example: If you need each scene to begin on its own page, choose Scene Heading from the list on the left
and check this box. Click OK and every scene will now start on a new page.

Paginate As: The Paginate As option instructs Final Draft how to break pages when the selected element
text overflows between pages. You can select the page-breaking rules for one of the screenplay elements
listed, or you can select None

Example: You are writing a musical and have created a special Lyrics element for use when characters are
singing. Set the Lyrics element to paginate as dialogue, which ensures that it is never orphaned from its
associated character element.
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Shortcuts: The Shortcuts options determine which keyboard shortcuts are used to add or insert the selected
element. It also indicates which element is automatically created when you type the Enter/Return key at
the end of a paragraph.

Control Key: This option sets the keystroke combination that creates a new paragraph of the selected
element type.

To change an element shortcut:

1. Choose the element desired from the Element List;
2. Click in the Shortcut Key text field;
3. Replace the current character with any character desired. It can be a number, character, function key, etc.

Enter Key / Next Element pop-up list: This option specifies which element is automatically created when you
press the Enter key at the end of an element.

To change which element is automatically created when the Enter key is pressed, choose the element from the
dropdown list.

Example: You want the Enter key to bring up a new Character element after Dialogue instead of an Action
element. Choose Dialogue from the list on the left and Character from the Next Element (Enter/Return) dropdown
on the right.

Font Tab

The Font tab indicates the current font and size setting for the selected element.

Elements X

Element name:
Basic Paragraph

Scene Heading
Font description

Courier Final Draft 12, ALL CAPS
Action
Character
Parenthetical
Dialogue -_Set Font...
Transition .

Shot )
ﬁzﬁ ,%:ztt Apply Font/Size to all Elements
End of Act
Segment Title

New Delete

Apply a Template... oK Cancel
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@ IMPORTANT: You have the ability to use other third-party fonts, but this is not
recommended. Setting a script in a different font almost always causes a change in the
page count, especially when the script is sent to a computer that doesn't have that font
installed. This is true even if the font is in the Courier family. Using Courier Final Draft
is the way to ensure that a script retains its original page count even if it's opened on a

variety of machines.

To set font and size for an element

1. Choose the element desired from the Element List;

2. Click the Font tab;
3. Click Set Font;

The Font dialogue appears.

4. Make any desired changes and click OK;

To set font and size for all elements:

1. Change these font attributes for one element;

2. Click Apply Font/Size to All Elements.

Elements - 161 |

All the elements are set to the same font and size. Note that the Apply Font/Size to All Elements command does not apply
a style or styles (such as bold or italic) to all elements.

Paragraph Tab

The Paragraph tab is the place to adjust an element's layout attributes.

Elements

Element name:

Scene Heading

General
Action
Character
Parenthetical
Dialogue
Transition
Shat

Cast List
New &ct
End of Act
Segment Title

New Delete

Apply a Template...

Basic Font | Paragraph

Alignment: Left v
Spacing: 1 v
Space before: E
Indents

- [
nov [0

Cancel

Alignment: The Alignment dropdown contains the options Left, Centered, Right and Justified.

Spacing: The Spacing dropdown contains the options 1, 1.5, 2, and 3.
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Space Before: The Space Before option allows you to set the spacing before an element. The options include 0, 1, 2 and
Other (where you can enter a value up to 30).

Left and Right Indents: These settings control the indents (margins) of the selected element and are measured in inches
from the left edge of the page.

To change the Left or Right Indent settings for an element:

Choose the element desired from the Element List;

1. Click the up or down arrows next to the setting.

To create a custom element
1. Click New. A default name appears in the Element list and in the text field above the list;

2. Edit the name in the text field. The name in the Elements list changes accordingly;
The Basic, Font and Paragraph tab options are set to default for those of the Action element.
3. Make any changes desired.

To delete a custom element
1. Select a custom element. The Delete button becomes enabled;
2. Click Delete.

&
You cannot delete or rename a core element (General, Scene Heading, Action,
Character, Parenthetical, Dialogue, Transition, Cast List).

To Apply a Template
If you have written a certain kind of script (i.e., feature screenplay) that must be converted to another kind of script (i.e.,
one-hour drama), there is no need to adjust all elements of the script one at a time. You can convert the script to another

format by instructing Final Draft to apply the element settings from one of the templates that ship with Final Draft.

1. Click Apply a Template and the following appears:
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Apply a Template X

Please select a template's elements to apply to your script.
B Graphic Novels

- Scripts

- Text Documents

- TV Templates

7

@

1&'.""]:'!:_"

Browse... 0K Cancel

2. Alist of files available in the Stationery folder appears;
3. Choose a category and expand it by clicking the plus sign next to it;

Select the template you want and click OK. The element specifications of the template you chose will be applied
to your script.

The elements from the file are loaded and can be edited for use with the current script.

To Apply the Elements from Another Script or a Template not included in Final Draft
1. Click Apply a Template and the following appears:

Apply a Template X

Please select a template's elements to apply to your script.
R Graphic Novels

- Scripts

- Text Documents

- TV Templates

E-E-E-E

Browse... DK Cancel

2. Click “Browse” to open the Open dialogue;

3. Navigate to the script or template and click Open;

4. Select the script or template you want and click OK. The element specifications of the script or template you
chose will be applied to your script.
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Standard Elements

The basic screenplay elements are:

General

General elements are used for any text which does not fall within any of the standard elements.

Scene Heading (Slug Line)

A Scene Heading marks the beginning of a scene, describing where and when the scene takes place. Scene Headings are
always written in uppercase. Traditionally, scene headings are the only element that have a scene number assigned to

them. They are never “orphaned” at the bottom of a page but are placed at the beginning of the next page to stay with the
action that follows.

Location

Scene intro —3m 1nr. | conrEreNcE RooM |- AFTERNOON <— Time

Ten SUITS sit around a dreary corpcrate conference rocm.

Scene intros indicate whether the scene is set inside or outside. The default scene intros are: INT (interior); EXT
(exterior); I/E (interior/exterior).

Location indicates where the scene is to take place.
Time indicates when the scene is to take place.
Action

Action represents screen direction that tells what is happening in the scene. It may include physical and psychological
action.

INT. CONFERENCE ROOM - AFTERNCON

Action —) Ten SUITS sit arcund a dreary corporate conference room.

Character and Dialogue
A character always precedes dialogue to indicate who is doing the talking. Characters are always written in uppercase.

Dialogue represents a character’s speech. It is always preceded by a character, which identifies the speaker.
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TRISH
Character I'm so sorry. The traffic was
bizarre. I tried getting off at

Dialogue e Hillnaven and that was worse -

TOP SUIT
You brought the data tables?

Parenthetical

Parentheticals provide directions which precede or follow dialogue. They indicate an immediate action being taken by the
speaker, or that the dialogue should be delivered in a certain way. Parentheticals should be no more than a few words.

TRISH

Parenthelica/ s (recovering)

Actually, I have them in the cloud.

&

NOTE
~—When a parenthetical element is added, Final Draft automatically enters both the

left and right parentheses and positions the cursor between them.
Transition

A Transition marks the end of a scene and may indicate how the passage between scenes takes place. They are always
written in upper case. Some examples are CUT TO:, DISSOLVE TO:, and MATCH CUT TO..

TRISH (CONT’D)
I might actually have to--

TOP SUIT
Get ocut.

Transition s——Jp» DISSOLVE TO:

Shot

A shot is used to indicate a camera angle, camera movement or direction within a scene. Shots are always written in
uppercase and behave and paginate just like scene headings, although they do not get numbered. They will not be
“orphaned” at the bottom of a page but will be placed at the beginning of the next page to stay with the action that follows
the shot description.

She just puts her head down when her cell phone CHIMES again.

ECU CELL PHONE <l SHOT

She checks it. One new email. She opens it.

Cast List

The Cast List feature is used in sitcoms to list which characters appear in a scene. The cast list appears directly below the
Scene Heading. See Cast List for more information.
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INT. ARINGTON'S ARMS )
(JERIS, SHOPKEEPER, TRISH, ZED)| < CasT /iST

Shelves picked clean in this ramshackle shop. It lcoks
looted.

As characters are entered into the scene, their names automatically appear in the new Cast List element. When a character
is removed from a scene, it is removed from the Cast List for that scene. For information adding a nonspeaking character
to a scene's Cast List, see Insert Nonspeaking Character.

Continueds and Extensions

Final Draft will automatically add a (CONT'D) after a character name if that character's speech is interrupted by an Action
paragraph. Automatic Character Continueds are enabled by default and can be disabled under Document > Mores and
Continueds.

A character extension indicates where the speech is “coming from” — offscreen, off camera, voice-over, telephone, etc.

But she kXeeps stumbling. SLAMS headfirst into the TV as she
hits the ground.

REGGIE (CONT'D) -~ Djalogue Continued
Real sorry abcut this, lady.

TRISH (0.C.)| - Characrer extension
Who are you...
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Tutorials

e Typing a Sample Script

e Opening Older Final Draft Scripts

e Importing Content from Other Sources
o Make Writing Dialogue Easier

e Manipulating the Page Count
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Typing a Sample Script
With Final Draft open to a blank, untitled screenplay document:
Type the letter i.

A SmartType menu will come up and offer INT. or I/E. INT. (the abbreviation for Interior) will be highlighted; accept it
by pressing the Tab key. Note that Final Draft capitalizes everything in this element automatically, which is standard. A
period and a space are also added automatically.

INT.

INT
I/E

Type in a location such as house and hit the Tab key. The Time of Day SmartType menu will come up and allow to you
choose when the scene takes place. Choose Night with the arrow key, the letter N on the keyboard or the mouse and hit
the Tab key.

INT. HOUSE - |PAY

DAY A
NIGHT

AFTERNOON

MORNING

EVENING

LATER

MOMENTS LATER v

You’re now in a blank Action paragraph.

Type this sentence: a man enters and sits down at the desk. Note that the first letter of the sentence is automatically
capitalized.

Press Enter again to move to the next paragraph. Press Enter to bring up the Elements menu and choose Character.
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INT. HOUSE - DAY

A man enters and sits down at the desk.

General A
Scene Heading

Acticn

Character
Parenthetical
Dialcgue

Transition v

e M B e B ]

L= I B L & v
e e e e e e

= o

Type in bob and press Enter. The name will be rendered in all uppercase.

Now you’re in a blank dialogue paragraph. Type alone at last!. Press the Tab key to insert a new Parenthetical paragraph
and type sees Sue. Note that the parentheses will be added automatically. Press Enter to continue Bob's dialogue. Type
what are you doing here?

INT. HOUSE - NIGHT

A man enters and sits down at the desk.

BOR

VD

Alcne at last!
{sees Sue)
What are ycu doing here?]

Press Enter twice to bring up the SmartType menu of elements. Choose Character with the arrow key, the letter C on the
keyboard or the mouse and type sue. Press Enter and type Sue's line, waiting for you.

INT. HOUSE - NIGHT

A man enters and sits down at the desk.

=Te)=!

SVO

Alcne at last!
{sees Sue)
What are you decing here?

SUE
Waiting for you.

Note that Final Draft will insert the next appropriate element when Enter is pressed, depending on which element the
cursor is in. For example, when the cursor is at the end of a scene heading, pressing Enter brings the next logical element,
action. When the cursor is at the end of a character name, Enter inserts a dialogue element.

You can always tell what the Enter and the Tab key will insert by checking the Status bar at the bottom.
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TOP SUIT
You brought the data tablesj

She freezes. Obviously no.

TRISH

fyAmATrAY T m e

| <

No Scene 1 of 51 Dialogue [j!ao[ Parenthetical, [:n:el.Am-onJ

If you need to insert a new paragraph of a type not offered by the Enter key, hold down the Control key and choose
another element's number.

Example: If the blinking cursor is at the start of a blank Action paragraph and you want to insert a Transition instead,
hold down the Control key and press the 6 key. A new blank Transition paragraph will replace the blank Action
paragraph.

If it makes your writing flow better, you can change what the Enter key inserts. For example, if you are writing a
dialogue-heavy script, you may want to have Enter insert a new Character after dialogue instead of Action. This will allow
you to write dialogue quickly.

To do this, go to Format > Elements and from the list on the left, choose Dialogue. Change the Next Element
(Enter/Return) dropdown to Character and click OK. To finish this new setting, go to Document > SmartType > Options
and check the box for Automatically Guess Next Character, then click OK. Now when you have finished typing Bob's
dialogue and press Enter, then type or SmartType in "Sue™ and her dialogue, Enter after Sue's dialogue will insert the
character name BOB. After Bob's dialogue, press Enter and the character name SUE will be inserted.

When this scene ends and it's time to move to the next scene, insert a new scene heading by pressing Control +1.

Opening Older Final Draft Scripts

If you need to open a Final Draft script that was written in Final Draft 7/ 6 / 5, be aware that it has a different file format.
It can be opened directly by Final Draft 10 but the program must be directed to recognize the older .FDR format.

Go to File > Open and from the Files of Type dropdown menu, choose Final Draft 5-7 Documents.

Navigate to where you have your older Final Draft script saved and double-click it to open it.
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© Open X

Look in: | [l Desktop v I &2 i°E
- A _
Quick access 6 e & . e

- n Libranies ‘ Network .‘ Homegroup
. Paullels Shared Folders I

leranes !
Thns PC
' Parallels Shared Scripts |
i- FD-schtuff Paraliels Desktop
Network § WINDOWS i l Shortcut 3 Shortcut
’ 13 byte ’ t

. S Really Old Senpt

| FDR File

\ﬁk\‘ vl
Filea of type | Final Draft 57 Documents (fcr,"fct)

Final Drsft 5-7 Documerts ide " id)
N Plan Text Documents (" e)
4 Rch Text Documents (" rtf)

| Fie Converter Documents (“fcf)
8l Fies 1

A message box will appear advising you that the program will create a new copy of the file in the .FDX file format and

keep the original FDR file as well. If you do not wish to screen this message box again the next time you open a Final
Draft 7 /6 /5 script, click Don't Show This Message Again.

Final Draft

The document "Really Old Script™ is in an older file format (.fdr).
Saving will create a file in the new format (.fdx). The original file will
not be deleted.

To be compatible with versions 5-7, choose "Save As..." and select
“Final Draft 5-7 Document (.fdr).”

[[Jpon't show this message again E

Importing Content from Other Sources

Scripts written in other writing programs (such as MS Word) or other screenwriting programs can be opened in Final
Draft software in a few easy steps.

1. Open the script in the program in which it was created;

2. Choose the Desktop as the save-to location and from the Save as Type or Format dropdown menu at the bottom of

the window, choose Plain Text, Text Only or ASCII Text file (they're all the same). Recent versions of MS Word
will offer Save As Other; choose Plain Text from this submenu;
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Save the file;

In Final Draft, go to Home > Open or File > Open;

Navigate this dialogue box to look on the Desktop;

Change the Files of Type to read Text Documents;

Double-click the text copy of your script;

You'll be asked to choose to format it as a Script or Text. Choose Script;

© o N o 0o &~ w

Final Draft will import the text and render it as a feature screenplay;

10. Go to Home > Save or File > Save and save the script with any file name modifications you might want, such as
today's date or the word "master" (without quotes).

To apply a different format to this script, see Applying a Template. If it needs reformatting, see Reformat.

If you need to get content from a web page, a PDF or some other source that cannot be saved as a text file, copy and paste
it into a word processor and follow the steps above.


file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/Tutorials/Importing%20Content%20from%20Other%20Sources.htm
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Make Writing Dialogue Easier

Final Draft can make writing dialogue even easier by changing the Dialogue element to transition to Character with Enter
rather than keeping it set to its default transition-to element, Action.

1. Go to Format > Elements Settings and choose Dialogue from the list on the left;

2. Change the Enter value to Character.

Elements X

Element name: :
i Basic Font  Paragraph
Dialogue

Behavior

General
Scene Heading [ Start new page
Action
Character Paginate as: | Diglogue
Parenthetical
Dialogue Shortcuts
ransition
Shot i+ [5]
Cast List
New Act y 1 Action
End of Act INexI Element (Enter. Retum).l - ]
Segment Title Ssgr??Heading
\ Action
New Delete or
Parenthetical
Dialogue
Apply a Template... E Transgi!tion
Shot
Cast List
New Act
End of Act
Segment Title

From this point forward, pressing Enter after a character is finished speaking will insert a new Character paragraph instead
of a new Action paragraph. Final Draft's Auto-guess Next Character function is enabled by default and once it sees that
two characters are having a conversation, it will automatically insert the other character's name after the first character's
dialogue is over.

To see this work (after making the change to the Dialogue SmartType element as above):

1. Go to Help > Sample Scripts > Script to open the sample script Airship;
2. Click the mouse at the end of SUPPLICANT SUIT's 's line, She does have a habit of showing up late.
3. Press Enterto create a new Character paragraph;
4. Press D on the keyboard to display the character SmartType list;
5. SmartType displays the choices in gray; select DAX with the mouse or by typing the letters DA,
6. Press Enter to accept this character name;
7. Type a bit of dialogue and press Enter.
8. The character name SUPPLICANT SUIT will sketch in; press Tab to accept this choice;
9. Type a bit of dialogue and press Enter;
10. SmartType displays the choice DAX in gray;

11. Type a bit of dialogue and press Enter.
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Once again, as soon as Final Draft is aware that Supplicant Suit and Dax are having a conversation, it can supply their
names automatically with the Enter key.

To choose a different character name from the SmartType list or to enter a new name, simply overtype the auto-
suggestion. If there is a character match in SmartType, it will sketch in. If there is no character match, finish typing the
new character name, press Enter and it will be added to the Character SmartType list.

‘l IMPORTANT: By changing Dialogue's default transition-to element, to insert a
new Scene Heading, Action, Shot or Transition paragraph after a Dialogue paragraph,
you will now need to press Control + Element Number.

Manipulating the Page Count

Manipulating the page count, also called cheating the page count, is usually done to prevent widows/orphans. It’s also
done sometimes to keep the last line or two of a scene at the bottom of the page rather than letting it spill to the top of the
next page.

Widows and orphans refer to paragraphs that should stay together but are erroneously separated by a page break. A
Character name at the bottom of Page 5 and that character’s dialogue at the top of Page 6 is a widow/orphan situation.
Final Draft was designed to prevent this but as writers continually move, add and delete text, this can sometimes occur.

Producers need to rely on roughly one page per minute of screen time and 30 seconds per page for a sitcom. If the script is
cheated too much, those formulas go out the window.

IMPORTANT - Although you can undo changes to your pagination, it’s much
easier to create a new copy of the file and tweak that one. Go to File > Save As and call
the test copy something like “Scriptname — pagination test” (without quotes). If the new
copy isn’t right, you will still have the master. If it is right, rename it and use it as the
new master.

Local Indents (Margins)

Place your cursor anywhere within the element whose indent you want to change. In the ruler bar, click on the triangular
indent marker on the right. Drag it to the left or the right and the text will contract or expand accordingly.

