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Welcome

The HyperCar8l application is a software construction tool. You use it to
create your own way of doing things on your computer. This book is a
reference to everything you need to know to use HyperCard, including how to
use and create “smart” documents cafittks Stacks can do many of the
things that ordinary application programs can do, and more—you can decide
for yourself how you want your stacks to work without knowing a word of
programming.

If you do know something about programming, or if you're just curious, you
can learn about the HyperT&lprogramming language that’s built into
HyperCard. For details, see tHgperCard Script Language Guidecluded in
this package.



HyperCard Documentation

HyperCard contains the following documentation:

= HyperCard Referencghe book you are reading now) is a reference to
consult as you work with HyperCard. It also contains brief tutorials on
working with HyperCard and on building scripts with HyperTalk.

= HyperCard Script Language Guidea book that gives detailed reference
information about scripts and the HyperTalk language. It's written for
people with some programming or scripting experience.

= HyperCard Quick Reference Guidea booklet that gives many keyboard
shortcuts for HyperCard and HyperTalk operations, and presents a
summary of HyperTalk messages, keywords, and commands.

= New Featuress a stack that describes the features added to this version of
HyperCard.

= Hypercard Helgs a stack that answers your questions as you're using
HyperCard.

= HyperTalk Referends a stack that provides easy access to information
about HyperTalk for people who use HyperCard’s programming language.

= AppleEvents Primeis a stack that demonstrates how to exchange
information between applications in an Apple events-aware environment
(such as System 7).

= QuickTime Toolss a stack that provides tools and external commands for
using QuickTime to produce multimedia presentations.

= HyperCardAppleScript Referends a stack that describd#®e basics of
using AppleScript with HyperCard, and includes explanations of
AppleScript statements as well as demonstration scripts.

= AppleScript Samplds a folder of stacks that present examples of
AppleScript in HyperCard.
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What You Need o Know

This book assumes that you know how to use your Macintosh. You should
know how to:

use the mouse and keyboard

= choose from a menu

= use command keys

= copy files and disks

= open disks, folders, applications, and documents

= do simple text editing

= use the directory dialog box to locate files

If you're not sure how to do any of the tasks listed, go through the

documentation that came with your computer before you do anything else.

How to use this book

This book is designed to help you find answers to your questions quickly. It is
organized according to tasks. Use the table of contents or the index to locate
instructions for specific tasks. You can also use the index to find information
about individual topics and commands.

Descriptions of specific tasks often include numbered steps. Each step is made
up of a short instruction in boldface type, often followed by further explanation
in plain type. Depending on your level of expertise with the Macintosh, you can
speed through some or all of the instructions by reading just the boldface steps.

Welcome XVii



Xviii

The book contains the following chapters:

Chapter 1, “Using HyperCard,” describes how to use HyperCard
stacks—*smart” documents created with HyperCard. This chapter also
explains how to use stacks stored on file servers and compact discs.

Chapter 2, “Learning HyperCard Basics,” is a tutorial on the most common
HyperCard features. While it won't make you a HyperCard expert, it will
give you practice using basic stack-building tools and techniques.

Chapter 3, “A Taste of HyperTalk,” is a tutorial on HyperCard'’s built-in
scripting language. If you find that you enjoy writing scripts and you want
to learn more, you can use tHgperCard Script Language Guidalso
included in this package.

Chapter 4, “Creating and Modifying Stacks,” provides information about
building stacks. This chapter includes specific instructions for working
with a stack as a whole.

Chapter 5, “Working with Cards and Backgrounds,” explains how to create
and modify individual cards and backgrounds.

Chapter 6, “Working with Buttons,” explains how to create and modify
buttons and use them to link related pieces of information.

Chapter 7, “Working with Text and Fields,” explains how to create and
modify fields (the places you create to hold text), how to enter text into
fields, and how to format text.

Chapter 8, “Working with Graphics,” describes HyperCard Paint tools and
commands, and shows you how to use them to create graphics.

Chapter 9, “Printing,” explains how to print the information in a stack.
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Where to Get HyperCard Stacks

A HyperCard stack can be as simple as a collection of information, or as
complex as any application program. You can use the stacks that come with
HyperCard, create stacks yourself, or get stacks from a variety of other sources:

= You can find HyperCard stacks for sale at your local computer
software store.

