SESSION FOUR – SCENES, DIALOGUE AND THE SHIFT OF POWER 


A SCENE is an action through conflict and ideally each scene should be a STORY EVENT – including action, desire, conflict and change. 

A scene is an action through conflict which should turn the value of a character’s life in some way. Before you start fleshing out each scene, ask yourself what values are at stake.

SCENE BREAKDOWN AND STRUCTURE

Scenes must follow a structure like the overall script – beginning, middle and end. 

Each scene must have:

· The protagonist pursuing her goal (set up in the inciting incident) through the scene objective. The protagonist must drive the scene. 
· Conflict – the antagonist gets in her way. The protagonist is then forced (under pressure) to take one action or another. 
· Change – the value at the beginning of the scene should be the opposite or different at the end.

Value changes in scenes

Value changes are also known as turning points or dramatic arcs. It is really important for your protagonist to have several turning points throughout your story. 

Examples of value changes:

· Love to hate
· Jealousy to support 
· Imprisonment to freedom
· Faith to lack of faith
· Hope to hopelessness
· Optimism to pessimism
· Belief to scepticism

Each of the values has a positive or negative charge – love is positive, hate is negative. If you start your scene on a negative (pessimism) make sure you end it on a positive (optimism) and vice versa. 

External values  - freedom/slavery,  justice/injustice, right/wrong good/evil,  truth/lie, loyalty/betrayal. 

Internal values – courage/cowardice or fear or insecurity, excitement/boredom, self-confidence/self-doubt, meaningful/meaningless. 

Beats build scenes, scenes build sequences and sequences build acts. 

BEATS – a beat is an exchange of behaviour in action and reaction. Beat by beat these changing behaviours shape the turning of a scene. This is where the shift in power can be seen. 

SEQUENCES – A sequence is a series of scenes – usually two to five – which culminate into a turning point. Some short films consist of one sequence from beginning to end. 


DIALOGUE

What is the purpose of dialogue?

1. To communicate essential information – both to other characters and the audience/viewers.
2. To reveal character.
3. To create anticipation, expectation, tension or suspension. 
4. If it’s a comedy, to entertain or elicit laughs.
5. To elicit emotion.
All of the above MUST be done in conjunction with moving the story forward by creating conflict or action. 

A character’s dialogue should be unique to him or her. It should reflect:

1. The character’s nationality, culture, class, religion, age, intelligence, abilities, occupation and general attitude.
2. The time period.
3. The storyworld.

Classic problems with dialogue

Bad dialogue includes:

1. Exposition 
2. On the nose information 
3. Lack of individuality
4. Character inconsistencies 
5. Flat and lifeless
6. Too formal or grammatically correct
7. Too wordy and long

Dialogue should only be used to show the characters responses to the story lines – obstacles in their way etc. It should also be a manifestation of behaviour not an explanation of it. 

Never use phrases such as ‘how are you?’ The audience should be able to SEE how they are via the story.

Dialogue is not conversation it just presents the illusion of it. 

Dialogue should be kept to a minimum, and every single word must serve a purpose and drive the story forward in terms of the protagonist’s goal. Screen dialogue doesn’t need complete sentences it needs short, simply constructed sentences – never say in ten words what you can say in three. 

Never write a line of dialogue when you can create a visual expression instead. Before writing a scene, ask yourself: Can I write this in a purely visual way without having to write much or any dialogue?
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