If you’ve tweaked an element’s indents and want to restore them to default, you can use the Revert Paragraph icon (the
red X).

It’s not part of the regular toolbar set, but if you customize the toolbar to include it and you’ve changed the indent of a
particular block of text, if you put the cursor on that block of text and click the Revert Paragraph icon, the block of text
will be formatted to the element’s default indent.

Leading

You can tighten or loosen the vertical line spacing (leading, pronounced "ledding") of a particular block of text by
choosing Format > Leading and selecting an option. The options are Very Tight, Tight, Normal and Loose.
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Global Indents
You can narrow or widen the horizontal margin of one or more elements throughout the script.

Go to Format > Elements Settings;

Click the Paragraph tab;

On the list on the left, click the element whose indents you want to change;
Alter the left- or right-hand indents.

el A

Changing margins through the Elements control panel is global and will be applied to every instance of that element.
Best practice is to jot down the margin settings before adjusting them in the event that you want to undo the change.

Line Spacing Options

1. Go to Document > Page Layout;
2. Click Options;
3. Select an option from the Line Spacing field: Very Tight, Tight, Normal and Loose.

Line Spacing Differences
A script that’s exactly 100 full pages with Regular line spacing will come out as:
* Very Tight: 90
» Tight: 95
* Loose: 107
Text and Header/Footer Margins
Text margins control the amount of space left blank at the top and bottom margin of each page.

Header/Footer margins control the amount of space left blank above the header and below the footer.

1. Go to Document > Page Layout and click on the Margins tab;
2. Raise or lower the top or bottom Text and/or Header/Footer margins.

Due to variables in printer drivers and operating systems, there’s no exact formula for how adjustments made to either of
these two margin settings will translate into pages added or subtracted from the page count. That is, moving the bottom
text margin from (for example) 1” to .5” won’t reliably reduce a script’s page count on any computer by exactly (for
example) 1.5 pages. Some trial-and-error experimenting on test scripts will help you determine the appropriate settings.
We recommend leaving the default settings in place.
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Navigator

The Navigator is a tool that displays a variety of information about the currently-open script.

@ B Scenes

z Characters
Show
Navigator [P Scriptiotes

Navigator

e Navigator > Scenes

e Navigator > ScriptNotes

e Navigator > Characters

e Showing / Hiding the Navigator
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Navigator > Scenes

If the Navigator is not open, go to Tools > Show Navigator and click on the Scenes button at the top of the panel or click
the Scenes Navigator icon at the upper right of the application window:

a X

Era=--x

P Scene Navigator

Shows all the scenes in the
navigator

The Navigator panel will be displayed, open to the Scenes tab:

” ScriptNotes | Characters | =

Filtwr by
Ier oy

Order Title Location Color  Page o
CONFERENCE ROOM all
CORPORATE CUBICLE FARM i)
PRIUS B
CHEMO WARD =
APARTMENT COMPLEX
TRISH'S APARTMENT
MALCOLM'S BEDROOM
TRISH'S BEDROOM
BEDROOM

LIVING ROOM
CAPTAIN'S QUARTERS :
AIRSHIP DECK =
AIRSHIP - ENGINE ROOM

AIRSHIP

CITY STREET

- 00 0 O NN R W N -

P
N W -

L= - R - W B e T

S f wb. Sl sk e
Bw N - O
—
w

—
w
[
d=

3
4
»

Heading: INT. CONFERENCE ROOM - AFTERNOON

Tite

Color: [ Blue v
Summary:

She bebbles an important pressntation.

Set her up as being sensitive and a little sloppy.
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This view contains a table of the scenes in the active script. Each row of the table corresponds to a scene in the script. The
highlighted row in the Navigator corresponds to the currently-selected scene in the active script. If multiple scenes are
selected in the active panel, the highlighted row corresponds to the last scene you added to the selected scenes. If you
make another script active, the Navigator displays the scenes in the new active script.

Navigating to a Scene

Double-clicking a scene in the Navigator will display that scene in the active panel (see the Panels section). If the active
panel shows your script pages (Page/Normal View), the scene you chose in the Navigator will be displayed at the top of
the screen and the blinking cursor will be placed at the beginning of that scene.

Omn | Revipons Revision 3 Lok L Lotking
Scene Setup  Mode Pager Tools v

Rewsions Loced Pages

—
4 R
Navgator
T Scenes | Scripthotes | Chaacters [
Ovder  Intro Location Time Scene @
7 MALCOLM'S BEDROOM CONTINUCUS 7
2 STORAGE ROCM by
24 STORAGE ROOM 4
37 NIGHT SKY 32
5 EXT APARTMENT COMPLEX MOMENTSLAT.., 5
12 BXT ARSHP DECK Day 12
=< -4 HERD N T N ST
st 4 15 XY CITY STREEY 15
16 X7 STREEY 16
XY STRIEY CONTINUCUS L

If the active panel is set to an Index Card view, the card of the scene you chose in the Navigator will be positioned at the
top of the screen and highlighted.

Conversely, wherever you place the blinking cursor in a script page or whichever card you click on in an Index Card
panel, that scene will be highlighted in the Navigator.

Sorting Scenes

You can sort the scenes by any column in either ascending or descending order. To sort by a column: Click on the header
of the column you wish to sort by. The triangle indicates whether the column is currently sorted by ascending or
descending order.
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/
/ Scenes Scripth

Order Title Intro Location

14 EXT AIRSHIP

15 EXT CITY STREET

16 EXT STREET

18 EXT STREET

22 EXT STREET

27 EXT AIRSHIP

28 EXT DOCKS

29 EXT AIRSHIP

30 EXT RAVINE

3 EXT FOREST
1 INT CONFERENCE ROOM
2 INT CORPORATE CUBICLE FARM
3 INT PRIUS
4 INT CHEMO WARD
6 INT TRISH'S APARTMENT

Example: To group scenes by location intro (interior or exterior), click on the Intro column header. All exterior scenes
(EXT) will be displayed at the top of the list, followed by all interior scenes (INT). To reverse this order, click the Intro
column header and all the INT scenes will be displayed at the top of the list.

The Columns
The Scenes section of the Navigator contains the following columns (shown here alphabetically):

The Order column displays the numerical order each scene appears in the script, (e.g., the first scene in the script has a
“1” in the Order column, the second scene in the script has a “2” in the Order column, etc.). Note that the Order is not the
same thing as the scene number (see Scene Numbers).

The Color column displays the scene color. You can assign a color to each scene to make scenes easier to group and sort.
See the section below on the Scenes section for how to change the scene color.

The Intro, Location and Time columns display parts of the scene heading for each scene. The Intro column displays the
scene intro (either INT or EXT), the Location column displays the name of the location and the Time column displays the
time of day.

The Length column displays the length, in pages, to the nearest 1/8th of a page, of each scene.

The Page column displays the starting page number for each scene. The Scene # column displays the scene number for
each scene, if scene numbers have been generated. See Scene Numbers for information on how to generate scene
numbers.

The Title column displays the title of each scene. The title is a short text label you can assign to a scene, in addition to the
scene heading and summary, to make it easier to identify. See the section below on the Scene Properties Inspector for how
to enter and edit a scene title.

Filter By... The Navigator can display scenes based on search criteria you type into the Filter by... box at the top of the
panel. Place the blinking cursor into the Filter by... box by clicking your mouse one time in that space. Type a search
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parameter such as “ext.” or “int.” (without quotes), a location, a time of day, a character name or a word from a scene
summary. As you type, scenes containing the search term you entered will be displayed.

Example: Type the letters “st” (without quotes) into the Filter by... box and only scenes that contain that letter
combination in the scene heading or in the scene summary will be displayed.

Scenes A ScriptNotes Characters | =

st - ff——
Order Title Intro Location Color Page
21 STORAGE ROOM 34
24 STORAGE ROOM Bl 3%
12 She's.. EXT AIRSHIP DECK 13
15 EXT CITY STREET .
16 EXT STREET 25
18 EXT STREET 29
22 EXT STREET 34
31 EXT FOREST 43

Add the letter O to the text string and only scene headings or scene summaries containing "sto" are displayed:

Scenes | ScriptNotes Characters | =

o
Order Title Intro Location Color Page
21 STORAGE ROOM 34
2 STORAGE ROOM B 3

To view all scenes again, delete the search term from the Filter by... box. The Filter by... box does not search for
individual words in action or dialogue.

Scene Properties

The lower panel of the Navigator allows you to add information about a scene that is not displayed on the script page.
This information can be helpful in organizing, structuring and tracking the many scenes that comprise a script.

The scene’s Title: You can, if you wish, assign a short title to a scene in order to reference it quickly and easily. Click
into the Title field to enter or edit text and click anywhere outside the edit field to apply the change. The Title field is
blank until you enter text.

Examples of scene titles are “The Necktie Scene,” “The Bicycle Accident” or “Bob Meets Sue.”

The scene’s Summary: You can, if you wish, describe in greater detail what happens in a scene. This is particularly useful
at the story construction stage of the writing. The scene summary will appear in the Index Card summary view. Click into
the Summary field to enter or edit text and click anywhere outside the edit field to apply the change. The scene summary
field is blank until you enter text.
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An example of a summary is:

“Bob nervously walks up to the mailbox, places the briefcase with the top-secret papers underneath it and runs.
Sue is behind a bush waiting for him. When he starts running, she calls Fred on her cell phone, tells him the drop
has been made and follows Bob from a distance.”

This is too long for a scene title and provides an accurate description of what happens in the scene. It can be used to
indicate what has already been written or what still needs to be written.

The scene’s Color: You can, if you wish, assign a color to a scene. Assigning a color to a scene or group of scenes enables
you to organize your scenes into groups or categories. You can then sort the scenes by color in the Navigator. The Scene
View and Index Card panels also display the each scene’s color. To assign a color to a scene, click on the color dropdown
menu and select the color you want. This color will be applied to the scene immediately. If multiple scenes are selected,
the new color applies to all of the selected scenes.

Examples of how colors can be used to organize scenes are:

o All A-story scenes are red, B-story scenes are green and C-story scenes are purple;
o All park scenes are red, all restaurant scenes are green and all hotel scenes are purple;

o All Bob scenes are red, all Sue scenes are green and all Fred scenes are purple.

If multiple scenes are selected in the active Script panel, then the title and summary text boxes are unavailable. Thus you
cannot change the title or summary of multiple scenes at once. However, if multiple scenes are selected in the active
Script panel and all the selected scenes have the same color, then the color dropdown displays that color, which can be
changed here. On the other hand, if the selected scenes have different colors, then the Color dropdown is unavailable. If
each scene is to be assigned a different color, they will have to be selected one by one. In the Script panel, if the selection
highlight extends across the start of a scene heading, then both the scene previous to the scene heading and the scene that
contains the scene heading are selected.

Navigator > ScriptNotes

If the ScriptNotes Navigator is not open, go to Tools > Show Navigator and click on the ScriptNotes button at the top of
the panel or click the ScriptNote Navigator icon at the upper right of the application window.

&€ -5 x
| ScriptNote Navigator

Shows all the ScriptNotes in the
navigator

This view contains a table of all the ScriptNotes in the active script. If you make another script active, the Navigator
displays the ScriptNotes in the new active script.
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Scenes I ScriptNotes ' Characters E
Order Name Type Color Date Created Page
1 hospital Medical B Jul 14, 2016 09:36 AM 3
2 nextclosest.. Medical B ul14,201609:39AM 3
3 Reaction character Apr29,201605:09PM 4
4 Alternative May 02, 2016 01:50PM 9
5 bigand scar... character B u14,20160951AM 9
6 More fear character B Apr29,201605:12PM 12
7 sunfish vehicles B ul14,201609:40AM 17
I»’ = [ in script x
ScriptNote General Note Remove
Name: | sunfish |
Color: |l puple  v| Type: | vehides v
Note Text:
research what these look like — smallest and worst posaible model

See Insert ScriptNote for information on creating a ScriptNote.

See Insert General Note for information on creating a General Note.

Navigating to a ScriptNote

On a script page, click the mouse cursor on a colored ScriptNote marker on the right side of the page and if the Navigator
is not currently open, it will open and display that ScriptNote.

If the Navigator is open and the ScriptNotes section has been selected, click the mouse cursor either on the ScriptNote
marker or in the scene heading to which the ScriptNote marker is attached and that ScriptNote will be displayed.
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INT. AIRSHIP - ENGINE ROOM

Trish scurries alcng a cramped central catwalk, surrcunded by
whirring GEARS and SPROCKETS as big as she is.

The crew clambers after her. Zed in front.
And then Trish sees it. The life becat. It's nothing but a [
tiny sunfish sailbecat with a bunch of cdd wocden cross beams
attached haphazardly acrcss it. And it's sitting con top of a
trap dcor.
ZED

Don't you even think about it. You |
won't survive.

Conversely, double-clicking a ScriptNote in the Navigator will scroll to the scene containing that ScriptNote in the active
panel. If the script panel shows your script pages (Page/Normal View), the scene containing the ScriptNote will be
displayed at the top of the screen, the blinking cursor will be placed at the beginning of that scene and the scene will be
highlighted. If the active panel is set to an Index Card view, the card of the scene containing the ScriptNote will be
positioned at the top left of the screen and highlighted.

Sorting ScriptNotes

You can sort the ScriptNotes by any column in either ascending or descending order, identical to sorting in the Scenes
section.

The Columns

The ScriptNotes section of the Navigator contains the following columns. Because they can be placed in any order in the
header row, they are listed here alphabetically.

The Color column displays the ScriptNote's color. You can assign a color to each ScriptNote type to make them easier to
group and sort.

The Date Created column, which indicates the date on which the ScriptNote was created.

The Date Modified column, which indicates the most recent date on which the ScriptNote was edited.

The In Script column, which indicates whether the note is a ScriptNote attached to a particular paragraph or a General
note, which applies to the entire script. A checkmark in the In Script box means it is a ScriptNote and specific to a
particular paragraph.

The Name column, which displays the name of the ScriptNote (if the ScriptNote has been given a name).

The Order column displays the numerical order of each ScriptNote as it appears in the script, (e.g.,the first ScriptNote in
the script has a “1” in the Order column, the second ScriptNote in the script has a “2” in the Order column, etc.).

The Page column, which indicates on what script page number the ScriptNote has been inserted. General notes do not
have page numbers listed in this column.

The Scene # column displays the number of the scene in which the ScriptNote has been inserted, if scene numbers have
been generated.

The Type column, which indicates what kind of ScriptNote it is (if the ScriptNote has been assigned a type).
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Filtering ScriptNotes

The Filter By... section at the top of the ScriptNotes Navigator displays ScriptNotes based on search criteria you type into
the Filter by... box. Type a search term such as a word written in a ScriptNote, a ScriptNote type, a ScriptNote name or a

date on which one or more ScriptNotes was created or modified. As you type, ScriptNotes containing the search term you

entered will be displayed.

In this example, entering "ril" -- the first part of a character in the script named Riley -- will return all ScriptNotes that
contain this combination of letters.

Scenes ScriptNotes Characters

ril -
Order Name Type Color Date Created Page
1 hospital Medical Jul 14, 2016 02:36 AM 3
3 Reaction character Apr 29, 2016 05:09 PM <
4 Alternative May 02, 2016 01:50PM 9
I"' L [M In Script x
ScriptNote General Note Remove
Name: ‘ hospital
Color: Green ~ Type:  Medical v
Note Text:

check w/Dr. Watt fcr terminclogy

-- do we hear Riley's side of thes conversation?

To view all ScriptNotes again, delete the search term from the Filter by... box.

ScriptNotes Properties

The lower panel of the Navigator allows you to add information to a ScriptNote or edit existing ScriptNote text.
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I»" = 4] in script x

ScriptNote General Note Remove

sunfish

BB rupe | Type:  vehides v
Note Text:
research what these lock like -- smallest and worst possible model

ScriptNote / General Note: If the "In Script” box is checked, the note is a ScriptNote and is attached to a particular
paragraph. If the box is unchecked, it is a General note and applies to the entire document. General notes appear at the top
of the Navigator, above the ScriptNotes.

Delete: The red X on the right deletes this note from the document. You cannot undo this command.

Name: You can, if you wish, name a ScriptNote. Click into the Name field to enter or edit text and click anywhere outside
the edit field to apply the change. The Name field is blank until you enter text.

Examples of ScriptNote names are “Fix this immediately,” “Check with Legal on this,” and “Need alt line.”

Color: You can, if you wish, assign a color to a ScriptNote. To assign a color to a ScriptNote, click on the color dropdown
menu and select the color you want. This color will be applied to the ScriptNote immediately.

Examples of ScriptNote color schemes are making all Director’s Notes red, all of Sue’s Notes blue and all Dialogue Notes
green. Another way to organize ScriptNote colors might be First Revision Set notes are blue, Second Rev Set notes are
pink and Third Rev Set notes are yellow.

Type: You can, if you wish, assign a type to a ScriptNote by clicking the dropdown menu.

Examples of ScriptNote types are Director’s Notes, Sue’s Notes, Dialogue Notes and Camera Notes. Another way to
organize ScriptNote types might be Urgent, Important, and Pending. Still another way to organize ScriptNote types might
be by revision set.

Note Text: Click into this field to compose or edit a ScriptNote and click anywhere outside the edit field to apply the
change. The Text field is blank until you enter text.
Moving a ScriptNote from one place to another

1. Open the ScriptNote Navigator (if it's not already open);

2. On the script page, click into the paragraph connected to the ScriptNote you want to move;

3. Uncheck the "In Script" box;

4. On the script page, click into the paragraph to which you want to attach the Scriptnote;

5. Check the "In Script™ box.

The ScriptNote is now attached to this paragraph.
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o ScriptNotes added to a script in Final Draft 10 will not retain some properties
when the script is opened in Final Draft 8.

Navigator > Characters

If the Characters Navigator is not open, go to Tools > Show Navigator and click on the Characters button at the top of the
panel or click the Characters Navigator icon at the upper right of the application window:

- o X
EHPEE - e x

& Character Navigator

Shows all the characters in the
Navigator

The Navigator panel will be displayed, open to the Characters tab.

Scenes ScriptNotes | Characters “L:";
Order Title Location TRISH TRISH'S ARC A
1 CONFERENCE ROOM = distracted at work
2 CORPORATE CUBICLE FAR... =  disappointed
3 PRIUS =
B CHEMO WARD =.!  wath Riley -- not looking good
5 APARTMENT COMPLEX =)
6 TRISH'S APARTMENT =) at least she has Malcolm
7 MALCOLM'S BEDROOM =)
8 TRISH'S BEDROOM
4 BEDROOM
10 LIVING ROOM =!  self-doubt
n CAPTAIN'S QUARTERS 3
12 AIRSHIP DECK — can she do this?
13 AIRSHIP - ENGINE ROOM E
14 AIRSHIP =
15 CITY STREET Z .
Heading: INT. CONFERENCE ROOM - AFTERNOON
Characters n this scene: Character Arc Beat:
SUPPLICANT SUIT = distracted at work

This view contains a table of all the Character notes in the active script. If you make another script active, the Navigator
displays the Character notes in the new active script.
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You can navigate to a scene and sort and arrange columns in this section the same way as in the Scene section. Unlike the
Scenes section, this section allows you to track the scenes in which one or more of the script’s characters speaks.