= You can check with your local user group to find out the meeting time of
the HyperCard special interest group. Members often share their stacks
with each other.

= You can subscribe to online electronic information services such as
CompuServe, GEnie, America Online, and The Well (to name a few),
which have HyperCard special interest groups. These groups have stacks
you can get free, except for the service’s time charges.

About user groups

Computer user groups can be a great source of information about HyperCard
and about your computer. Members of user groups meet to share ideas, discuss
problems, and exchange software and information. By attending user group
meetings, you can learn more about HyperCard and see how others are using it.

Ask your authorized Apple dealer for the name of the user group nearest you,
or call (800) 538-9696.
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Using HyperCard

This chapter begins with a brief summary of what HyperCard is and what you
can do with it. The remainder of the chapter describes what you need to know
to effectively use HyperCamstacks(the name for documents that you create
with HyperCard), including how to:

= use the Home stack
= open, explore, and close stacks
= use HyperCard on a file server and on a CD-ROM

To do the tasks described in this chapter, you need to haveseueveket

to Typing or higher. Theser level determines what HyperCard tools and
capabilities are available to you. HyperCard comes with the user level preset to
Typing. Unless someone has changed the setting, you don't have to be
concerned with it for the moment.

For a tutorial on many of the features described in this chapter, turn to
Chapter 2, “Learning HyperCard Basics.”



What Is HyperCard?

You use HyperCard to create your own way of doing things on your computer.
HyperCard is unlike most application programs, which are designed to perform
one task (such as word processing or creating graphics). You can use
HyperCard for many different tasks. Here are a few examples:

= Gather information and organize it in any way you like.

= Browse through information you've assembled yourself, or information
gathered by someone else. Follow links to topics you want to know more
about, skip over things you're not interested in, and search for specific facts
or text.

= Create HyperCard stacks that meet your own specific needs—for example,
stacks to keep track of your expenses, help you learn a new language,
organize a collection of electronic clip art, or present information stored on
a videodisc.

= Customize your computer work space so that, for example, with a single
mouse click, you can log onto another computer, launch an application
hidden away in a folder, or send a message to a friend.

UsingHyperTalk HyperCard’s English-like script language, you can gain
even more control over your HyperCard environment whether or not you have
prior programming experience. You can tap the power of HyperTalk without
knowing anything about how it works. For example, without writing a word of
HyperTalk, you can link a button to a stack, automatically creating a script that
tells the button to take you to that stack. And HyperCard comes with ready-
made scripts you can copy and paste.

The more you learn about HyperCard, the more uses you'll see for it.
HyperCard provides you with a creative environment that’s limited only by
your imagination.
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Cards and stacks

In HyperCard, information appears cards A HyperCard card is much like a
paper index card on which you jot notes or any other kind of information. The
card is the fundamental unit of information in HyperCard.

A card can contain both text and pictures.

®& File Edit Go Tools Objocts

Font Style Templates &
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Cards are grouped together into stacks. The cards within a stack are usually
related to one another, or based on a common theme. They usually have the
same look and contain similar information.
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Starting HyperCard

Every stack has a name. An icon for each stack appears in the Finder:

&

Stamp Collection Stack

You can learn a lot about the power of HyperCard just by exploring the stacks
that come with it. These stacks provide good examples of the kinds of things
HyperCard can do. You can get additional stacks from electronic bulletin
boards and from user groups.

HyperCard includes tools for modifying and creating stacks. With these tools,
you create and manipulate the building blocks that make up stacks. You can
arrange the information on cards in any way you like. And you can tie together
related information by creatifdinks so that a single click takes you

immediately to the information you want, whether it's in the same stack or a
different one.

Before you start HyperCard, make sure you have a backup copy of each disk
that comes with it; write-protect these backup disks. It's particularly important
to do this with HyperCard, because HyperCard automatically saves any
changes you make to stacks without asking. (There is no way to turn off this
feature.) Keep a backup copy of each stack that comes with HyperCard so that
you can always retrieve the original.