The Columns

The Characters section of the Navigator contains all of the columns found in the Scenes section plus a Character column
and a Character’s Arc column.

Click the Add/Remove Column icon at the far right of the Navigator toolbar...

...and a context menu will appear. It indicates which characters and character arc beats are currently shown and allows
you to select additional characters and/or characters' arc beats to be shown:

To add another character's arc beats, click Show Character (and/or Character Arc) and choose a character to track:

—_ Teinir rnrey B B R

Show Character X

Choose a character:

CYBORG v

CYBORG
DAX
DEANNA
—DUMB THUG

GIRL r
GRISS
GRUFF MAN
IMP

JERIS
__IMAC ]
= MALCOLM —
ORC
PATIENT
at: |REGGIE
—RILEY
SHOPKEEPER. Choose a character:
TOP SUIT SUPPLICANT SUIT v
TRISH

s Cancel
ZED

Show Character X

You can, if you wish, add a column for each of your characters. You must add Character columns one at a time, you
cannot multiple-select from this dropdown menu. When a Character (and/or Character Arc) is chosen, his or her name
(and/or his or her character arc) will appear as a column header.
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Scenes }‘WS"c?ithotes | Characters l
Show Character... |
TRISH  TRISH'S ARC Show Character Arc...
ROOM =) distracted at work +  SUPPLICANT SUIT
\UBICLEFAR.. =  disappointed + TRISH
= v TRISH'S ARC
) = with Riley -;#fot looking goot
*OMPLEX |§| v Order
TMENT =) ast she has Malcolm Color
'EDROOM = o
JOM Length
— v Location
=) self-doubt
IARTERS = pei
= can she do this? Scene #
INE ROOM = Time
= v Title
l—:r‘ >
Navigator
Scenes \ 7_ ScriptNotes | Characters |
Filter by..
O?der Title Location TRISH TRISH'S ARC SUPPLICANT SUIT
1 CONFER.. & 5
2 CORPO.. =)
3 PRIUS )
4 CHEMO... =
5 APART... =
6 TRISH'S ... =

Characters

If a character has dialogue in a scene, a dialogue bubble icon will be placed in that character’s column in that scene’s row.
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Scenes ScriptNotes [ Characters |§
O,rder Title Location TRISH TRISH'S ARC SUPPLICANT SUIT A
1 CONFERENCE ROOM distracted at work =
2 CORPORATE CUBICLE FAR... =/ disappointed
3 PRIUS =
- CHEMOC WARD =2 with Riley -- not looking good
5 APARTMENT COMPLEX (=
6 TRISH'S APARTMENT (=) t least she has Malcolm
7 MALCOLM'S BEDROOM =
8 TRISH'S BEDROOM
9 BEDROOM
10 LIVING ROOM = self-doubt

This can be useful in determining how many and which scenes characters appear in and how many and which scenes
combinations of characters interact with each other.

If the character (in this example, Dax) has been added to a scene but has no dialogue, and that character has been added as
a column in the Character section of the Navigator, the character's non-speaking presence in the scene will be denoted by
a dialogue bubble with a red X.

Scenes ScriptNotes Characters E
Order Title Location TRISH  TRISH'S ARC DAX o

1 CONFERENCE ROOM distracted at work

2 CORPORATE CUBICLE FAR... = disappointed

3 PRIUS =

4 CHEMO WARD = with Riley -~ not looking good

5 APARTMENT COMPLEX =

6 TRISH'S APARTMENT at least she has Malcolm

7 MALCOLM'S BEDROOM =

8 TRISH'S BEDROOM

9 BEDROOM
10 LIVING ROOM - self-doubt
n CAPTAIN'S QUARTERS —
12 AIRSHIP DECK = can she do this? 53
13 AIRSHIP - ENGINE ROOM =)
14 AIRSHIP =) =)
15 CITY STREET

Character’s Arc

Content added to the Character Arc Beat box in the lower panel will be displayed in that character’s column and in that

scene’s row.
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Filter By...

Displays scenes based on search criteria you type into the Filter by... box at the top of the panel. Type a search term such
as words written in Character Arc beats, character names, locations or any other terms that work in the Scenes section
Filter by.... box. As you type, scenes containing the search term you entered will be displayed.

To view all Character notes again, delete the search term from the Filter by... box.
Characters Properties

The lower panel of the Navigator allows you to add information about a character in a scene. This information can be
helpful in organizing, structuring and tracking a character’s individual story as it progresses through the script.

The Character in this Scene box displays the speaking characters in the scene selected in the upper panel.
Non-Speaking Characters
To add a non-speaking character to a scene

If you need to add a character to the scene but the character does not have dialogue, click the Add button at the lower left
and you will be able to enter a non-speaking character to the scene:

15 CITY STREET

-~ o

Heading: EXT. AIRSHIP DECK - DAY

Characters in this scene: Character Arc Beat:
DAX 2X) A
IMP
JERIS

MAC =
NEW CHARACTER} X
TRISH =
ZED =) v

Examples of non-speaking characters are Orderly, Receptionist, Atmosphere or Extras.
To remove a non-speaking character from a scene

Click Remove from underneath the Character in this Scene box. This box will be disabled if you select a character who
speaks in the scene.

As with speaking characters, if you create a non-speaking character, you can add this character and/or the character’s arc
to the columns in the upper panel.
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The Character Arc Beat tool

Many if not most screenplays, TV shows and stage plays can be discussed in terms of character arc — the dramatic
journey that changes a character from (for example) inexperienced to experienced, unfulfilled to fulfilled, downtrodden to
victorious.

A simple example of a character arc is:

Bob is unhappy at work because he feels is underpaid;
Bob works extra hard on an assignment;

Bob is praised by his boss;

Bob gets a raise;

o~ DN e

Bob is happy at work.

The Character Arc Beat box allows you to attach notes to particular scenes about where the character is on his or her
dramatic journey:

1. Choose a scene from the upper panel,

2. Click into the Character Arc Beat field in the lower panel to enter or edit text;

3. Click anywhere outside the edit field to apply the change.
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Scenes ScriptNotes =

Order Title Location TRISH  TRISH'S ARC DAX o

CONFERENCE ROOM 3

CORPORATE CUBICLE FAR... -2 disappointed
PRIUS 2
CHEMO WARD s with Riley -~ not looking good
APARTMENT COMPLEX
TRISH'S APARTMENT ! at least she has Malcolm
MALCOLM'S BEDROOM
TRISH'S BEDROOM
BEDROOM

LIVING ROOM = self-doubt
CAPTAIN'S QUARTERS =
AIRSHIP DECK E can she do this? LX
AIRSHIP - ENGINE ROOM =
AIRSHIP = =
15 CITY STREET

L= e B - Y S

B e e
S wN - o

Heading: INT. CONFERENCE ROOM - AFTERNOON
Characters in this scene: Character Arc Beat:
SUPPLICAN;f SUI‘f J distracted at work
TOP SUIT =
TRISH J

(Cagd ] Remove

Using the Character Arc beats section in the Navigator can help you determine the exact scenes or groups of scenes in
which the character's arc beats should occur.

The Character Arc Beat field is blank until you enter text.

Showing / Hiding the Navigator

The Navigator will be open by default the first time you run Final Draft. To remove it from your screen:
Choose Tools > Hide Navigator

-or-

Click on the Close border icon of the Scene Navigator window:
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Order lnt;o
20
23
30
5 EXT
13 EXT
14 EXT
15 EXT

To display it again, choose Tools > Show Navigator

-0r -

Location

MALCOLM'S BEDROOM
STORAGE ROOM
STORAGE ROOM
NIGHT SKY
APARTMENT COMPLEX
AIRSHIP

CITY STREET

STREET

Click one of the Navigator icons in the toolbar.

Size and Position

Time
CONTINUOQUS

A

To resize the Navigator, mouse-click and hold a corner or a side of the Navigator window and drag. To reposition it on
your screen, mouse-click and hold the bar at the top of the Navigator window and drag the Navigator where you want it.

If the Navigator is open when you close Final Draft, it will be visible and have the same size and position as when you
closed the program. If the Navigator is closed when you close Final Draft, it will also be closed the next time you open
Final Draft. The upper and lower panels may be resized; when one panel is enlarged, the size of the other will be reduced.
Position the cursor on the line between the two panels so that the resize cursor is shown, hold down the mouse button and

drag the line up or down.
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Order Title
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Location

CONFERENCE ROOM
CORPORATE CUBICLE FARM
PRIUS

CHEMO WARD
APARTMENT COMPLEX
TRISH'S APARTMENT
MALCOLM'S BEDROOM
TRISH'S BEDROOM
BEDROOM

LIVING ROOM
CAPTAIN'S QUARTERS
AIRSHIP

AIRSHIP

CITY STREET

STREET

Color
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Page
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Heading: EXT. APARTMENT COMPLEX - MOMENTS LATER

Title:

The Navigator is comprised of three sections: Scenes, ScriptNotes and Characters. It has an upper panel that displays a list
of scenes, ScriptNotes or characters and a lower panel that displays detailed information about the item selected in the list.

Changing the way the columns display

You can choose which columns to display. By default, only certain columns are visible and each section -- Scenes,
ScriptNotes and Characters -- has a different set of menu items available. You can choose to show or hide any column
except Order. To show or hide a column in the Navigator, click the Add/Remove Column icon at the far right of the

Navigator toolbar:

o/

Y

Navigator
Scenes ScriptNotes | Characters
P4
Order Title  Location TRISH  TRISH'S ARC

1 CONFERENCE ROOM = distracted at
2 CORPORATE CUBICLE FAR... = i
3 PRIUS
- CHEMO WARD Riley -- not looking gooc
5 APARTMENT COMPLEX
6 TRISH'S APARTMENT at least she has Malcolm
7 MALCOLM'S BEDROOM
8 TRISH'S BEDROOM
9 BEDROOM

10 LIVING ROOM F self-doubt

1 CAPTAIN'S QUARTERS =

12 AIRSHIP DECK = can she do this?

—
How

AIRSHIP - ENGINE ROOM
AIRSHIP

<

Show Character...
Show Character Arc...

TRISH
TRISH'S ARC

Order
Color
Intro
Length
Location
Page
Scene#
Time
Title
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Each column available to display in the Navigator has a corresponding menu item. If a column is currently visible, its
menu item is checked. Select a column’s menu item to hide or show it. If you hide the column that the Navigator is
currently sorted on, the sort order will revert to the default sort order (ascending by the Order column).

You can change the width of a column and the order the columns appear in the Navigator. To change the width of a
column:

1. Hold down the left mouse button over a column boundary in the header;

2. When the mouse cursor changes to a resize cursor, drag the mouse left or right to change the width of the column.

T
Order Title | Location (—@m—ngb

1 CONFERENCE ROOM 1
2 CORPORATE CUBICLE FARM B 2
3 PRIUS N
4 CHEMO WARD 4
5 APARTMENT COMPLEX M S
6 TRISH'S APARTMENT 5
7 MALCOLM'S BEDROOM B o
8 TRISH'S BEDROOM B s
9 BEDROOM 8
10 LIVING ROOM 8
11 CAPTAIN'S QUARTERS B
12 AIRSHIP 17
12 AlDCcumn 10
L
NOTE

~— If acolumn is too narrow to display the contents of a cell, hover the cursor over
the cell and a pop-up window will appear that displays the entire note:

r by
ItEr oy

Order Name Type Color  Date Created Page

1 hospital Medical B Jul 14, 2016 09:36 AM

2 next closest.. Medical B0 Jul 14,2016 09:39 AM

3 Reaction character Apr 29, 2016 05:09 PM

4 Alternative May 02, 2016 01: 38M

‘ big and scary REGGIE answers without looking back at her _

6 Morefear character - Apr 29, 2016 05:12 PM 12

7 sunfish vehicles B 14, 2016 09:40 AM 17

The width of each column is saved as an application preference. The Navigator column widths will be as you left them the
last time you closed the program.

To rearrange columns:
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1. Hold down the left mouse button on the header of a column;
2. Drag it to another location. You will see the new location highlight;

3. Release the mouse button. The column order is saved as an application preference and will be as you left it the last
time you closed the program.
Panels

Final Draft's Panel system allows you to display the Script panel, Index Card panel and/or Scene panel individually or any
two of these at a time by splitting the screen vertically or horizontally. Some examples:
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Pages and Scene View -- Vertical Split
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MALCOLM'S BEDROOM - CONTINUOUS p.6
Tnsh opans the door to see MALCOLM and a sixteen year old

thinking about Trish

INT. TRISH'S BEDROOM - CONTINUOUS p.8
Tmhlﬂs&mylhdqornfhedmwbe&mh’shm

thinking about Malcokm
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INT. BEDROOM - NIGHT p.8
Now completely dark, Trish awakens to hear the TV blasting n

can't skeep
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™
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At e vea e

INT, LIVING ROOM - CONTINUOUS
The main area of the apartmaent. Undivided kitchen, dining
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Pages and Cards -- Horizontal Split
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Pages and Pages -- Vertical Split

‘j ' Fimal Deaft - (Arip - Saigt — with card content) 0
Home rie zde View Pocreat Irert Dotument Yook Progustian Meip PEPrARE-8x
=1 1= " - _s_ P e Mates
== o -
SR ‘ R

Woomet | Page | Soeed  Best Shaw Sow  Mde Zeow oy
Baaied Navigator Stary Map  Ats " Shew hmusin Map~ \ew

Yy Spie Show e Taom

2 ' ) aeet Borihainy o8
- a :

MoScene 5 el 82 Sene Hestmg  Mesdy = I % 0%

The Panels feature gives you the flexibility to tailor the display to the way you want it to work. Some examples:

o Use only the Summary Cards view to fill your screen with story beats or plot points, giving you a high-altitude
view of the project that can help you structure the story;

e Split your screen and with Script > Page view in both panels, display Scene 1 and Scene 100 at the same time. This
can assist you in ensuring that an important conversation in Scene 1 is accurately recalled in Scene 100;

e Have Scene View in one panel and script pages in another to easily see what scenes precede and follow the scene
you're currently writing.

=2 TIP: Take time to experiment with the Panels system to see how it can best work
for you.

Script Panel

The Script panel is the standard textual view of the script. The Script panel has three different display modes: Normal
View, Page View and Speed View. The Normal and Page views are WYSIWYG (What You See Is What You Get)
displays, meaning that the font, text layout and pagination are presented on your screen exactly as they will be printed.
Speed View is WYSIWY G except for pagination.
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Script - Normal View

Choose Normal View to display the text of the script with all active components: page breaks, page numbers, dialogue
breaks, mores, continueds, headers and footers. See Script - Normal View for more information.

Script - Page View

Choose Page View to display the text of the script on realistic-looking script pages, with all active components: page
numbers, dialogue breaks, mores, continueds, headers and footers. See Script - Page View for more information.

Script - Speed View

Choose Speed View to display the text of the script as if it were a single, continuous page, which means more of the text
appears on screen. Speed View looks like Normal View but without any of the active components. See Script - Speed
View for more information.

Index Card Panel

The Index Card panel is designed to approximate a common way scripts are developed, structured and annotated. Each
card represents one scene.

A scene is defined as extending from the first letter of a scene heading to the last possible punctuation mark or letter
before the next general, scene heading or transition element.

Cards are ordered in a left-to-right, top-to-bottom fashion. This section describes functionality that is specific to the Index
Card panel. For discussion of functionality common to both the Index Card panel and the Scene panel, see Scene Panels
and Index Card Panels.

The top line of each card contains the scene’s scene heading, scene number (if any) and page number. Cards (scenes) may
be added in both Index Cards views and the number of columns of cards viewed at any time may be changed. Index Cards
may be viewed along with the Script (see following).

&
' Most functions and commands that are used to write or edit the script are not
available in the Index Card panel. You must be in the Script panel to access them.

Index Card Panel Display Modes

The Index Card panel has two display modes, Summary and Script, which simulate the two sides of a physical index card.
The Summary display is blank initially and available for you to type in notes pertaining to the scene.
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Hide
Navigstor Story Map Al

01: Final Draft - [Airship - Script - with card content] - O X
bm Fle  Edt | View | Fomst inset  Document  Tooks  Produdion  Help FPra®-ex
=) B Beat Board | Hide Scriptiotes
= =l ’ . B index Cards * @ n 'e-  Hide Ruler
Normal Page Speed !mm- Show Show

.' Show Imisities

EE

INT. AIRSHIP - ENGINE ROOM

p.17

INT. BEDROOM - NIGHT p.8 INT. LIVING ROOM - CONTINUOUS i
cant sleep . [INTRO Deanna
=*Deanna should be wearing 3 yellow blouse
]
Trish is scared of him

set up the necktie scene in Act 2

plant seeds of doubt in Trish's mind about Dax

WEEC ¥

p.19

@ 100% |1oms il i
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The Script side contains some of the script text from that scene.

9 ) Final Draft - [Alrship - Script - with card content] - (=] X
Mome  File Edt  View Format  Inset  Document  Tools  Producdion  Help P a&E-sx
B [ o | Bl verticatty REA |» ride seriptiiotes =
=1 - Wi @® g Ve @ | E
Normal Page Speed Beat | Index | Scene | Unsplit : Show Show Mide = Zoom Story | Classic
Board Cards | View | a0 PAnels | Navigator Story Map  Alts o snow iemusies Map * View
Views Spit Show/Mide Zoom
-~
INT. BEDROOM - NIGHT p8 INT, LIVING ROOM - CONTINUOUS p.8
[Now completely dark, Trish awakens to hear the TV blasting| | |The main area of the apartment. Undivided kitchen, dining
n the other room. area and fiving room. The TV is on as loud as it can go.
She pulls herself up and walks nto - She walks over to the coffee table, picks up the remote.
The TV shows some footage of cannonballs zinging back
and forth across a blue sky.
Trish turns off the TV. Sees a note above the Tv:
“Lunchesi™
She absentmindedly sets her iPhone down on the table and
pockets the TV remote,

She goes to the fridge. Opens ®. Sees a disposable bottle

of water, front and center. Struggles to twist off the cap,
| Fmallv nete it Sha chainc it

INT. CAPTAIN'S QUARTERS - DAY p.a1 EXT. AIRSHIP DECK - DAY p.13
‘;S;h;é;?ﬁﬁig‘f out. 3‘6 3 bny bed - dleos danqhg“mover u;em Trish backs up against the main mast.
- in the comner of a rustic wooden room. st as
she was onboard some sort of esghteenth century Cyborg Girl and Imp Man step doser to her. Zed exits his
e quarters onto the deck.
TRISH ZED
What the hell? She ain't one of them.
Her eyes take in the junk lining the walls. Little metal tools, | | |
weapons, rope, some archax fishing rod. It takes her 3 Who is she then?
moment to notice the two-foot tall bearded MAN standing in 2ED
iy 2 some stowaway. Ignore her. Anyw: 're in battle
This 15 ZED (50). His unmessable mischaevous smile says o A e SNar e R
h.’e.:-amihzmaﬁm And ha ie i condiions. Mac, why arent you flying?
INT. AIRSHIP - ENGINE ROOM p.17 EXT. AIRSHIP p.19
Trish scurnies along a cramped central catwalk, surrounded The ship sails through douds now, no wisibility.
by whirring GEARS and SPROCKETS as big as she is, Mac steers. Dax and Zed check the damage where the
The crew dambers after her. Zed in front. CaNNonN was.
A%?hen Tnsh seeig_'it. Tbhe Iifeol:oadt& lfzon:ﬂw butbz tny Jens lounges on 3 chair on the deck.
B sailboat with a bunch of odd wooden cross beams
attached haphazardly across it. And it's sitting on top of 3 The coly sound is the wind. Serans.
trap door. Until the sail rope SNAPS! The ship plummets a8l at once. =
BEEC @) 100% [100% =

To change the display mode of an Index Card panel, go to the View menu and choose Index Cards - Script or Index Cards
- Summary.

- Or -
Right-click the mouse on any card and choose Script View or Summary View from the context menu.
Summary Cards

In addition to the scene heading, scene number and page number, the Summary cards contain any notes you've written
pertaining to the scene.

Example: A useful Summary card might contain this text (without quotes): "Bob confronts Sue about the secret
documents."” This is a concise description of the story beat or plot point conveyed in this scene. Additional notes about
what happens in the scene may also be added.
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& TIP: Creating a set of Summary cards with one story beat or plot point per card
may be a good way to structure a script, before you go to pages. Arranging and
rearranging the cards until your story is exactly where you want it can mean less
rewriting time.

To add summary text to an Index Card:
1. Click once in the summary area of an Index Card;

The cursor appears in the summary text area of the Index Card.

2. Typeinany text;
3. Click anywhere else in the panel to apply the changes to the card.

Script Cards

The Script cards display text from the scenes in the actual script -- as much of the beginning of the scene as the card can
hold.

The amount of text the card can hold depends on the size of the card, which depends on the View > Cards Across setting.
If more cards are displayed, the cards are smaller and less text is visible.

Text in Script cards cannot be edited but the scene heading may be edited.

Editing the Scene Heading

You can edit the scene heading of a scene in either display mode of the Index Card panel.
To edit a scene heading in an Index Card:

Click the scene heading in an Index Card;

The cursor appears in the scene heading text area of the Index Card.

2. Edit the scene heading.;

3. Click anywhere else in the panel to apply the changes to the card. Any changes made to the scene heading in an
Index Card will be reflected in the actual script.

Changing Fonts and Font Size

Index Cards can use any font and font size available on your computer.

&
NOTE
~— The default font for the Index Card panel is Verdana 9.

&
NOTE
~—/Changing the font/font size of the Index Cards does not affect the font/font size of
the script.
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@ IMPORTANT: If you transfer your script to another computer, the font/font size
might change due to unavailability of a particular font/font size on the second computer.

To change the font and font size of Index Cards, choose Format > Font.

The Index Cards appear in the selected font and size. The font changes for all the text in all the Index Cards in the script.
You cannot change the font for individual index cards or ranges of text in the summary.

Printing Index Cards

You can print the Index Card panel to actual index cards, regular paper or special card stock made by Avery and other
vendors.

To print Index Cards:

1. Choose File > Print Cards;
2. Set the options as desired:;
3. Click OK.

The standard Print dialogue appears.

4. Choose the number of copies to print, page range, etc.;
5. Click OK.

&
NOTE
The current display mode of the Index Card panel (Summary or Script) prints.
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Print Cards dialogue

The Print Cards dialogue allows you to configure how the cards will print.

Print Cards X

Layout
(® Index Cards 35 ~

(O Index card paper

(O Custom Across:
Down: 5
Options
[] selected cards only
Frame cards

Print gray backaround

Cancel

Layout
Index Cards

Selecting this option allows you to print on actual index cards. You can choose to print on either 3x5 or 4x6 index cards.
Index Card Paper

This option allows you to print to pre-cut perforated index card stock.
Custom

This option allows you to print to custom-size paper. When you choose this option, the Across and Down adjustment pop-
up lists become available so you can set the number of cards that will print on a page. Since all printers are different, some
experimenting and test prints may be necessary to get the desired results.

To change the number of cards that will print on a sheet, enter or select numbers in the Across and Down pop-up lists.
You can choose File > Print Preview to view how cards will be printed.

Options
Selected Cards Only

If you select this option, only the selected cards in the panel print.
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Frame Cards

If you select this option, each card prints with a black border around it.
Print Gray Background

If you select this option, a gray background prints behind the cards.

To print on index cards

1. Select the Index Card layout option;

2. Select “3x5” or “4x6” from the Card Size dropdown;
3. Click OK and the standard Print dialogue appears;
4

Make sure you place the index cards in the manual feed tray of your printer. See your printer’s documentation for
instructions on using the manual feed tray to print small paper sizes;

5. Click OK/Print in the Print dialogue.

&

HTE
NOTE

~—.'Some printers are unable to print on paper as small as 3x5 (or even 4x6) index
cards.

Index Card Context Menu
Right-click anywhere in the panel to access the Index Card panel context menu.
Summary View/Script View

These menu items allow you to toggle between Summary View and Script View. The active view will have a check-mark
next to it.

Insert New Scene

Allows you to create a new Index Card. See Insert New Scene.

Insert Non-Speaking Character

See Insert Non-Speaking Character.

Send to Script
See Send to Script.

Scene Colors

The Index Card panel context menu contains items for changing the selected scene’s color.
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Scene Panel

Similar to the Index Card Panel, the Scene panel also gives you a scene-only view of your project. Each row in the Scene
panel contains a scene's scene heading, the first line of action, the scene title (if you have entered one) and the first line of
the scene summary (if you have entered one).

Scene Panel Fields

You can choose to hide or show the scene title, summary and/or action in the Scene panel. Hiding one or more of the
Scene panel items reduces the height of each row which allows more scenes to become visible on the screen.

To hide the Action / Scene Title / Summary, right-click anywhere in the panel and choose Hide Action / Scene Title /
Summary from the context menu.

INT. CAPTAIN'S QUARTERS - DAY
She's sprawled out on a tiny bed - legs dangling over the foot - in the comer of a ru:
Add Scene Title

INTRO Captain Hide Action
EXT. AIRSHIP DECK - DAY $Aie Soume e
Trish backs up against the main mast. Hide Summary
Insert New Scene
ATTACK!! Insert Non-Speaking Character
INT. AIRSHIP - ENGINE ROOM None '
Trish scurries along a cramped central catwalk ]  Red ds
Orange
set up the necktie scene in Act 2 Yellow |
EXT. AIRSHIP B Green
The ship sails through douds now, no visibility. =8  Blue
B Purple
straggler attack? B Grey

| EXT. CITY STREET
The View > Hide Action / Scene Title / Summary menu item now changes to View > Show Action / Scene Title /
Summary and the context menu now has a Show Scene Title / Action / Summary command instead of a Hide Scene Title /
Action / Summary command.

Note: Hiding or showing Action / Scene Title / Summary text applies to all scenes; changing a color applies only to the
selected scene.