Starting from the Home stack

The Home stack serves as a home base whenever you use HyperCard, and it's
a good place to start exploring. It includes a visual directory of other
HyperCard stacks and provides easy access to them.
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There are two ways to start HyperCard so that it opens the Home stack:

In the Finder, — ... ordouble-click
double-dlick the the Home icon.

HuperCard HyperCard icon ... Horme

You may have to close windows or open folders to find the HyperCard icon or
the Home icon.

O Where is HomeHyperCard does its best to find the Home stack. When
you start HyperCard, it looks for a stack named “Home” in the System
Folder, in the folder that contains HyperCard, and in any folder named
HyperCard Stacks that’s at the same directory level as HyperCard. Then it
looks on the top level of your disk directory—that is, on the current disk
among the files that aren’t in any folders. If it can’t find Home in any of
these places, HyperCard displays the directory dialog box and asks where
Home is.

You can designate any stack to be the Home stack, even if the stack’'s name
isn't “Home.” If HyperCard can't find a stack named “Home” when you
start it, the directory dialog box appears. Click the stack’s name that you
want to act as temporary home.
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To open a stack or
folder in this lst,
double-click it.

This is the current directory level. To see higher levels
in your disk directory (if there are any), drag down
from here and select a folder.

Where is Home?
[=2 HyperCard Stacks v |
O Addresses — Inside To move up one
CJ Alternate Home Stacks _ level in your disk
O Appointments directory, click here.
00 Art Bits
[0 Background Art
[0 Car Report
0 Graph Maker
[0 Phone Dialer ————————
[0 Power Tools

For more information about using the directory dialog box, see the
documentation that came with your computer.

Starting with a stack other than Home

Home Stack

You can start HyperCard so that it opens to a particular stack other than Home.
Just double-click the icon of that stack, or select it and choose Open from the
File menu.

00 Padlock @ ) in the menu barSometimes you see a padlock in the menu
bar to the right of the rightmost HyperCard menu title. The padlock means
the stack is locked so you can’t make changes to it. The sections “Opening
a Write-Protected Stack” and “Opening a Stack Built in an Earlier Version
of HyperCard” later in this chapter give information about working with
such stacks[]

Home is the HyperCard central stack. You can return to it easily from any other
stack at any time. Most people use the Home stack as their base of operations,
a jumping-off point for their work in HyperCard. This section describes the
Home stack that comes with HyperCard.
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Home cards

These huttons go to
stacks that come
with HyperCard.

These buttons move
through the cardsin ——
the Home stack.

The cards in the Home stack contain information vital to HyperCard
performance:

= The firstcards in the Home stack, called the Home cards, are designed to
hold buttons that take you to stacks.

= The Search Paths cards tell HyperCard where to find stacks, applications,
and documents that you use frequently.

= The Preferences card customizes the way you interact with HyperCard.

The first cards in the Home stack contain buttons that take you to all the stacks
that come with HyperCard, from collections of electronic art to special stack
building tools.

Welcome to HyperCard Home

£11927-1991,1993 Apple Computer, Ine.
A1l Rights Reserved.

&

Mew Features

HyperCard Help Practice

Appointments Addresses Fhone Disler Graph Maket

7%

Quicktime Tools Art Bits AppleScript Mail Merge  AppleScript Text Controls

Stack Kit

There are also blank Home cards. As you become more comfortable with
HyperCard, you can add buttons to these cards, or to new ones that you create,
to link your Home cards to your favorite cards, stacks, and applications.
Collectively, the Home cards provide a visual directory for your stacks.

[] seealso: “Customizing Your Home Stack” in Chapter 4.
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User levels and options

You adjust the settings on the Preferences card to customize the way you
interact with HyperCard. To go to the Preferences card:

1. Go to the Home stack (if you're not already there) by doing one of the following:
= Choose Home from the Go menu.
= Press3-H.

2. Choose Last from the Go menu.
Preferences is the last card in the Home stack.

Setting your user level

On the Preferences card, click the user level that matches what you want to do
in HyperCard:

This column explains what you
can do at each user level.

Preferences Home
You type your name here. Your Name: ‘w/ally Lab

Click the user lewel you want: Other settings:

. Edit zoripts of buttons, fields, cards,
5 Jcripting backgrounds, and stacks.