&
NOTE _ o
~~~You cannot hide the scene heading in the Scene panel.

Editing Scene panel fields
You can edit the Scene Heading and Scene Title in the Scene panel.
To edit the Scene Heading of a scene in the Scene panel:

Select the scene you wish to edit;
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1. Click once on the Scene Heading;
2. Enter or change the text;

3. Click anywhere else in the panel to apply the changes to the scene.

To edit the Title of a scene in the Scene panel:

Click once on the Title;
1. Enter or change the text;

2. Click anywhere else in the panel to apply the changes to the scene.

&
NOTE
~—~~You cannot edit the action row in the Scene panel.

&
NOTE
~—When you select a scene, the editable fields display ghosted grey text that indicates
where you can type.
Tab key

You can edit the next or previous editable section in the Scene panel by hitting the Tab key to move to the next section or
Shift + Tab to move to the previous editable section. If you have made changes in the current editable area, when the Tab
key is pressed those changes are applied to the scene.
Scene Panel Context Menu

Right-click anywhere in the panel to access the context menu. In addition to menu items for hiding or showing Action /
Scene Title / Summary text, it has:

Insert New Scene
Allows you to create a new Scene row.
Scene Colors
Allows you to change the selected scene’s color. The scene will retain this color in both Index Card views as well.
Printing the Scene Panel
Like the Index Cards, you can also print the Scene panel.

To print the Scene Panel:

Choose Home > Print or File > Print;
1. Choose print settings;
2. Click OK (or Cancel).
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Scene Panels and Index Card Panels

Both the Index Card panel and the Scene panel share many functions that work the same way. This section describes those
functions for both types of panels.

Selecting Scenes

You can select more than one scene using the mouse by holding down the Shift or Control keys when you click on a
scene.

To select a range of scenes using the mouse
1. Click on a scene you want to be either the start or the end of the range of scenes you wish to select;

2. Hold down the Shift key and click the scene you want to be the other end of the range of scenes you wish to
select.

The range of scenes between and including the two scenes you clicked on are selected.
To select individual scenes or add a scene to the set of selected scenes

Hold down the Control key and click an unselected scene. The scene you clicked on is added to the set of selected scenes.
To remove a scene from the set of selected scenes

Hold down the Control key and click a selected scene. The scene you clicked on is removed from the set of selected
scenes.

To select all scenes

The Edit > Select All command selects all the scenes in the script. You can also select all scenes with the keyboard using
Control + A.

Rearranging Scenes

Because many scenes are viewed at once, it's easy to rearrange them. Scenes can be repositioned by selecting a scene or
scenes then dragging and dropping them to a new location.

Any changes made will be reflected in the arrangement of the script.
To reposition scene(s):

1. Select the scene or scenes to be moved:;

2. Hold down the mouse button and drag the selected scene(s);
An indicator appears showing you where the new scenes will be dropped if you release the mouse button;
3. Release the mouse button.

The selection moves to the desired location. The other scenes shuffle to reflect the new order.
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You can also rearrange scenes with the standard Cut, Copy, Delete and Paste commands available in the Edit menu. The
Delete command removes all the selected scenes. The Cut command removes the selected scenes and puts them on the
operating system'’s clipboard. The Copy command puts the selected scenes on the clipboard but does not remove them
from the script. The Paste command inserts the scenes on the clipboard where the blinking cursor is positioned.

Keyboard Navigation

You can use the keyboard to navigate among the scenes in the Scene panel or Index Card panel just as you can in the
Script panel for words and characters.

If you have selected multiple scenes, then the current scene is the last scene that you added to the selection, and the
anchor scene is the first scene that you selected.

&
NOTE
—If the script is in Scene View, the following key combinations that refer to
selections within rows will not apply.

Arrow Keys

The Left Arrow key selects the previous scene and the Right Arrow key selects the next scene in the sequence.

The Up Arrow key selects the scene in the same column as the current scene in the previous row. The Down Arrow key
selects the scene one row down.

The Shift + Right Arrow key combination selects the current scene and following scenes one at a time. The Shift + Left
Arrow selects the current scene and previous scenes one by one.

The Command + Up Arrow key combination selects the first scene in the view and the Command + Down Arrow key
combination selects the last scene.

Home and End keys
The Control + Home or End key combination selects the first or last scene.
The Shift + Home or End key combinations selects the range of scenes from the current to the first or last scene.

Page Up and Page Down Keys
The Shift + Page Up key combination scrolls the panel up one view, where a view is as much vertical space that is visible
in the panel, and extends the selection to the scene one view up from the current scene. The Shift + Page Down key
combination scrolls the panel down one view and extends the selection to the scene one view down from the current
scene.
Insert New Scene
This command is only enabled when the active panel is an Index Card panel or a Scene panel.

To insert a new scene:

Select Document > Insert New Scene from the main menu or select Insert New Scene from the Scene panel context menu
right-click.
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The new scene is inserted after the currently selected scene. If no scene is selected, the new scene is inserted at the end of

the script.

Double-click to Go To Scene

If you double-click on a scene in an Index Card panel or Scene panel and the window is split, you go tot he scene you
clicked on in the inactive panel, and that panel becomes active.

If the inactive panel is a Script panel, the cursor goes to the beginning of the scene and the script panel scrolls to
keep the cursor in view;

If the inactive panel is a Scene panel or Index Card panel, the scene corresponding to the one you clicked on is
selected and the panel scrolls to keep the selected scene in view.

Coloring Scenes

You can assign any scene in a script a color, which makes the corresponding scene in the Scene panel or Index Card panel

appear in that color. By default, a new scene has no color.

To color a scene:

Click on the scene in the Scene panel or Index Card panel you wish to color;

1.
2.

Select Tools > Navigator and choose the Scenes section (if it not is already showing);
Select a color from the color chooser in the Scene Properties Inspector;

-or-

Right-click on the panel and select a color from the context menu;

The selected scene now displays in that color;

You can change the color of multiple scenes at the same time.

To color multiple scenes:

Select more than one scene in the active Scene panel or Index Card panel (see Selecting Scenes, above);

Select Tools > Scene Properties to show the Scene Properties Inspector if it is not already showing;
Select a color from the color chooser in the Scene Properties Inspector.

-or-

Right-click on the panel and select a color from the context menu;

All of the selected scenes now display the new color.

Send to Script

Copies a scene's summary text into that scene in the script. The text becomes a new action paragraph at the end of the

scene.
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To copy a scene summary into the scene in the script

3. Select the scene you want to copy the summary from. You can select more than one scene;

4. Right-click on one of the cards and from the context menu choose Document > Send to Script;
- Or —

3. Goto Insert > Send to Script;

t - [Airship - Script]

Tools Production
Add Alt @
Remove Alt

New
Scene

Send to Script (Ctrl+Shift+C)
E FAR... p.2 Append the summary to the end
Bl_tg\?Ve of the scene
has been.

-0r —

4. On the keyboard press Control + Shift + C.

The summary text for each selected scene becomes an action element after that scene’s scene heading. If there is already
content in the scene, the summary information will be added as an action element at the end of the scene.

Split (Horizontally/Vertically), Unsplit, Swap

These commands determine how different panels will be displayed and arranged. They are all parts of Final Draft’s Panels
System.

The contents of each panel is determined by the View menu commands - the three Script commands, the two Index Card
commands and the Scene command (see View Menu).

Any single panel or combination of two panels may be displayed at once;
The exact size and position on-screen of the panels may be changed;
When a script is saved, the current Panels configuration is saved as well;

When you have two panels visible and one of the panels is an Index Card panel or a Scene panel, you can navigate
to a scene in the other panel by double-clicking on a scene in the Index Card panel or Scene panel. In other words,
when you double-click on a scene, the panels are synched so that the same scene is in view in both panels.
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Split (Horizontally/Vertically)

Divides the script into two panels. Some examples:



FINAL DRAFT |

Vertical split, Pages and Cards:

Navigator - 215 |

INT. RALUAL

Gries etmiles and wekiles his way tRroogt dlstwmled
PAAMETE 438 FETTARIAG SLATKE,

Be pusrsa pecgle ocx af Ris way, TWYIIg TO stay aSeat of
Toe.

s
7 TAL4 106 VONS T QOT T

a3y
I Sout you meect eweetually.

B sgeizee -d Lo, but abe grebe Bis vilste. N’

abeclctely sz:-l ey Pt - ‘
e ey

Fisase oot plnqla)oa:

CeRLLIANG)
=V e Are ThAS atroeyr
Znammmmhxannnwuaz'_bam
TO6 BOVES 4N SATT 2AND. JOT 48 4 TMIT. W Ge0°T offer my
TeeatEoe.

[ adl
Vast, veat The bell s vemg wiza
»e. n-vxy

mmn vn:rr&
-._-’7 ppuzom
ADOT, e 1

e
Sana Depaivel

il -
- < a4t
AL, B AT VI, Mt

TEAE TAGKIM DAR Wd BELEQR Nap Tound Body down wath A THW,
pare huim dows.

ﬂg [ seeting = V | B o | w |
el IS HE ORI : IR

il UMo leon Tait  mm Ousl Duslagor Beat | Unspat Insert| Atemate Foet | Show  Navigator  Cennedt
=13 Bows & | .i - | Oislogue - HMW| w o]
‘m:z:!hmlm  UndaBedo lr—'muﬁﬁaﬂmilm.,_l-__,_;ﬂw.'_;m
-‘.A' ..g..;.--n-u LEERT DO SERTRTRY . DR IO 4 ""’O'.'- 3 :

EXT. APARTMENT COMPLE.. p.5

INT. TRISH'S APARTMENT ... p.5

malang dnner — they argue Trish meght gree up
DOES SHE feel this way here or
end of the frst act?
MALCOLM'S BEDROOM - C..p.6 | INT. TRISH'S BEDROOM - ... p.8
thinking sbout Trish [thinking about Malcolm

INT. BEDROOM - NIGHT p.8

INT. LIVING ROOM - CONT..p.8

| P——y L

WEEC

() 100% [100% -




| FINAL DRAFT

216 - Navigator

Vertical split, Pages and Scene View:

9 s Final Draft - [Airship - Script -- with card content] . ] X

Home File Edit | View [ Format Insert Document Tools Production Help B I» ‘ E - 8 X

% ’ E . . I verticatly @ é, P Hide ScriptNotes 16) E

= Horizontally Hide Ruler
Normal Page Speed Beat Index Unsplit e Show Show Hide Zoom Story || Classic
Board Cards~ mm Swap Panels || navigator Story Map  Alts oI show Invisibles Map ~ View
Views I\ Split Show/Hide Zoom
e
R - R R SR RRRY CRI R MR TRRIRRE R | INT. CHEMO WARD - FLASHBACK p4 |

~ || Riley sits in a chair, hooked up to tubes. Another PATIENT her

INT. HALIRAY =
Add Scene Title

Grise etumblse and waddlea his way through diehsvelsd e

peasante and muTTering clsrka. Rlley s sick.

He puehee pecple out of hie way, trying to stay shead of
Trish.

EXT. APARTMENT COMPLEX - MOMENTS LATER p-5
Trish and Riley get out.

making dinner — they argue

INT. TRISH'S APARTMENT - CONTINUOUS p.5
37. Designed in 1990 to make poor people feel like they were
£ to1d you wmen T got cut— Trish might give up
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Vertical split, Pages and Pages:
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Horizontal split, Pages and Cards:
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To Split Panels:
1. Choose Home > Split Horizontally or Vertically or View > Split Horizontally or Vertically, or select one of the

tools in the segmented Split toolbar button;
. ll Vertically

- .
mm Horizontally
Unsplit

= Swap Panels
Split

Whichever View is currently onscreen (Script, Index Cards or Scene View) will now appear in two panels. For example,
if Script - Page View is onscreen, choosing Home > Split Vertically or View > Split Vertically would result in both panels
containing script pages.

2. Select one of the panels by clicking in it; a selection box appears around the active panel;

3. Go to the View menu and choose another view for the active panel (Script, Cards or Scene view) or click at the
bottom-right of the screen to select another view (in this example, Index Cards - Summary):
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she scans through a mcnstreous list
AnNpyance in the rccm grows.

file labeled:
121 Copy version 7 w Monday revisions

"

Trish stumbles intc her

reach.
@ Index Cards - Summary

Switch to Index Card view - Scene
Summary 3

IEH Im—'-:'—" TTrTeUrY 0096

o0 talk abcut.
ring)
MORE)

The contents of the active panel will be changed to the chosen view.

You can manually resize the panels by clicking and dragging the Splitter (usable when the cursor is hovered over the
dividing line between the two panels and becomes the double arrow) and the Resize Box. You can adjust the panels to suit

your screen and panel configuration.

R

e labeled:
ryion 7 w Mosday revisicas”

V. Trish stusbles iztc bec

NOTE
“—When a script is saved, the current Panel configuration will be saved as well,

whether it is a single panel or multiple panels.

Unsplit Panels

Hides one of the panels. This command is disabled if only one panel is displayed.

To hide a panel:

1. Select the panel that will remain displayed:;
2. Choose Home > Unsplit Panels or View > UnSplit Panels, or select the Unsplit button in the toolbar.

The panel that is not selected will be hidden and the selected panel will resize to fill the screen.
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Swap Panels
Reverses the position of the displayed panels. This command is disabled if only one panel is displayed.
To change the order of the panels, choose View > Swap Panels and the panels will switch sides.
Additional Script Views and Panels Notes

Script Views in Both Panels

Whichever Script view you have in one panel (Normal, Page or Speed) will also be the view in the other panel. It is not
possible to display, for example, Normal View in one panel and Page View in the other.

Script Views with Other Views

You can change the Script View between Normal, Page and Speed without affecting the display of either of the Index
Cards or Scene Views.
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Toolbars

The Ribbon and the Classic Toolbar view provide quick and easy access to commands without having to pull down any
menus or press key combinations. Many functions can also be performed using menu commands and/or key
combinations. You can modify the commands that appear on the toolbar.

e The Ribbon Menu
e Recent Items -- Exit

e Classic View
e Status Bar
e View Mini-Bar
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The Ribbon Menu

Final Draft 10's default view is the Ribbon toolbar, which contains groups of icons that in the past were contained in
menus.

To hide the Ribbon menu and replace it with the Classic menu and toolbar configuration, click the orange Classic icon in
the Accessories toolbar at the upper right of the Ribbon menu.

O X

P> aE- = x

‘ E Classic View
Switch to Classic View

Lk
To hide the Classic view and replace it with the Ribbon toolbar, go to View > Switch to Classic View.

To minimize the Ribbon and leave the Quick Access toolbar, choose that option from the Quick Access toolbar menu.

Recent Documents / Exit

In the upper left corner of the application window is a popup menu that displays the last opened files.

e Final Draft - [Untitled Alrship - Script]
me | File  Edit  View  Format Insert Document  Tools Production Help

*7 New 'l | ? = -
30 g I E x ‘D ( Scene Heading - g |—F_[;« :ii.ﬁ! '

\ Open (T - ew
Spelling aurus | Paste Undo Redo Title £ Dual Dialogue Beat = Unspiit : [

Fsave = Page Board b

File | Dictionary d Undo/Redo Script Elements Views Spilit

_ v Wie R . ¥er S e end Ae VG GE W e e e e e fiae W0 B

ACT ONE

Click the desired file to open it or press the appropriate number key on your keyboard to open it.



FINAL DRAFT |

Toolbars - 223 |

©)

Recent Documents

1 Yellow Script
2 Green Script

3 Blue Script

4 Red Script

Exit

You can close Final Draft by opening this popup menu and clicking Exit. You will be prompted to save any unsaved
documents.

The Quick Access Toolbar

The Quick Access toolbar is a small, customizable toolbar that allows you to add frequently-used commands.

‘@
\Q/[ Hﬁe ] File Edit View Format Insert Document

#new [ X% cut =
[ Open @ I [hCopy % 6 E
Thesaurus Paste Undo Redo Title

BSave g Page

File Dictiohary Clipboard Undo/Redo

N 2

=

And in sl

perpetua:

her anxic¢

She pulls

To customize it, click the down-pointing arrow and this menu is displayed:
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A G "1 Customize Quick Access Toolbar

-Ia Ned More Commands...

& Op Show Below the Ribbon opy
[
Esa]  minimize the Ribbon
Fi

Choose More Commands and this sheet is displayed. Click the first dropdown menu and choose the command category --
in this example, the command we want is Revert Paragraph, which is in the Format category:

Customize X

Customize

| Format v éRevenPuagmph

[[] Show Quick Access Toolbar below the Ribbon

Keyboard shortcuts: Customize...

oK  Cancel || Hep

Choose Revert Paragraph and click Add. The Revert Paragraph icon will be added to the Quick Access Toolbar.

You can adjust the order of icons in the toolbar by moving one or more up or down via the Up / Down arrows on the right
of the window.
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To remove all additional icons from the Quick Access Toolbar and return it to the default set, click Reset. Additional

icons can be added again, if desired.

The Quick Access Toolbar may be displayed below the Ribbon instead of above it. Check that box to reposition it.

To change a keyboard shortcut combination, click Customize and the Keyboard Customization dialogue will appear.

Element Dropdown Menu

The Element dropdown menu serves two functions. The first indicates the element type of the paragraph in which the
cursor is currently positioned. In this example, the cursor is in the paragraph that starts with "Wheat fields.” This

paragraph is an Action paragraph.

Format Insert Document Tools Production Help
n o — = .4 General Note . ®
y £ - | Dialogue v = a
= = |% scriptnote =
i Red Title C Dialogue Beat || Unspliit .. Hide Font
Page Board ' Alts v
do/Redo Script Ejements Views Split Insert Alternate Dialogue
f | N .& o CRUIE AU | LR ]

......

Paragraph type ———
- Coas
Malcolm had certain possessions o
mine in his care. I'm here teo
repossess said possessions.

VoS

~Ton

Malcolm |&

with you.

Blinking cursor

The second function is to change the element type of the paragraph in which the cursor is currently positioned, if

necessary. See Reformatting a Single Paragraph.

Status Bar

At the bottom left of each script window is a display of information about the script and the paragraph in which the cursor

is currently positioned.

Scene number

Indicates the scene number of the paragraph in which the cursor is currently positioned. This information is not available

when the script's scenes have not been numbered.
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2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm ¢
Sa;nez : 2 of 51 Action (1] CUTTO [2] FADEIN (3] FADEOUT (4] FADETO (5] DISSLV [6] B
Page X of Y
Indicates the number of the displayed page and the total page count.
2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm ¢

'scene2 | 2 of 51 Action [1] CUTTO [2] FADEIN [3] FADEOUT [4] FADETO [5] DISSLV [6] B
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Element Dropdown menu

Indicates the element type of the paragraph in which the cursor is currently positioned.

2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm¢

Scene 2 2 of 51 Action [1] CUTTO [2] FADEIN [3] FADEOUT [4] FADETO [5] DISSLV [6] B

Tab / Enter key information

Indicates which new element will be inserted when the Tab or the Return key is pressed.

TOP SUIT
You brought the data tablesy

She freezes. Obviously no.

TRISH

f srm s rmand v\

<
! No Scene 1 of 51 Dialogue I[Yabl Parenthetical, [Enter} A(tionl

If the blinking cursor is not at the end of a paragraph waiting for a Return or Tab keystroke, the Status Bar will read
"Ready."

All components of the Status Bar, including the View Mini-Bar, can be displayed or hidden by right-clicking anywhere on
the Status Bar and checking or unchecking the components to be displayed or hidden.
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= B O [ | () 150% [15¢

Status Bar Configuration

1 of 51
Action

[Tab] Action, [Enter] Action

View Shortcut
Zoom Slider

100% 150%

[ [ =1 [ <]

v | Zoom Picker

Macros

The macro name is the abbreviation displayed in the status bar at the bottom of the script window when either the Control
+ [number] or Control + Alt + [number] or Control + Alt + Shift + [number] keys are pressed.

Control:
[0] General [1] Scene Heading [2] Action [3] Character [4] Parenthetical (5] Dialogue (6] Transition |7] Shot [8] Cast List [9]) New Act [:] End of Act [;] Segment Title

Control + Alt;
[1] INT [2] EXT [3] I/E [4] DAY [5] NIGHT [6] SUNRISE [7] MAGIC [8] CONT [9] INTER [0}

Control + Alt; + Shift:
[1] CUTTO [2] FADEIN [3] FADEQUT [4] FADETO [5] DISSLV [6) BACKTO [7] MATCHCUT [8] JUMPCUT [9] FBLACK [0]

See the Macros section for more information.

View Mini-Bar

In the lower-right corner of the application window is a set of icons designed to make changing the view of the open
documents easier.

The first set of icons allows you to switch between Page View, Scene View and Index Cards - Summary view. Click one
to replace the current view with the selected view.
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It’s too heavy.
s back a step as
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The Zoom slider allows you to resize the page to any magnification you choose (expressed as a percentage). Click and
hold the slider and move it left to reduce the page display, right to enlarge it

_Or_

Click the minus sign on the left to reduce the page display or click the plus sign on the right to enlarge it.

This function is only available when the document is in Page View (that is, this slider will not resize a Card or Scene

view).

It’s too heavy.
3 back a step as
seze her way in.

mE |

) 150%

150%

'l,

The Zoom popup menu allows you to choose a pre-set magnification size. You may also type a value between 50-300 and
press Enter. The script page will be resized to that percentage.

[

mEEo ¥

>

(® 100% |[ER

75%
90%
100%
125%

Ca—

175%
200%
250%
300%
Page Width

All components of the Status Bar, including the View Mini-Bar, can be displayed or hidden by right-clicking anywhere on
the Status Bar and checking or unchecking the components to be displayed or hidden.

Classic View

Final Draft 10's default view is the Ribbon, which contains groups of icons that in the past were contained in menus.
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To hide the Ribbon menu and replace it with the Classic menu and toolbar configuration, click the Classic icon in the
Accessories toolbar at the upper right of the Ribbon menu.

= O X

= > ‘.. g X

————
[«] Classic View

Switch to Classic View

I
To hide the Classic view and replace it with the Ribbon toolbar, go to View > Switch to Classic View.

See Classic Menus for more information.
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Classic Menus
Final Draft 10's default view is the Ribbon, which contains groups of icons that in the past were contained in menus.
To hide the Ribbon view and replace it with the Classic menu and toolbar configuration

Click the Classic icon in the Accessories toolbar at the upper right of the Ribbon menu.

- O X
P> aE- s x

!
f&| Classic View
Switch to Classic View

To hide the Classic view and replace it with the Ribbon view
Go to View > Switch to Classic View.