- Create buttons and fields. Link
4 #uthoring buttons to cards and stacks.

P Uze the Paint tools to change the
Paintin
3 9 appearance of cards and backgrounds.

s Enter and edit text in fields.
| 2 Typing [ arrow Keys in Text
Explare stacks but make no changes.

Each level gives you all the features from the previous levels, plus additional
capabilities. For example, the features available at the Browsing level are also
available at the Typing level; the features available at the Browsing and Typing
levels are also available at the Painting level; and so on.
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The higher the user level you choose, the more you can do with HyperCard.
Unless a stack has been specially protected (using methods you’ll read about
later), you can change your user level at any time.

User level

What you can do

1

Browsing

Open, close, and browse through stacks, search for text,
click buttons, move between stacks, save copies of stacks,
and print the information in stacks.

2

Typing

In addition to all of the things you can do at the Browsing
level, you can type, edit, and add styles to text in existing
fields, set the Arrow Keys in Text option on the
Preferences card (explained in the “Arrow Keys in Text
Option” later in this chapter), add and delete cards, and
compact stacks.

3

Painting

In addition to all of the things you can do at the Typing
level, you can set stack protection, edit icons from the Edit
menu, delete stacks, create graphics with the Paint tools in
the Tools menu, edit graphics and patterns using the Paint
and Options menus (which appear when a Paint tool is
selected), move between the background layer and the
card layer, and use the Power Keys (explained in “Power
Keys Option” later in this chapter).

4

Authoring

In addition to all of the things you can do at the Painting
level, you can create, modify, and delete buttons, links,

fields, cards, backgrounds, and stacks using the Button
tool, the Field tool, and commands in the Objects menu.

5

Scripting

In addition to all of the things you can do at the Authoring
level, you can write, edit, and debug scripts, and use the
Blind Typing option (explained in “Blind Typing Option”
later in this chapter).
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File and Edit menus when your user level is

Browsing or Typing

New Stack...

Open Stack... #0

Save a Copy...
Compact Stack

Page Setup...
Print Field...
Print Card
Print Stack...
Print Report...

*®P

Ouit HyperCard 30

1-10

Eait

Undo w2
MNew Card 3N
Delete Card

User preferences and stack protectiofhe tools and commands you have

at your disposal while you're using a specific stack are determined by both
the user level you set on your Preferences card and the stack’s user level set
in the Protect Stack dialog box. When a stack is set to a different user level
than the one set on the Preferences card, HyperCard uses the lower setting
(the one closer to Browsing). For information on setting and changing a

File and Edit menus when your user level is

Painting, Authoring, or Scripting

Mew 5Stack...
Open Stack...

Save a Copy...

Compact Stack
Protect Stack...
Delete Stack...

Page Setup...
Print Field...
Print Card
Print Stack...
Print Report...

0

*®P

Quit HyperCard %0

Eait

Undo 2

Paste Picture 3D

New Card #N
Delete Card

Cut Card

Copy Card
Backqground 3B
lcon... #1

stack’s user level, see “Protecting Your Stack” in Chaptér 4.

Arrow Keys in Text option

When you click any user level button on the Preferences card except Browsing,
a checkbox labeled Arrow Keys in Text appears. You turn this option on or off

by clicking it.
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When this option is turned off, the arrow keys on the keyboard move you
through cards in a stack. When this option is turned on and the insertion point
is blinking in a field or in thdlessage bota place where you give instructions

to HyperCard), the arrow keys move the insertion point through text just as
they do in word processors.

[]&rrow Keys in Text

D @ &

Go to the previous Go to the next card Go back through Go forward through
card in the current in the current stack. cards you've seen. cards you've
stack. reviewed.

(<] & row Keys in Text

Bl O

Move the insertion Move the insertion Move the insertion Move the insertion
point left over text. point right over fext. point down through point up through lines
lines in a field, or to in a field, or to the
the end of the line in beginning of the ling in
the Message box. the Message box.
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When Arrow Keys in Text is turned on, you can use the arrow keys to move
through a stack as long as the insertion point is not in a field or in the Message
box. If it's in either of those places, you can still use the arrow keys to navigate
through cards by pressing the Option key in combination with the arrow key
you want to use:

the current stack

To go fo the previous card in “__}

To go fo the next card in the
current stack Iapri'on\ g

To go back through cards =
you've seen {oﬂtr‘on\ L'u_ “

To go forward through cards l—\ \g

you've reviewed

[] seealso: “Moving Around in a Stack” in this chapter.

Power Keys option

When you select Painting (or a higher user level) on the Preferences card, a
checkbox labeled Power Keys appears. Checking this box turns on the Power
Keys option. With it, you can use specific keys on the keyboard instead of
using menu commands to make changes to graphics.

[] seealso: “Using Power Keys” in Chapter 8.

Blind Typing Option

When you select Scripting on the Preferences card, a checkbox labeled Blind
Typing appears. When this option is turned on, you can type into the Message
box even when it's hidden (as long as the insertion point isn’t in a field).
Entering commands through the Message box sends instructions to HyperCard.
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You select or deselect the Blind Typing option by checking it. When the Blind
Typing option is turned off, you can type into the Message box only when you
see it on the screen; HyperCard beeps (or the menu bar flashes) if you try to
type into the Message box when it's hidden.

How HyperCard finds stacks

When you tell HyperCard to open a document, an application, or a stack (by
clicking an icon on one of the Home cards, for example), HyperCard searches
for the file by first looking in the folder that contains the current stack. Then it
checks the Search Paths cards in the Home stack to see where else to look for
the requested file.

To see one of the Search Paths cards:

1. Go fo the Home stack (if you're not already there) by doing one of the following:
= Choose Home from the Go menu.
= Press$-H.
2. Do one of the following:
= Click the Right Arrow icon at the bottom of the screen several times.
= Choose Search Paths from the Home menu.

The Home stack has three Search Paths cards. One tells HyperCard in which
folders to look for stacks, another tells it where to look for applications, and a
third tells it where to look for documents. These cards contain lisesanth
paths(pathways through the folders on your disk) that HyperCard should
follow to retrieve a stack, application, or document.

If you ask HyperCard for a file it can't find (that is, one whose search path isn’t
recorded on the appropriate Search Paths card), it displays a directory dialog
box and asks you where the file is. Once you've located the file, HyperCard
notes the disk, folder, and any subfolder in which the file resides, and records
it on the appropriate Search Paths card in the Home stack. The next time you
ask for that file, HyperCard knows where to look for it without having to ask
you. (HyperCard asks again, however, if you've renamed the file or changed
the name of the disk or folder that contains it.)
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You can also add search paths to these cards yourself. For example, if you
move a stack into a folder named Old Stacks within the HyperCard Stacks
folder, you can type the following line on the stacks’ Search Path card:

:HyperCard Stacks:Old Stacks:

Include no spaces between the last character in a folder's name, the colon, and
the first character in the name of the enclosed folder. When you rename a disk,
folder, or file, you can change its name on the appropriate Search Paths card.
Or, if you prefer not to deal directly with these cards, you can always use the
directory dialog box to help HyperCard locate the files you need.

0 Occasional housecleaningdyperCard keeps a record of each search path
until you erase it. Erasing a search path you no longer use frees that space
on the Search Paths card and helps HyperCard operate more efficiently. To
erase a search path, drag to select it and choose Clear Text from the
Edit menu.
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Opening and Closing Stacks

HyperCard provides several ways to open and close a stack.

Opening a stack

Use any of these methods to open a stack:

HyperCard Tour

(v

HyperCard Tour

go to stack "HyperCard Tour

Mew Stack...

Open Stack...-
Liogs Siank

#0
i

Chapter 1: Using HyperCard

Double-dlick the stack’s
icon in the Finder.

(lick  button that's
linked to the stack (if
there is such a button).

Choose Message from the

Go menu fo open the Message
box, type go to stack

and the stack’s name (in
quotation marks), and press
Return or Enter.

Choose Open Stack
from the File menu
and open the stack.
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When you choose the Open Stack command, HyperCard displays a directory
dialog box and waits for you to tell it which stack to open:

This is the current directory level. You see higher levels in your
disk directory (if there are any) by pressing and holding the
mouse button here; then you drag down to select a folder.