The Classic Toolbar view displays icons in rows that can be undocked and turned into floating tool palettes. These tool
palettes can be positioned anywhere on the screen.

File Edit View Format Inset Document Tools Production Window Help

eleld SE F R A B i U Adion = 0% = COM8 80+ s
Each document window has a separate toolbar that is docked to that window.

Toolbars provide quick and easy access to commands without having to pull down any menus or press key combinations.
Almost every toolbar function can also be performed using menu commands and/or key combinations. You can modify
the commands that appear on the toolbar. There are multiple toolbars, each of which you can choose to show or hide, or
reposition.

To hide the Classic view and return to the default Ribbon view
Go to View > Switch to Ribbon View.

File

New

New from Template
Open

Close

Save

Save As

Save as PDF

Export
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Backup
Revert

Print Preview
Print

Register Script
Recent file list
Exit

Edit

Undo

Redo

Cut

Copy

Paste

Delete

Select All
Select Scene
Find

GoTo

Find Selection
Replace Character

View

Script - Normal View
Script - Page View
Script - Speed View
Beat Board

Scene View

Index Cards - Script
Index Cards - Summary
Cards Across
Hide/Show Action
Hide/Show Scene Title
Hide/Show Summary
Show / Hide Alts
Show / Hide Invisibles
Show / Hide Ruler
Show / Hide ScriptNotes
Show / Hide Story Map
Scene View Commands
Split (Horizontally/Vertically)

Swap Panels

Unsplit Panels
Toolbars Submenu

Zoom
Switch to Ribbon View

Format

Elements
Cast List Element Options
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Highlight Characters
Font

Alignment

Spacing

Space Before
Leading

Dual Dialogue

Insert

Add Alt

Remove Alt

New Beat

New Structure Point
Page Break

New Scene
Bookmark
ScriptNote

General Note

Label

Nonspeaking Character

Send to Script

Document

Page Layout
Header and Footer

Mores and Continueds
Watermark...

Title Page

SmartType
Macros

Bookmarks
Change Target Script Length

Tools

Spelling
Thesaurus
Speech Control
Assign Voices

Reports
Names Database

Reformat

Format Assistant
ScriptCompare

Show / Hide Navigator
Collaboration
Customize

Options
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Production

Scene Numbers
Edit Scene Numbers
Omit Scene
Revisions

Revision Mode
Mark Revised

Clear Revised

Lock Pages

Unlock “A” Pages
Unlock All Pages
Locking Tools Submenu

Window

Cascade
Tile

Help

Final Draft User Guide
What's New

Sample Scripts
finaldraft.com

Check for Updates
Submit Feedback

Register Online
Activate/Deactivate

Get Help
About Final Draft
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Toolbars Submenu

Located in the View Menu, the Toolbars submenu contains menu items to show and hide the available toolbars (,) and the
status bar.

&
NOTE
~— If you show many of the toolbars at once, there will be some duplication of
functions.
To Hide (or Show) any of the toolbars
Choose View > Toolbars > [name].

The designated toolbar either disappears or reappears. A check mark on the menu indicates that a toolbar is visible.

Customizing Classic Toolbars

On the right end of each toolbar is a down-pointing arrow...

Window Help

S 150 @l LTI

B @+l

, Trish shakes her head.

...which, when clicked on, opens an Add or Remove Buttons menu. Position the cursor on this menu and a submenu will
appear with two items: Standard and Customize.

The Standard menu

Position the cursor on this menu and a list of available icons will be displayed. Icons currently part of the toolbar will have
a check on the left; to add an icon to the toolbar, check its box. To remove an icon from the toolbar, uncheck its box.
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fow Help

v 2 OME @8 ds

i eaa il Add or Remove Buttons -| __ Standard .H,,:]a‘ New Ctri<N

lidn‘t dump it, did you"‘] | Customize.. ;ﬁ Open... Ctrl+0
g [v] i save Ctri=S

ow, Trish shakes her head. .8 e s
TRISH D. Spelling... Ctrl«D

was in it? [,],p Cut CtieX
DUMB THUG [“]33 copy Ctriec

she drank it. [v]ﬁ Paste Ctrl=V

.ﬂ Undo Typing Alt-Backspace

REGGIE

vhole thing? When? ] cantredo ey

|v| B 8ol Ctri-B

the empty water bottle on the counte: 1 talic Ctrlel
blurry. [ ]n Underline Ctrl-U
TRISH Set Element
:d to call the cops. I need to [v]  zoom
an ambulance. You have to get i
D Unsplit Panels
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REGGIE [v]B Split Horizontally
e coming with us. .o Shon i
- the arm. she tries to yank free, bu[“]#‘ New Scene Ctri+Shift+!

maye from the counter and hits Regg:.. Bl Ttie Page

break free of his grip. She BOLTS fo O Reset Toolbar
. Dumb Thua opulls a cun and-- ——

The Customize menu

Select the Customize command here or under View > Toolbars > Customize to show the Customize dialogue. In the
Customize dialogue you can customize the contents of each toolbar and even create new ones.

Commands Tab

The Commands tab contains a list of toolbar categories and a list of commands for the category you select. When the
Commands tab is visible, you can add commands to a toolbar and remove commands from a toolbar that is visible.
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Customize

Toolbars Keyboard | Menu | Options

Categories: Commands:

New Menu #.] New

Edit Eﬂ New Document

View &

Format &4 Open

Document

Tools Q e

Production & Prnt

All Commands ; 3
g Print Preview

Description:
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You can change the commands in any visible toolbar when the Commands tab of the Customize dialogue is selected.

To add a command to a visible toolbar

1. Select the Category that contains the command you wish to add to a toolbar;

2. Drag the command you wish to add from the Commands list and drop it at the desired position on the toolbar.

To remove a command from a visible toolbar

1. On the toolbar, click and drag an item off the toolbar;

2. Release the mouse button.

Toolbars Tab

The Toolbars tab contains options for showing and hiding toolbars and resetting toolbars back to their default

configuration.
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Customize X

Commands Keyboard Menu Options

Toolbars:

EW Reset
Edit
[CJFile Reset Al
[JFomat
[]Production
[JSeript
[JSpeech
Standard
[JTools
[Jview

[] Show text labels

Close

The Toolbars list shows all the toolbars available in Final Draft. A check next to the item indicates that the toolbar is
currently visible.

To show or hide a toolbar

Check or uncheck one of the items in the Toolbars list. You can immediately see the effect in the main window.
To reset a toolbar to its default configuration

Select the toolbar in the Toolbars list and click Reset.

The toolbar immediately reverts to its default configuration, which means it contains only its default set of buttons. Reset
All reverts all of the toolbars (visible or not) back to their default configuration.

To show icon text labels

Check Show Text Labels to show captions in the toolbar buttons under the icons:

5

File Edit View Format Inset Document Tools Production Window Help

LB H S8 B [F DB A

New  Open Save Print  Check Spelling Cut Copy Paste Can't Undo

Keyboard Tab

The Keyboard tab of the Customize dialogue allows you to set or change accelerator keys for all the menu commands
(and some others).
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Create a new document
from the cument template

Customize
Commands Toolbars Menu  Options
Category: Set Accelerator for:
Fie v| |Defaut v 9
Commands: Current Keys:
[ Ctri+N ASSIg
New Document ’ :
Open L -
Print - ' <h , emove
B Preview ress New Shortcut Key:
Save ’ Reset Al
Description:

To add or change an accelerator key
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1. Select a category from the Categories dropdown. The Commands list changes to show all the commands that are

available in that category;

2. Select the command you wish to add an accelerator key to. The current accelerator key (if any) appears in the

Current Keys list. A brief explanation appears in the Description area;

3. Type the new accelerator key in the Press New Shortcut Key text field. For example if you want the accelerator

for File > New... to be Ctrl-N, you would hold down the Ctrl key and type N;

4. Click Assign. The new accelerator key appears in the Current Keys list.

To remove an accelerator key from a command

1. Select the Category of the command in the Categories dropdown;

2. Select the command in the Commands list;

3. Click Remove. The accelerator disappears from the Current Keys list.

Click Reset All to revert all the commands in Final Draft to their default accelerator keys.

Options Tab

In the Options tab of the Customize dialogue you can set some general toolbar options. Show Screen Tips on toolbars
determines whether or not a Screen Tip displays when you hover the mouse over a toolbar button. Show shortcut keys in
Screen Tips determines whether or not the accelerator key for the command appears in the Screen Tip. Check Large Icons

to have the toolbar button icons display in a larger size.



| FINAL DRAFT

| 240 - Classic Menus

Customize X

Commands Toolbars Keyboard Menu

Toolbar
Show ScreenTips on toolbars

Show shortcut keys in ScreenTips
[] Large lcons

Close

Repositioning and Resizing Toolbars
To reposition a toolbar

Position the cursor and click and hold down the mouse button on the "handle" on the left side:

File Edit View Format Insert
lelpd &8 £ e

L0 S Ot )

Drag the toolbar anywhere on the toolbar area. If you drag the toolbar out of the toolbar area it “undocks” and becomes a
free-floating window.

To reposition a free-floating toolbar window

Position the cursor and click and hold down the mouse button on the label bar at the top of the window. Drag the toolbar
window anywhere on your screen and release the mouse button.

To re-dock a toolbar window

Move it back into the toolbar area.
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To resize a free-floating toolbar window

Position the cursor and click and hold down the mouse button on a corner or side of the toolbar window and drag it away
from the center of the toolbar window. The window will resize depending on the distance and direction the corner or side
is dragged.

Status Bar

At the bottom left of each script window is a display of information about the script and the paragraph in which the cursor
is currently positioned.

Scene number
Indicates the scene number of the.paragraph in which the cursor is currently positioned. This information is not available

when the script's scenes have not been numbered.

2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm ¢
Scene2 | 2 of 51 Action [1] CUTTO [2] FADEIN (3] FADEOUT [4] FADETO [5] DISSLV [6] B
Page X of Y
Indicates the number of the displayed page and the total page count.
2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm ¢

Scene2 | 2 of 51 Action [1] CUTTO [2] FADEIN [3] FADEOUT [4] FADETO [5] DISSLV [6] B
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Element Dropdown menu

Indicates the element type of the paragraph in which the cursor is currently positioned.

2 INT. CORPORATE

Now on her phon
her head high,
hardest not to
before crying w

I'm¢

Scene 2 2 of 51 Action [1] CUTTO [2] FADEIN [3] FADEOUT [4] FADETO [5] DISSLV [6] B

Tab / Enter key information

Indicates which new element will be inserted when the Tab or the Return key is pressed.

TOP SUIT
You brought the data tablesy

She freezes. Obviously no.

TRISH

f srm s rmand v\

< y
] No Scene 1 of 51 Dialogue I[Yabl Parenthetical, [Enter] Actionl

If the blinking cursor is not at the end of a paragraph waiting for a Return or Tab keystroke, the Status Bar will read
"Ready."

All components of the Status Bar, including the View Mini-Bar, can be displayed or hidden by right-clicking anywhere on
the Status Bar and checking or unchecking the components to be displayed or hidden.

150% | 15C

1 of 51

Action

[Tab] Action, [Enter] Action

View Shortcut
Zoom Slider
100% 150%

Zoom Picker

O AEEE
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Macros

The macro name is the abbreviation displayed in the status bar at the bottom of the script window when either the Control
+ [number] or Control + Alt + [number] or Control + Alt + Shift + [number] keys are pressed.

Control:

[0] General [1] Scene Heading [2] Action [3] Character (4] Parenthetical (5] Dialogue (6] Transition [7] Shot [8] Cast List [9] New Act (-] End of Act ;] Segment Title
Control + Allt:

[1] INT [2] EXT [3] I/E [4] DAY [5] NIGHT (6] SUNRISE [7] MAGIC [8] CONT [9] INTER (0]
Control + Alt: + Shift:

[1] CUTTO [2] FADEIN [3] FADEQUT [4] FADETO [5] DISSLV [6] BACKTO [7] MATCHCUT [8] JUMPCUT [9] FBLACK [0)

See the Macros section for more information.

Header and Footer

Every Final Draft document can contain a header which appears and is printed at the top of each page, and a footer that
appears and is printed at the bottom of each page. The header and footer can contain custom text, the page number, the
current date, scene number, special labels, the active revision or the name of the last revision on the page. You can
customize the look of the header and footer to suit the needs of the script.

&

' Scripts usually do not have footers.

In the following, the header is used as an example; every function is also available for the footer.
To view the Header and Footer dialogue, choose Document > Header and Footer.

The Header and Footer dialogue appears, with the Header tab active:
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Header and Footer % |
Header | Footer | Options
Page Date Scene Label Active Revision = Collated Revisions

i . I ST RO S S A T I e -

(Collated Revisions) Paas = A

v
< >
OK Cancel

The header contains just the page number and the Collated Revisions field by default. If no revisions are made, the
Collated Revisions field will not appear on the script pages.

On every page in the actual script, the page number field is replaced with the appropriate page number. The other fields, if
inserted into the header, will also display page-specific information on each appropriate page in the script.

To view the footer, click the Footer tab.
The footer text area is visible and is empty by default.

Header and footer margins are set in the Margins tab of the Page Layout dialogue.

Header and Footer Content
Tab Stops

Use tab stops to align text and placeholder fields in the header. Tab stops are the only way to reliably align text.

@ IMPORTANT: Place all necessary tab stops in the text area before inserting text
or placeholder fields. Text or placeholder fields are anchored to the tab stops.

@ IMPORTANT: Do not use the space bar to position text or placeholder fields. If it
is done this way and text or placeholder fields are added to or removed from the Header,
existing text and placeholder fields will be shifted away from their original positions.

Click on the tab marker button at the left end of the Ruler bar to toggle through the different types of tab stops that can be
set.

B 3

L Left tab stop. Text under this tab stop will be aligned left-justified.
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Header Footer Options
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L Right tab stop. Text under this tab stop will be aligned right-justified.

Header and Footer u

Header Footer Options
Page Date Scene Label Active Revision Collated Revisions File Name

' d . ...1.§.|...2 ] ’_)..m...;...a £ (Y .. ) l"'—".‘é
SECOND OUTLINE (FTage #). ote
< >
Cancel
de g v . . . . . .
! Decimal tab stop. Use this tab stop to align a column of numbers on their decimal points.

To insert a Tab stop:

1. Choose the justification (left, center, right, decimal) from the tab marker button;

2. Click once into the Ruler bar to place the Tab stop at that exact position.
To remove an unwanted Tab stop, drag it off the ruler bar.
Text in the Header and Footer

You can type text directly into the header and footer text areas. You can place text anywhere in the window and before or
after any of the special fields. To insert text, place the cursor in the editing window under the appropriate Tab stop and
type.

You can change any of the font attributes (type, style, size, etc.) by selecting the desired text and going to Format > Font .
Changing font attributes in the header or footer does not affect the font used in the script.

Text typed into the Header or Footer will appear on every page of the script.

To remove unwanted Header text, select it and press Delete on your keyboard.

Placeholder Fields

Placeholder fields for the header and footer include: Page, Date, Scene, Label, Active Revision and Collated Revisions.
Page

Displays the current page number.
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Date

Displays today’s date. The Date field will insert today’s date dynamically; if you use the Date field on July 4, on that day
the Header will show July 4. When you open the same script on July 5, the Header will show July 5.

Scene

Displays the current scene humber if the scenes have been numbered using the Production > Scene Numbers command. If
the scenes have not been numbered, nothing will appear in this location in the Headers on each page.

Label

Contains custom text over a series of pages. Insert a Label placeholder field where appropriate in the Header and see
Using the Label System for more information.

Active Revision
Contains the name of the active revision set.

Collated Revisions

Contains the name of the revision set active when changes were last made to this page.

Example: On Monday, the writing staff was on the Pink revision set and Page 10 was edited. "Pink Revised" will appear
at the top of Page 10. On Tuesday the writing staff moved to the Yellow revision set and Page 10 was edited again.
"Yellow Revised" will now appear at the top of Page 10.

To position a placeholder field in the header or footer text area, place the cursor in the editing window under the
appropriate Tab stop and click the appropriate button.

The placeholder field appears at the cursor position. For example, this setup...

Header and Footer ﬂ

Header Footer Options

Page Date Scene Label Active Revision Collated Revisions File Name
L.....1.3.;...:...|...2..4|...-...|...i...|...e...|...7.1.‘5...
(CoLIAted Revisions) FEde_#). o
v
< >
Cancel

...produces this header on Page 2:
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[Airshxp - Shooting Sczipt]l Blue Revisions -~ 7/4/17 ] [ 2.]
TRISH
We’re here to talk about... Xeagh.
(stammering)

About reaching the pecople that
really matter.

To remove an unwanted placeholder field, click on it once to select it and press Delete on your keyboard.

&
OTE

N
“All placeholder fields are available for both the header and footer.
Page Numbers on the Title Page
Title Pages are a separate section of a script. They can include cast lists, sets, locations, and, if it is a musical, songs. You

can put page numbers on the title pages; these numbers are a separate sequence from those in the script itself. They are
also in a lower case Roman numeral format; i.e., i, ii, iii, iv, etc.

Header and Footer Options

Click the Options tab in the Header and Footer dialogue and the following appears:

' Header and Footer [ x | |

T

Show header
[] Show header on first page

[ ] Show footer

v Show footer on first page

Starting page number: |1

OK || Cancel

Show Header
The Show Header option determines whether the header is visible.
Header on First Page

The Header on First Page option indicates whether or not the header is visible on the first page.
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Show Footer

The Show Footer option determines whether the footer is visible.

Footer on First Page

The Footer on First Page option indicates whether or not the footer is used on the first page.

Starting Page number

The Starting Page Number specifies the number for the first page of a document.

Example: A project is comprised of several scripts with sequential numbering; Script 1 has pages 1-20, Script 2 has pages
21-50 and Script 3 has pages 51-70. On Scripts 2 and 3, the starting page numbers (21 and 51) would be changed

accordingly in the Header and Footer Options window.

When you have made all changes to the Header and Footer options, click OK.
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Reformatting

Most of the time there is no need to reformat text. As you type Final Draft formats and paginates text according to
industry standards.

However, there may be times when, for example, dialogue is erroneously formatted as action and needs to be rendered as
such. This can occur when a script written in another word processor is imported into Final Draft. Final Draft's built-in
formatting logic should turn most, if not all, of the text into a correctly formatted script. However, the quality of the
import depends on how and how well the script was formatted in the first program.

There are a number of ways you can reformat text.

e Reformatting a Single Paragraph

e Reformatting Many Paragraphs

Reformatting a Single Paragraph

To change the element of a single paragraph
1. Place the cursor in the paragraph you want to reformat. There is no need to highlight the entire paragraph;
2. Choose the desired paragraph type from the Elements dropdown menu in the Toolbar at the top of the screen;
- Or -

2. Press Control + Shift + [#] to reformat the current paragraph. The "#" in this command is the element number and
will be displayed at the bottom of the screen while the Control key is pressed. In this example, to render this
paragraph as Action, press Control Shift + 2.

In this example, "TITLE: HOBOKEN, NEW JERSEY" is incorrectly rendered as a Scene Heading. While it may not look
incorrect, if this script has is its scenes numbered, this title will get a scene number when it should not. It would be better
to render this text as Action.

Format Insert Document Tools Production Help
S E [S — l E ‘ .s General Note -e- r=
cene Heading
: [L—J[ — |P‘ ScriptNote [oes ]
Redo Title Dual Qialogue Beat L Unsplit - Hide
Page Board = | New Scene Alts
»/Redo Script Elemients Views Split Insert Alternate Dialog
1% -SRI RCRRE- S RN SURCHCI RCRCRCR - SORCRUN SURER - SRR RCRCROR AURCICD N

Clearly, trying her hardest nct to cry. Trying even harder to
ggt cut of here befcre crying wins.

TRISH
I'm on my way right now. Ev

l
wait. Just tell me. Is sh Xa 7

e
ok

{beat)
I don't understand. What dec you
mean "fighting?"

[FITLE: HOBOREN, NEW JERSEY

INT. PRIUS - LATER
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With the cursor anywhere in the paragraph, click the down-pointing arrow next to the Element dropdown menu and
choose Action:

Format Insert Document Tools Production Help
@ | Bpmroos B BIE (WM S g
cene Heading 545 =
= B | |& scriptnote o
Redo Title | Scene Heading A Bt Unsplit| o || 51 Hide
Page o I d # m || (%] New Scene Alts
»/Redo 28 s Split Insert Alternate Dialogue
==—————————- Character
Cee I R - BTN ETRICR - R U EPRC AURPRED NP
-— Parenthetical -
Dialogue r hardest not tc cry. Trying even harder tec
fore crying wins.
Transition v
- TRISH

T Moy way right ncw. Evelyn,

wait. Just tell me. Is she ckay?
(beat)

I den't understand. What dec you

mean "fighting?"

TITLE: HOBOREN, NEW JERSEY

INT. PRIUS - LATER

This title is now correctly listed as Action and will not get a scene number if / when the scenes are numbered.

Format Insert Document Tools Production Help
[l || <& General Note =
(¢ > E {Action - = |l
=/ |h ScriptNote R
Redo Title & Dual Qpalogue Beat Unsplit g || o Hide
Page Board # g || [#]New Scene Alts
/Redo Script Elefients | Views Split Insert Alternate Dialogue
e 18 - SUNCNUR BURVRCE- SERCHCH SURVRREY SYRCECHE SURCHS - SRCHCN SCRCEDN - SCRURCH SURCEESY ACRUNCP URE
Clearly, trying her hardest nct tc cry. Trying even harder tc
ggt cut of here befcre crying wins.

TRISH
I'm on my way right ncw. Evelyn,
wait. Just tell me. Is she ckay?
(beat)
I den't understand. What do you
mean "fighting?"

| TITLE: Hoboken, New Jersey |

INT. PRIUS - LATER

Reformatting Many Paragraphs

To change the element type of many paragraphs:
1. Choose Tools > Reformat. The Reformat dialogue appears:
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Reformat X
[0] General [1] Scene Heading [2] Action [3] Character
[4] Parenthetical [5] Dialogue [E] Transition [7] Shot
[8] Cast List [9] New Act [:]End of Act [:] Seament Title
Delete Previous Next

The paragraph containing the cursor is selected.

2. Choose a new element for the paragraph;
- Or -

2. Press the number key (shown in brackets)for the new element for the paragraph;
The paragraph is reformatted and the next paragraph in the script is automatically selected.

3. Continue reformatting each paragraph as needed;
e Click Next to skip a paragraph without any reformatting;
e Click Previous to select the previous paragraph;

o Click Delete to delete the current paragraph;
There is no confirmation dialogue and the deletion cannot be undone.

4. \When done, click Close.

= TIP: If alarge block of text needs to be broken up as well as reformatted, break it
into many paragraphs first by placing the cursor between what should be two separate
sections and pressing the Enter key on the keyboard. The Reformat tool cannot be used to
break up a large block of text.

&
~—-~You cannot type in the script while the Reformat dialogue is open.
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Shortcuts & Menus

Keyboard combinations and commands that make writing easier

Adding Paragraphs
Context Menus

Element Shortcuts
Keyboard Shortcuts
Manual Carriage Returns
Reformatting

SmartType

Tab Key

Adding Paragraphs with the Enter Key

When the insertion point is at the end of a paragraph, pressing the Enter key inserts a new paragraph. The kind of
paragraph created depends on the kind of paragraph it follows. The default transitions are:

Scene Heading to Action
Action to Action

Character to Dialogue
Parenthetical to Dialogue
Transition to Scene Heading
Dialogue to Action

General to General

Shot to Action

These transitions are based on the most logical flow for a writer, i.e. the most frequent element after a character name is
dialogue.

To modify these transitions

Choose Format > Elements and the Elements dialogue is displayed. Select the desired element from the list on the left.

Set the shortcut via the Next Element (Enter/Return) dropdown menu:
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Elements X

Element name:

Basic
Didlaaie Font  Paragraph

Behavior
General

Scene Heading [] start new page
Action
Character Paginate as: | Dislogue
Parenthetical
Shortcuts
ransition

Shot Ctr +
Cast List

New Act : - P =
End of Act Next Element (Enter/Retum): i

Segment Title

New Delete

Apply a Template... Cancel

&
NOTE
~ The reason Enter doesn 't change elements after typing action is because you can

follow action with either another action, a character, a transition or a scene heading.
There is no “usual” element paragraph that follows action.

&

NOTE
~— Pressing Enter in a blank paragraph will bring up the Element popup list. Choose

the element desired with the mouse, the first letter of the element or the up/down arrow
keys and press Enter. A new paragraph of that type will be inserted.

Context Menus
Script pages context menus

Depending on what panel is active and where the cursor is, right-click or Control-click the mouse and context menus
appear.

Right-click or Control + click on a word that Final Draft has flagged as misspelled and spelling alternatives appear in a
list.

Right-click or Control + click on a word and choose Synonyms for a list of substitutes for the word that was selected.

Right-click or Control + click at the end of a character name to display a list of character extensions (cont'd, O.S., 0.s.,
V.0., v.0.).

Right-click or Control + click on a section of blank space on a script page to display other options. The options will
depend on what is near the cursor.
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An alternative method of adding new paragraphs is using the Control key combinations. The defaults are:

Control + 0 adds a General paragraph

Control + 1 adds a Scene Heading paragraph

Control + 2 adds an Action paragraph
Control + 3 adds a Character paragraph
Control + 4 adds a Parenthetical paragraph
Control + 5 adds a Dialogue paragraph
Control + 6 adds a Transition paragraph
Control + 7 adds a Shot paragraph

Control + 8 adds a Cast List paragraph

[ [0} General {1] Scene Heading (2] Action [3] Character [4] Parenthetical {5} Dialogue (6] Transition (7] Shot (8] Cast ust]

Similar to changing Enter key shortcuts, the Control key combination may be changed in the Elements Menu via the
Shortcut key text area.

Keyboard Shortcuts

KEYBOARD SHORTCUTS
GENERAL ELEMENT CONTROL +0
SCENE HEADING CONTROL +1
ACTION CONTROL + 2
CHARACTER CONTROL + 3
PARENTHETICAL CONTROL + 4
DIALOGUE CONTROL +5
TRANSITION CONTROL + 6
SHOT ELEMENT CONTROL + 7
NEW DOCUMENT CONTROL +N
OPEN CONTROL + O
SAVE CONTROL + S
PRINT CONTROL +P
UNDO CONTROL +Z
REDO CONTROL +Y
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ELEMENT TAB/ENTER KEY SHORTCUTS
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Dialogue Transition CONTROL + 6
Dialogue Shot CONTROL + 7

SPECIAL KEYS

Page Up/Down Pages up or down one screen-full of text
Home Key Moves cursor to beginning of the line

End Key Moves cursor to end of the line

CONTROL + Home Key Moves cursor to beginning of the document
CONTROL + End Key Moves cursor to end of the document
CONTROL + Right Arrow Moves cursor to beginning of next word
CONTROL + Left Arrow Moves cursor to beginning of previous word
Up Arrow Moves cursor up a line

Down Arrow Moves cursor down a line

ALT + Up Arrow Moves screen up a line, but leaves cursor as is
ALT + Down Arrow Moves screen down a line, but leaves cursor as is
Shift + Right or Left Arrow Extends highlighted selection letter at a time
Shift + CONTROL + Right Arrow Extends highlighted selection word at a time
Shift + CONTROL + Left Arrow Extends highlighted selection word at a time

NUMERIC KEYPAD (active when “Num Lock” is off)

Arrow Up ‘8" key
Arrow Down 2" key
Arrow Left ‘4" key
Arrow Right '6' key
Page Up ‘9" key
Page Down ‘3" key

Manual Carriage Returns
To manually place a carriage return (line break or hard return)
To insert a carriage return in the middle of a paragraph in order to space it differently, press Enter on the keyboard.

Pressing the Enter puts a carriage return at the insertion point and breaks the line. It can be used to format special types of
paragraphs, such as poems, lyrics, etc.

Space Before is the correct way to add blank space between paragraphs in most cases.


file:///C:/Users/Box%20Sync/Flare/FD10%20User%20Guide/Content/Format%20Menu/Space%20Before.htm
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Reformatting

Occasionally, a paragraph will be formatted as the wrong element type. You can easily reformat the paragraph by placing
the blinking cursor anywhere in the paragraph and pressing Control + Shift + [#] -- "#" corresponds to the number
displayed for each element type in the Status bar at the bottom of the application window.

See Reformatting for more information.

SmartType

Right-Arrow for Match Completion

If you are in a character name, character extension, location, time or transition and have typed in some text that matches
information in the appropriate list, pressing the Right Arrow key will complete the match (that is, it will put the
“suggested” text into the script) and place the cursor at the end of the paragraph.

First-Letter Method of Finding the Desired Text

When at the beginning of a character name, character extension, location, time or transition, pressing the same first letter

(e.g., d-d-d) will cycle through the items in the list starting with that letter instead of adding the letter to the line and doing
a match of the combined letters.

She takes a drag c¢ff a hand rclled jeint.

EESides, I l\;rr:’;rini-hnv nannla +a
visit.
e O Xs a commar ai away
The Orc barks comma sails a
inte the night. DEANNA (WITCH)

END OF EPISODE

INT./JEXT. Creates Scene Headings

If you type INT. or EXT. at the beginning of an action paragraph, it will automatically become a scene heading.

Tab Key
The Tab key supplements the functions of the Enter key.

e Scene Heading to Action

e Action to Character

o Character to Transition (only when character is blank)
e Transition to Scene Heading

o Dialogue to Parenthetical

o Parenthetical to Dialogue
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On the Beat Board:

o Beat or Structure Point title field to Beat or Structure Point body

e Beat or Structure Point body field to Beat or Structure Point title field
Press Tab to accept the current selection from a SmartType list and move to the next logical element.
Within a Scene Heading, the Tab key has additional functions:

1. Froma Scene Intro (INT, EXT), pressing Tab adds a period plus a space ( . ) and takes you to the Location section.
Press Tab again to call up the Location SmartType list;

2. From a location, pressing Tab adds a space-dash-space ( - ) and takes you to the time area. Press Tab again to call
up the Time SmartType list (DAY, NIGHT, etc.).

In the Index Cards - Summary view, the Tab key moves the cursor from the editable Scene Heading field to the editable
Scene Summary field to the editable Scene Heading of the next scene card.

In the Index Cards - Script view, the Tab key moves the cursor from the editable Scene Heading field to the editable
Scene Heading of the next scene card.

In the Scene Panel view, the Tab key moves the cursor from the editable Scene Heading field to the editable Scene Title
field to the editable Scene Heading of the next scene row.

SmartType

To ease the frustration of having to repetitively type the same names and phrases, Final Draft provides an auto-complete
function called SmartType.. SmartType maintains lists of all the character names, character extensions, scene intros,
locations, times and transitions in your script.

When the cursor is positioned on a character, scene heading or transitions element, SmartType auto-completes the list,
narrowing choices as you type. SmartType lists are included for these elements:

e Characters

e Character Extensions, such as voiceovers or subtitles

e Scene Intros, such as interior

e Locations

e Times

e Transitions
More information on SmartType features is here:

e Entering SmartType Items in the Script

e New SmartType Entries

e Modify SmartType Entries
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e Delete SmartType Entries

e Rebuild SmartType Lists

e Reorder SmartType Lists

e Managing SmartType Lists

e SmartType Options

e Scene Intros and Times Separators

Entering SmartType Items in the Script

L
NOTE

By default, all SmartType lists are initially active (see SmartType Options to learn
how to disable SmartType lists).

The Character SmartType List from the sample script Airship - script is used as an example here. All the functions
described are applicable to the Extensions, Locations, Times, and Transitions SmartType Lists.

The Character SmartType List for Airship - script initially consists of:

SmartType X

Characters Exensions Scene Intros  Locations Times  Transitions

Name:
[EE.\‘M

ARINGTON A
CYBORG

DA

DEANNA (WITCH)

DUMB THUG

GIRL

GRISS v

ARLIrT RAAM

New Rebuild Alphabetize Delete

Options... Cancel

When you start an empty character paragraph and type a letter key, if any items in the Character SmartType start with that
letter, the SmartType window displays all the matching items in the list. The rest of the first matching item text appears in
a light gray color after the cursor. For example, in the character paragraph below, suppose you type the letter “D””:
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We pull back tc reveal: the whcle airship, from sail to rail,
is a perfect sky blue. The ideal camcuflage in brcad
daylight.

The Witch lccks up and we seq girl
from Malcolm's bedroom. SmartType
DEANNA

@ hand } pEANNA (WITCH)
DEANNA
Besides, I have cther pecple tc
visit.

She takes a drag cf

The Orc barks a command to the helmsman. The ship sails away
intc the night.

Two entries begin with d and both are displayed. The rest of DEANNA appears in gray, allowing you to either accept the
SmartType choice with the Enter key or continue typing to add a new character. As you enter more letters, SmartType
narrows the items in the list to contain only those that match what you have typed.

To choose DEANNA, type "D," click that name with the mouse, tap the D key to cycle through the list, or arrow down on
your keyboard. When the correct item has been highlighted, pressEnter. Double-clicking on the correct item will also
insert the word and dismiss the SmartType window.

Entering New SmartType Items on the Fly

New items are added to SmartType lists automatically when you type them into the script. In Airship - script, there are no
items in the Character SmartType list that begin with the letter N. Consequently, if you type the letter “N” into a character
paragraph, the SmartType window does not appear. If you then type the rest of the name “NANCY” and then press the
Enter key to create a Dialogue paragraph, SmartType automatically adds NANCY to the Character SmartType list.

More About SmartType Matching

The SmartType window appears if there is a match of the first letter typed in a character name, character extension,
location, time or transition. If you are creating a SmartType element and that element is a subset of an item already in the
SmartType list, you will need to temporarily turn off, or escape from, SmartType matching by pressing the Esc key.

For example, the Character SmartType list contains a character named “BOBBIE,” and you want to create a new character
named “BOB.” Type BOB <Esc>. “BOB" will be added to the Character SmartType list.

New SmartType Entries

Although new items are automatically entered into the appropriate list as you type in the script, you can also add them
manually in the SmartType dialogue.

To add a new item to a SmartType list:

1. Choose the list to which you want to add the new item by clicking the appropriate tab
2. Click New.

A default name appears at the bottom of the list and in the text box:
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SmartType

Characters Exensions Scene Intros  Locations Times  Transitions

Name:
NEW CHARACTER] A—

SHOPKEEPER A
SUPPLICANT SUIT

TOP SUIT

TRISH

WITCH

ZED

PATIENT
v
Rebuiild Alphabetize Delete

Options... Cancel

3. Type the name of the new item;
4. Click OK to return to the script.

Modify SmartType Entries
To change an existing entry in the list
1. Choose the list in which the item is stored by clicking the appropriate tab

2. Select the item to change;

The item’s name appears in the text box above the list.

3. Click in the text box;
4. Edit the item;
5. Click OK to return to the script.

L
~~Editing an item in a list does not change it in the script. To change an item in the

script, use Edit > Find and replace the entries that you modified with the new text.

Deleting SmartType Entries

It is a good idea to manage SmartType lists by deleting duplicate entries. In this example, the writer has accidentally
added the name "TRISG" to the Character SmartType list when the name "TRISH" was intended.
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Jeris rclls his eyes W c-rTune crate.

S ;FTOP SUIT

Fighting? Y{¢

them cn? TRISH
TRISG

Now the unwanted "TRISG" has replaced "TRISH" as the first "TR" SmartType choice, which will impede the writer's
flow. "TRISG" should be removed.

Go to Document > SmartType and select the unwanted SmartType item, in this example, "TRISG." Click Delete and it
will be removed from the SmartType list. Note that there is no confirmation dialogue.

SmartType

Characters Extensions Scene Intros  Locations Times  Transitions

Name:
|ﬁil§§
SHOPKEEPER A
SUPPLICANT SUIT
TOP SUIT
TRISH
WITCH
ZED

v

New Rebuld | | Alphabetize
Options... Cancel

&

NOTE
. Deleting an item from a list does not remove it from the script. To delete an item

from the script, use Edit > Find and then delete the text from the script.

= TIP: Rebuilding the SmartType List may accomplish the list maintenance quickly
but may remove SmartType items you want to keep for a particular reason.

Rebuild SmartType Lists

As you write your script, you will be entering new character names, locations, times of day and other pieces of text that
Final Draft stores in the SmartType lists. If you make an error while typing one of these terms and then press Enter, that
erroneous term will be part of a SmartType list. For example, if you accidentally typed TRISG and pressed Enter when

you meant to type TRISH, your "T" Character SmartType list will display:
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TOP SUIT
TRISG
Now, inserting "TRISG" will require an additional and unwanted keystroke.

The remedy is to rebuild the SmartType list, which causes Final Draft to compare the contents of the SmartType list to
what is actually in the script. If a word or term is on a SmartType list but is not found in the body of the script, it is
removed from the SmartType list.

Erroneous SmartType entries can be removed manually by opening that list, selecting the item and clicking Delete but
using the Rebuild command is a quicker and more comprehensive way to ensure the accuracy of the SmartType lists.

2 TIP: Before creating any report from Tools > Reports, best practice is to rebuild
all SmartType lists. The reports are based on the SmartType lists and if the lists contain
erroneous or unused information, it will appear in the reports as well.

Reorder SmartType Lists
By default, SmartType lists are listed in the order in which entries are made. You may reorder a list any way you like.
To view the list in alphabetical order

Click the Alphabetize button.

&
NOTE
~—The order of the items in the SmartType dialogue is the same as they appear in the
SmartType window in the script.

To reposition an item within a SmartType list, drag and drop the item to a new position.

Managing SmartType Lists

You can view and modify all SmartType lists in the SmartType dialogue.

1. Choose Document > SmartType and the SmartType dialogue appears with the SmartType Character List
displayed. For example, the Character List from the sample script Airship appears as:



FINAL DRAFT |

SmartType

Name:

Edensions Scene Intros  Locations Times Transitions

[DEANNA

ARINGTON
CYBORG

DEANNA (WITCH)

DUMB THUG
GIRL
GRISS
New Rebuild ‘ Alp_habetize‘ . Deléte
Options...

2. Choose a list to view or modify by clicking the appropriate tab.

SmartType Options

Click the Options button in the SmartType dialogue to view SmartType options.

SmartType Options
Smart Type

Character matching

Scene Heading matching
Transition matching

Show Smart Type window
[C] Alphabetize Smart Type window

Smart Type color:

Automatically quess next Character

[[] Tab key transitions to character extension

e

By default, matching for all of the SmartType Lists is enabled.

To disable Character, Scene Heading or Transition matching

Uncheck the option for the SmartType list you want to disable.
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If matching for a SmartType list is disabled and you create a new paragraph of that type, the SmartType window does not
appear. SmartType still automatically adds any new entries to the appropriate list, however.

Automatically Guess Next Character

Checking this option causes Final Draft to track the entry of character names and when it senses that two individuals are
having a conversation, alternately offers their names when a new character element is created, which is useful when a
scene contains multiple conversations between two individuals.

Tab Key Transitions to Character Extension

By default, pressing the tab key after entering a character automatically creates a parenthetical paragraph. Check this box
so that pressing tab will create a character extension instead.

Show SmartType Window

Check this option if you want the SmartType window to appear when you type.

Alphabetize SmartType Window

Check this option if you want the items in the SmartType window to appear in alphabetical order.
Auto-Position SmartType Window

Check this option if you want the SmartType window to automatically position itself so that it does not block the view of
the text you are typing.

SmartType Color
You can select the text color for SmartType matches.

To change the color:
1. Click the color swatch;

The standard Windows color palette appears. Choose a color, or click Other to show the standard color picker.

2. Choose a color and click OK;

3. The new color is displayed as the color swatch.

When you are finished, click OK.

Scene Intros and Times Separators

Scene Intros and Times are special entries in their respective SmartType lists because they are subunits of the Scene
Heading element. You can change the characters used to separate sections of the scene heading. In US film production
(and in the default Screenplay template), the defaults are a period (.) separating scene intro and location and a dash (-)
separating the location and the time.
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To change the separator character

1.
2.

In the SmartType dialogue, select either the Scene Intros or Times SmartType list;

Shortcuts & Menus - 267 |

Type the new separator character in the Separator text box. If you want spaces before and/or after the character,
type those in as well;

Click OK.

SmartType

Characters Bdensions Scene Intros LocationsTransitions

Name:

Separator:

by

NIGHT
AFTERNOON
MORNING
EVENING

LATER

MOMENTS LATER
CONTINUOUS

oay W

New

Options... |

Rebuild

| Aiphabetize |

Delete

Cancel
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Dictionary
AT
Spelling Thesaurus

Dictionary

Dictionary

Final Draft contains a complete American English spell-checker that can identify misspelled words, provide alternatives
and maintain a User Dictionary with custom entries. The interactive thesaurus contains several hundred thousand
synonyms and antonyms.

e Spelling
o Options
o User Dictionary

Thesaurus

e Thesaurus
o Thesaurus Context Menu
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Spell-Checking
To Begin Spell-Checking

Choose Home > Spelling or Tools > Spelling. The Spelling dialogue appears and checking begins with the first misspelled
word highlighted and a list of suggestions to correct the error.

When the spell-checker encounters a misspelled or unknown word, that word is highlighted in the script and the word
appears in the Misspelled Word area in the Spelling dialogue, along with a list of possible alternatives. The first item in

the Suggestions list appears in the Change To text field. In this example, the spell-checker has found “somone” as a
misspelled word:

Ten SUITS sit around a dreary corporate conference room.

Silent impatience. They’'re waiting for

TOP SUIT sighs, annoyed.

SUPPL

She does have a| SpelCheck Options User Dictionary
a bit late.

Msspelled Word: somone ignore
And in she bursts. TRISH 1 ,
perpetually late. She's a| Chaneeto e ignore Af
her anxiety for all to 8e€ gyggestions: A P
She pulls on the glass cor smoon
: lace Al
A second effort, awkward & 2::;'_ Bigiace
it finally creaks open eng Samoan Leam
Simon
TRISH ssnony v Close

Calasman

I'm so sorry. Tl
bizarre. I tricG ysvvang wvizr-ac
Hillhaven and that was worse -

To accept the suggestion "someone™ and continue spell-checking, click Replace.

To substitute an alternate word:

1. Select a word from the Suggestions list or type another word in the Change to box. It appears in the Change To
text field;

2. Click Replace. If you think there may be more than one instance of the misspelled word in the script, click
Replace All.

Alternately:

Double-click a suggested word. The new word replaces the misspelled word In the script and spell-checking continues.

To instruct the spell-checker to learn a word, click Learn. The word in the Misspelled Word area is added to the User
Dictionary and spell-checking resumes.
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To disregard the word considered misspelled and continue, click Ignore.
To disregard all instances of that word in the document. click Ignore All.

When the spell-checker reaches the end of the script, it asks if you want it to continue from the beginning of the script. If
you started spell-checking in the middle of the script, you can wrap around to the top of the script and continue checking
the rest of the script. Click Yes to continue.

When the entire script has been checked, a message informs you that the whole script has been checked. Click OK to
close the Spelling dialogue.
&
~—You can halt spell-checking at any time and close the Spelling dialogue by clicking
the Close button.

Spell-checking with Contextual Menus

You can access spell-checker functionality from a context menu. For example, here is some sample text with the
misspelled word “somone”:

INT. CONFERENCE ROOM - AFTERNOON

Ten SUITS sit around a dreary corporate conference room.
Silent impatience. They're waiting for gomone.
TOP SUIT sighs, annoyed. \

To access the spell-checker commands in the context menu

1. Right-click on a misspelled word and the context menu appears:
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INT. CONTERENCE ROOM - AFTERNOON
Ten SUITS sit arcund a dreary corpcerate conference room.

Silent impatience. They're waiting for sompr=

. Cut
TOP SUIT sighs, anncyed.
Copy
SUPPLICANT SUIT
B She deces have a habit c¢f showing Paste

a bit late.