] I]riﬁinal HC Ref VI

0 2.5

Locate the stack you — =TT

want by double-clicking to
open folders in this list.

0O New Art
0O The Only Stack

q Open stack in new window

Click here to move up one

= Stuff

Eject

Desktop

Cancel

level in your disk directory.

—  (lick here if the stack you
want to open is on the
desktop or another disk.

Click here if you want to open the stack in a new window and

have your current stack remain open.

If you check “Open stack in new window,” HyperCard opens the stack in a new
window and leaves your current stack open in another window. If the option
“Open stack in new window” is turned off (that is, there’s no mark in the
checkbox), HyperCard opens the stack in the current window.

O Shortcut for opening a stack in a new windoRress¥8-Shift-O, or hold
down the Shift key while you choose Open Stack from the File menu. The
directory dialog box appears with the “Open stack in new window” option
already selected. (This shortcut doesn’t work when the insertion point is

blinking in a field.) O
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When you click a button or type into the Message box to open a stack,
HyperCard looks for the stack using the strategy described in “How HyperCard
Finds Stacks” earlier in this chapter. If it can’t find the stack, HyperCard
displays the directory dialog box and asks you to tell it where the stack is.

Opening a stack protected with a password

Some stacks can only be opened if you know the password. When you tell

HyperCard to open a stack that's set for restricted access, you see the following
dialog box:

What's the password?

[ ——— Type the password here
and click OK.

To open the stack, you must enter the password correctly, character for
character. (Capitalization doesn’t matter.) If you launch HyperCard by trying
to open the protected stack and the password you enter isn’t correct, HyperCard
opens the Home stack instead. If HyperCard is already running and you give

the wrong password when you try to open the protected stack, you stay at the
current card.
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Opening a write-profected stack

When you open a stack thatigite-protecteda small padlock @ ) appearsin
the menu bar:

% File Edit Go Tools Objects Font Style Templates & ———1— The small pudlocklells
you that the stack is
write-protected, so you
Object:  Yampi Basket can't make any

changes fo it.

Collection Catalog

Cormposition:
Color:

Dates from:
Dimensians:
Weight:

Other Information:
Excellent ¢

on 1725490 .

Purchase Price:
Current Value: 86 &« >
Date Purchased: 5/13/78

Place Purchased: Tempe, Arizona

Purchase receipt location: Uinder. ”Inyestments”

You can read and copy information from a write-protected stack, but if you try
to make any changes to it, the following dialog box appears:

Can't modify this stack.

An example of a write-protected stack is one for which Can’t Modify Stack is
selected in the Protect Stack dialog box.
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Opening a stack built in an earlier version of HyperCard

When you open a stack that was created in a version of HyperCard earlier than
2.0, a small padlocl g ) appears in the menu bar. You can use such a stack,
but you can’t make any changes to it (including typing into fields) until you
convert it to the new HyperCard file format.

If you try to make any changes to an unconverted stack, you see a dialog box
telling you that you must first convert the stack.

0 A converted stack can’t be unconvertéhce you convert a stack to the
new HyperCard file format, it can’t be “unconverted” and you can’t use it
with an earlier version of HyperCard. If you want to use the stack with an
earlier version of HyperCard, make a copy of the stack before you convert
it. (Choose Save a Copy from the File menu to make a copy of the
stack.) O

To convert a stack:

1. Make a copy of the stack in its unconverted form.
This is an optional, although prudent, step.
2. Choose Convert Stack from the File menu.

Convert Stack takes the place of another command in the File menu,
Compact Stack, when you're working in an unconverted stack.

3. Click OK to convert the stack when the confirmation dialog box appears.

Once HyperCard has converted the stack, the padlock disappears from the
menu bar and you can make any changes you want.
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Opening more than one stack af a time

The number of windows you can have open at the same time depends on the
amount of RAM you have allocated to HyperCard—five windows for each
200K. This window count includes all windows that HyperCard uses—stacks,
the Tool palette, external windows, and so on. The more memory that's
available for HyperCard, the more stacks you can have open at the same time.