And in she bursts. TRISH THOMPSON. 40, tal HEEL BN \Eang S heracts
perpetually late. She's a nervous ball of Style >
her anxisty for all to see.

She pulls on the glass cconference room deo Ignore
A second effort, awkward as hell, She fumb Learn
it finally creaks open encugh for her tc s
Ignore All
TRISH
I'm 80 sorry. The traffic was
bizarre. I tried getting cff at someone
Eillhaven and that was worse - S
TOP SUIT imoo
You brought the data tables? sl
soman
She freszes. Obviously nec.
summon
TRISH
{recovering) Samoan
Actually, I have them in the clc Simon
a1 id i xe A
Top Suit slides her a wireless keybcard an simony

big TV screen at the front of the room, sh

browser to CloudShare.com. Three tries bef Solomon
pasesword right.

2. Select the correct word;
-or-

3. Select any of the alternative words;
-or-

4. Choose to have the spell-checker ignore or learn the word;
-or-

5. Make the correction manually by typing directly into the script.

Spelling Options

Go to Tools > Spelling and click the Options tab to view spelling options:

Language popup menu

If other foreign-language spell-checkers have been installed, choose which one to use.
Check Capitalization

When this option is checked, the spell-checker checks for correct capitalization of words. In this example, the spell-
checker flags the word “annoyed” as incorrectly not capitalized.
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INT. CONFERENCE ROOM -~ AFTERNOON
Ten SUITS sit around a dreary corporate conference rocm.

Silent impatience. They’'re waiting for scmecne.

TOP SUIT sighs. anogyed.

Check Repeated Words

If this option is checked, the spell-checker looks for duplicate occurrences of words and flags them as repeated. In this
example, the second and erroneous "and" is flagged.

And in she bursts. TRISH THOMPSON. 4 and
and . a nervous ball of energy who

wears her anxiety for all to see.

Automatic Spell-Checking

If this option is checked, the spell-checker automatically scans the script and underlines in red any misspelled words. In
this example, the word “Malc” is not known:

REGGIE
Looking for Male. He here?

When Spelling options are set, close the window to apply them and return to the script.

Thesaurus
Use the thesaurus to find alternate word choices while you are writing.

To find words in the thesaurus

1. Select the word “frazzled,” for example:

And in she bursts. TRISH THOMPSON. 40, tall, and
perpetually late. She's a nervcus ball ci energy wheC wears
her anxiety for all tc see.

2. Choose Tools > Thesaurus. The Thesaurus dialogue appears:
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Thesaurus X
Word:
(== ’]

1) ADJ: troubled by nerves
Synonyms: agitated, edgy. fraught, keyed up, nervous, overwrought,
taut, tense, uptight
Related: keysd
Antonyms: relaxed

Language:
English (United States) o Replace Close

Definitions of words are sorted alphabetically by part of speech, and a list of synonyms, antonyms, and related words is
shown below each definition.

3. Select a word. It appears in the text field above the definitions;

4. Click Replace.

The Thesaurus dialogue closes and the selected word replaces the selected word in the script.

If no alternate is acceptable, click Close.

To manually enter a word to find alternatives

1.

2
3.
4

Position the cursor where the word is to be inserted,;
Choose Tools > Thesaurus. The Thesaurus dialogue appears;
Type the word you want to look up in the text field above the alternatives;

Press the Enter key.

Definition(s), synonyms, alternatives, etc. are presented.

5. Select an alternative;

6. Click Replace.

The Thesaurus dialogue closes and the alternate replaces the selected word in the script. If no alternate is acceptable, click

Close.
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Additional Thesaurus Options
Language
If any other thesaurus has been installed, choose the one to use from the Language dropdown.
History pop-up list

The History pop-up list contains a list of up to the last 10 words that were searched for. Select the word from this list and
it is transferred into the text field and the corresponding thesaurus entry is displayed.

Thesaurus Context Menu
You can access the thesaurus from a context menu.
In this example, the writer has decided to find a better word than "frazzled."

To access the thesaurus context menu, right-click or Control + click the word you want to change and the context menu
appears. Choose Synonyms and a listing of word choices appears:

And in she bursts. TRISH THOMPSON. 40, tall, frazd‘*A and I
perpetually late. She's a nervous ball of

her anxiety for all to see.
Paste
She pulls on the glass conference rpdm door. It's
A second effort, awkward as hell _She fumbles back Inzert Non-Speaking Character
it finally creaks open encugh f€r her to squeeze ht Style
TRISH
I'm 8o sorry. The traffic was Synomymi y agtates
bizarre. I tried getting off at — A
Hillhaven and that was worse w
fraught
TOP SUIT BN P
You brought the data tables? nevous
- overwrought
She freezea. Obviously no.
- taut
TRISH tense
(recovering) upteght
Actually, I have them in the cloud.

Choose a word from this list to replace the selection. If you do not see a satisfactory word in the list, you can access more
choices in the complete thesaurus by choosing Thesaurus from the Tools menu.

To dismiss these context menus without choosing an alternative word, press the Escape key until they disappear.

User Dictionary

Use the User Dictionary tab to maintain a custom dictionary that contains words you enter and words you have instructed
Final Draft to learn.

Go to Tools > Spelling and select the User Dictionary tab:
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Spelling X
Spell Check Options
Dictionary entry:
faid |
Malc
New word
New Delete

To add a new word to the list
1. Click New;

The default name “New word” appears at the bottom of the list and in the text field.

2. Click in the text field;

3. Type the word you want to be in the User Dictionary (in this example, "Malc"). Any changes are reflected in the
list.

To change an existing entry in the list

1. Select the item to change.
The word appears in the text field above the list.

2. Click in the text field.
3. Edit the word. Any changes are reflected in the list.

To delete an item from the list
1. Select the item to change.
2. Click Delete.

The word is immediately deleted from the list (there is no confirmation dialogue).

&
~—~ Words are not listed in alphabetical order but in the order they have been entered.

When finished, click the Close box.
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Foreign Language Spell-Checkers and Thesauri

Final Draft installs an American English spell-checker and thesaurus. Additional foreign language spell-checkers and
thesauri are available for various languages. One may be chosen during the installation process.

&
——'Some of the languages have spell-checkers but no thesaurus.

The following languages are available:

e British English

e Canadian-English

e Canadian-French

e Catalan (no thesaurus)

e Danish

e Dutch

e French

e German

o Italian

¢ Norwegian

e Polish (no thesaurus)

e Portuguese (Continental) (no thesaurus)
e Portuguese (Brazilian) (no thesaurus)
e Spanish

e Swedish

e Swiss-German

[ ]
NTE
NOTE

- Final Draft's ability to support languages other than English is limited to spell-
checkers for the above languages using Western (Latin)-based characters.

If you paste a foreign-language character into Final Draft or switch to a foreign-language font set, Final Draft may not be
able to display it properly.

Most foreign fonts are Unicode or multi-byte character fonts, but Final Draft software can only use TrueType single-byte
fonts. If you can find a single-byte version of a font in a non-Latin language, you may be able to use it. However, our
support staff will not be able to assist you if you encounter difficulties.
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Glossary
&
NOTE . o
——'Some glossary entries are followed by "[FD]." This designates a term that may be
used in a similar context in other software. The definition here is referring only to the
way in which Final Draft uses a particular term. Entries in ALL CAPS are terms written
into a script by the writer.
A

A and B Pages / Scenes
Refers to any additional pages added to a Production Script. Once a script becomes a Production Script,
page and scene numbering cannot change. To keep them consecutive and so that they will fit with older
versions of the Production Script, the letters “A,” “B,” “C” (and so on) are added to page and scene
numbers in order to keep the pages in order. For example, if two pages are added between pages 78 and 79,
they are numbered 78A and 78B.

Action
A sequence of events in a script, visuals that have their purpose in plot development, which may include
physical and psychological action; the movement of the subject within the camera field of view; an
element in Final Draft.

Activate [FD]
Allows Final Draft to be used on a specific computer without restrictions.

ANGLE ON
Used to emphasize a specific object in a shot to indicate that a different camera angle is to be made of a
previous shot.

ASCII
Acronym for American Standard Code for Interchange Exchange. An ASCII file, also called a text file, can
be read by most computer word processors.

B

BACK TO/BACK TO SCENE
The camera reverts to its original shot position from another.

BACKGROUND (b.g.)
Any action or object(s) which is secondary to the main action and which appears far away to the main
action, and which serves as a backdrop for that action. Usually abbreviated in lowercase letters with
periods after each letter.

Backup Copy
To guard against total loss of important information, a duplicate copy of a computer file, usually saved in a
separate location, and placed in a safe, separate place. Making two backup copies of important data should
be a regular part of any computer use.
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BEAT
In a screenplay, this term is used to indicate a pause in a character's speech or action. Also refers to actions
or incidents within scenes.

Beat Board
A field in which cards representing story point and plot milestones can be arranged in a free-form fashion.

Bookmarks [FD]
Placeholders within a Final Draft script whose placement is determined by the user.

Breakdown (Breakdown Script)
Detailed analysis of a screenplay which is used to create the Shooting Schedule. Organizes the script into
related scenes, locations, sets, characters and props. Also used for determining all the expenses for a film’s
budget.

C

Character
The various real or fictitious individuals who take part in a screenplay; an element in Final Draft. The very
first time a character is introduced into the screenplay, the name is capitalized. Always capitalized before
dialogue. In Final Draft, it refers to the paragraph that contains a character name.

Character Extension [FD]
Enclosed in parentheses next to the character name, it describes where the speech is coming from - off
screen, voice over, etc.

CLOSE SHOT
Camera shot that includes only the head and shoulders of a character. Always typed in capital letters.

CLOSEUP (C.U))
Camera shot that closely emphasizes (isolates) a detail in a person, animal or object. Always typed in
capital letters and is usually abbreviated.

Color Picker
A mechanism that allows a color to be chosen, usually from a color wheel.

Continued(s)
At a Scene Break, used to indicate a scene has not been completed at the end of a page (at the page break)
and the beginning of the next page. At a dialogue break, used to indicate a character’s speech has not been
completed at the end of a page and that the speech is a continuation of one from the previous page.

Courier Final Draft
The default font in Final Draft. It was designed to paginate consistently from computer to computer and
between Mac and Windows. Using another font, even a Courier font, is not advised.

Cursor
An on-screen pointer that follows the movements of the computer’s mouse.

CUT/CUTTO
Instantaneous transition (change) from a scene (or a shot, or another person) to another. Always typed in
capital letters.
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D

Dialogue Breaks
When dialogue “spills” over one page onto the next because of its length, and has to be split into sections.
The phrase (MORE) indicates there is additional dialogue to follow on the next page, and the phrase
(CONT’D) appears at the top of the page, indicating the dialogue is continuing from the preceding page.

DISSOLVE / DISSOLVE TO
A transition from one scene, which fades out, as another simultaneously fades in. Dissolves are also used
to indicate a lapse of time and/or of place.

DOLLY IN/DOLLY OUT
Camera movement toward or away from a subject, involving physical movement of the camera. Always
typed in capital letters.

Drag-and-Drop
Computer process of using a mouse to select and move text (a single word or entire pages) from one
location to another without having to use the commands Cut and Paste.

E

Elements [FD]
The types of paragraphs (styles) used in a screenplay: scene heading, action, character, character, dialogue,
transition and shot.

Exporting
The process of converting (translating) a Final Draft document so the information in it may be used in
other computer programs.

EXT.
Denotes a shot taken outdoors.

Exterior (EXT.)

A scene intro which indicates that a scene takes place, or is supposed to take place, outside. Always
abbreviated in all capital letters.

EXTREME CLOSEUP (E.C.U.)
Camera shot that is extremely close to a subject, used to emphasize some particular detail. Usually typed
out in full in capital letters.

EXTREME LONG SHOT

Camera shot usually taken from a long distance away from the subject. Always typed out in full in capital
letters.

F

FADE IN / FADE OUT
Smooth, gradual transition from complete blackness to a scene (fade in); gradual transition from a scene to
complete blackness (fade out). Always typed out in full in capital letters.
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FOREGROUND (f.g.)
The area of the scene (objects or action) which is closest to the camera. Usually abbreviated in lowercase
letters with periods after each letter.

FREEZE FRAME

Camera direction (which is really an optical printing, or other, effect) where a single frame is repeated over
time to give the illusion that all action has stopped.

Function Key
Special keys on a computer keyboard (labeled F1 though F12) that may have special commands assigned
to them. In Final Draft, Function Keys have built-in functions, but the user can assign different commands
to them, if desired.

H

Header [FD]
Text that appears at the top of a page, such as page humbers.

I/E (INT./EXT.)
Refers to shots taken in both an interior and an exterior location. For example, a police chase where we
start inside a car and the camera moves outside the window when the character leans out to fire a gun.

Importing [FD]
The process of converting (translating) information (data) from other computer programs so it can be used
as part of a Final Draft document.

Index Cards Views
These views mimic the traditional way that scripts have been developed, fleshed-out and annotated. Each
card contains one scene. Cards are ordered in a left-to-right, top-to-bottom, fashion. There are two “sides”
to every card. The Summary side initially is blank and is available for text to be entered - for development
ideas, notes, sequence or act markers, comments, locations, blocking... anything you feel is applicable. The
Script side contains the actual text of a particular scene.

INSERT
A shot within a scene which calls attention to a specific piece of information, usually an inanimate object.

Installation [FD]
The process of loading the Final Draft program and all associated files onto a computer so that they may be
used. Different from Activation.

INT.
Denotes a shot taken indoors.

Interior (INT.)
A scene intro which indicates that a scene takes place, or is supposed to take place, indoors; a set
representing an indoor scene. Always abbreviated in all capital letters.
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ISOLATE
Tight focus on an object or person.

J

JUMP CUT
An exaggerated acceleration of natural action achieved by removing from a scene footage that provides
continuity of action, camera position or time. For example, a shot of man starting frame left and walking
right who, in the blink of an eye, is next seen almost at frame right would be a jumpcut. He appears to have
"jumped" to the right edge.

K

Keystroke Shortcut
A keystroke, or combination of keys, that initiates a command or other function.

L

LIGHTS UP
Transition used in Stage format, denoting the beginning and discovery of a scene by the illumination of
lights onto a particular area of the stage.

Location
The actual (physical) setting for a production; a part of a scene heading which describes where the scene
takes place.

LONG SHOT
Camera shot that is taken at a considerable distance from the subject, usually containing a large number of
background objects. Always spelled out in capital letters.

M

Macro [FD]
Text which can be entered with a single keystroke, usually containing words or phrases that are frequently
repeated.

MAGIC
Shorthand for "Magic Hour," the short period of time around sunset.

Margin
The amount of space left unused at the top and bottom, and right and left, of a printed page.

MATCH CUT

An edit in which physical elements or actions in the first shot greatly resemble actions or physical elements
in the next shot. One classic example of this is from Hitchock’s "North by Northwest" in which a shot of
Cary Grant pulling Eva Marie Saint up off Mount Rushmore turns into a matching shot in which he pulls
her up into a bunk bed. Another is the match cut from the shower drain to Janet Leigh’s eye in "Psycho."
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MEDIUM SHOT (MED. SHOT)
Camera shot often used to describe a shot of character approximately from the waist up.

MONTAGE
Scene heading which indicates a rapid succession of shots.

More(s)
Used to indicate that a character’s speech has not been completed at the end of a page and that the speech
is a continuation of one from the previous page. See Dialogue Break.

MOVING / MOVING SHOT
Camera shot which follows whatever is being filmed.

N

Narration
Off-screen commentary, which is heard over the action. Also referred to as a voice over.

NARRATION
Off-screen commentary which is heard over the action. Also referred to as a voice over.

®)

OFFSCREEN (0.S.)

Indicates that the character speaking is not visible in the frame. Always abbreviated in all capital letters
and enclosed in parentheses. Not the same as VO or NARRATION.

Outline
A complete story broken down into its component beats, scenes, sequences and acts before dialogue is
written.

P

Page Break
Where one page ends and another begins. Final Draft simulates this break in Normal View with a line.

PAN
Camera shot (from the word panorama) where the camera moves gradually from right to left or left to
right, without stopping; to slowly move to another subject or setting without cutting the action.

Parenthetical
Indicates dialogue should be delivered in a certain way; an element in Final Draft. Should be no more than
a few words.

POINT OF VIEW (P.O.V.))
Camera position that views a scene from the viewpoint of a particular character. Always abbreviated in
capital letters with periods after each letter.
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Production Script
A script that includes scene numbers, camera angles, inserts and direction notes. All page numbers and
scene numbers remain unchanged, no matter if text is added to or deleted from the script (see A and B
Pages/Scenes, Revised Pages).

R

Reformatting [FD]
The process of changing element paragraphs from one to another.

Revised Pages
When a production script is being edited, changes are distributed to the actors and crew on “change pages,’
which are generally a different color from the original pages of the script and follow a set hierarchy of
color pertaining to the revision number.

b

Revision(s)
In Production Scripts, any modified or new text (revised text) needs to be designated as such via marks in
the margins (like asterisks).

S

Scene
A single cohesive unit of narrative, usually confined to one location at one particular time.

Scene Breaks
When a scene “spills” over one page to another because of its length, and has to be split into sections. The
phrase (CONTINUED) indicates there is more to the scene to follow on the next page, and the phrase
CONTINUED: appears at the top of the page, indicating the scene began on the preceding page(s).

Scene Continued(s)
See Scene Breaks, above.

Scene Heading
Used at the beginning of all scenes, a short description which indicates where and when the scene takes
place. Always typed in capital letters. Sometimes called a Slug Line.

Scene Intro [FD]
The part of a scene heading whether a scene takes place indoors, outdoors, etc.

Scene Number
Indicates the sequence number of a particular scene. Scene numbers are used only in Production Scripts.

Scene Panel
A view in which each row contains one scene.

Screenplay
A script for a feature film, that is (or could be, and hopefully will be) made into a motion picture.
Generally 90 to 120 pages in length.
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Script
Text of a screenplay, including dialogue and action. In a shooting script, scene numbers and sometimes
camera shots and moves are added.

ScriptNote [FD]
Text fiields that contain your ideas, notes or messages about a particular paragraph in the script. These
notes can be placed anywhere.

Sequence
A group of connected scenes that moves a story forward. A feature script usually has between 7 and 10
sequences.

Shooting Schedule
A production schedule for shooting a film with the scenes from a script grouped together and ordered with
production considerations in mind.

Shooting Script
See Production Script.

Shot
The basic unit of a motion picture. A moving image of objects, persons, buildings and/or landscapes.

Sitcom (Situation Comedy)
Usually refers to a television comedy in which the humor is derived from situations or predicaments of the
characters, rather than on incidents or gags. Also known as a "half-hour," a reference to the length of each
episode.

Slugline [FD]
See Scene Heading.

Smart Type [FD]
Provides an automatic type-ahead facility for entering a character name, location, extension, time and
transition in the script; used to avoid repetitive typing.

Spec Script
A "spec" or speculative screenplay is an uncommisioned (unpaid) project written for the open market. The
writer hopes it will be bought and produced or will serve as a calling card to get paid writing jobs.

Story Map
A tool that allows the user to lay out story beats and story milestones in a linear fashion.

SUPER (SUPERIMPOSE)
The effect of showing one image over another. Always typed in capital letters.

T

Text Document [FD]
This mode eliminates all screenwriting-related options and functions, so that Final Draft may be used as a
“normal” word processor.
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Text File

See ASCII.
Time

The part of a scene heading which indicates the time of day.
Title Page

Includes the title, centered in the upper third of the page, the writer’s name, contact information (address,
phone), copyright and registration number (optional).

Transition
Indicates the end of a scene; an element in Final Draft. Always typed in capital letters.

Treatment
Summary of a story, integrating all its elements, detailing the plot, and providing a sense of who the
characters are, including their motivations.

TWO-SHOT
Camera shot of two people, usually from the waist up.

\Y

VOICE OVER (V.0))

A Character Extension in which a character’s voice is heard over a scene, as in narration, a tape-recorded
voice, or a voice heard over the phone. Always abbreviated in capital letters with periods after each letter
and enclosed in parentheses next to the Character Name, capitalized and spelled out in the script.

w

WIDE SHOT
See Long Shot.

WIPE
A wide variety of patterned transitions in which images seem to move (or push) other images off the
screen.

X

XML (Extensible Markup Language)
The Extensible Markup Language is a general-purpose markup language that allows its users to define
their own elements. Its primary purpose is to facilitate the sharing of structured data across different
information systems, particularly via the Internet.
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Z

ZOOM IN/ZOOM OUT
A quick transition from a long shot to a close shot or the reverse, usually achieved by manipulating the

camera’s lens.
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