If you try to open more stacks than you have memory for, a dialog box appears
telling you so.

Here’s how to open another stack without closing the current stack:

1. Choose Open Stack from the File menu.
The directory dialog box appears.
2. Check the “Open stack in new window” option to select it.
3. Inthe directory dialog hox, locate and open the additional stack you want to use.

When the stack opens, it appears in a new window, and previously opened
stacks remain open.

Once you open all the stacks you want to see, you can resize their windows and
move them around. “Moving and Resizing the Card Window” later in this
chapter tells you how.

You move between open stacks by choosing Next Window from the Go menu,
by pressing$-L, or by clicking in the window of the stack you want to go to.
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(losing a stack
There are several ways to close a stack:

= When you have more than one stack open, activate the window of the stack
you want to close by clicking it; then choose Close Stack from the File
menu. You can also click the window’s close box or pieas/.

= If you have only one stack open, you can either open another stack with the
“Open stack in a new window” option unchecked, or quit HyperCard. See
“Opening a Stack” earlier in this chapter for instructions.

= No matter how many stacks are open, you can close them all by choosing
Quit HyperCard from the File menu. As the stacks close, HyperCard saves
any changes you've made to them.

0 Before you close a stackt’s a good idea to choose Compact Stack from
the File menu before you close a stack that you've changed in any way.
This rearranges the current stack on the disk, removing any unused space
so that it fits into the smallest possible space. The Compact Stack command
is available when your user level is Painting or highér.

O Note: When you're working with a stack that was created in a version of
HyperCard earlier than 2.0, the Compact Stack command is replaced by
Convert Stack. You must convert such a stack before you can compact it.
“Opening a Stack Built in an Earlier Version of HyperCard” earlier in this
chapter gives instructions for converting a stack.

Looking through stacks

One of the best ways to learn about HyperCard is to explore stacks, including
the stacks that come with HyperCard.

Many stacks have a button you click to learn about the stack. It usually looks
like one of these:

2 L Clicking any of these
? buttons gets information
D @ about the stack.

Stack Owverwview
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Displaying the menu bar

You may encounter stacks in which the menu bar is hidden. To see the hidden
menu bar, pres#-spacebar. (To hide the menu bar again, @espacebar
again.)

If pressinggs-spacebar doesn’t make the menu bar appear, a special HyperTalk
script is probably in effect keeping the menu bar hidden.

Stack menus

Stack developers can use HyperTalk commands to customize the menus that
appear with a stack, so it's likely that you'll encounter stacks that have one or
more of their own menus. Because menus can be customized, you may also
encounter stacks in which some of the standard HyperCard menus are missing
or contain different commands.

Customizing menus requires a knowledge of HyperTalk. For information
about customizing menus, see HhygperCard Script Language Guidad the
HyperTalk Reference Stack.

Moving around in a stack

Moving around in HyperCard stacks—moving from card to card, going to
other stacks, and so on—is call@@wsing

There are several ways to browse through stacks:

= Choose commands from the Go menu or type #idiey equivalents.

= Click icons on the navigator palette (described later in this chapter).
= Press arrow keys on the keyboard.

= Enter commands through the Message box.

= Use the Find command to search for specific text.

Chapter 1: Using HyperCard



Sometimes you can browse by clicking buttons designed for that purpose. To
do so, you must first choose the Browse tool.

(lick here to choose —
the Browse tool.

=)
iE
&)
A

0 Can't see the Tools menuPyou can’t see the menu bar, you can make it
appear by pressirg§-spacebar. If you can see the menu bar but not the
Tools menu, you can make the Tools menu appear by changing your user
level to Painting, Authoring, or Scripting. (For instructions, see “User
Levels and Options” earlier in this chaptel])

Using commands in the Go menu

You use the commands in the Go menu to look through cards in the current
stack, look for specific text, go to another stack, or go back through cards and
stacks you've already seen.

| Go I
Back B~
Home #H
Help #7?
Recent #R
First #1
Prev w2
Next #®3
Last #4
Find... #F
Message M
Scroll #E
Neut Window #¥1
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38-key

Command equivalent Use it to do this

Back -~ Go back to the last card you saw.

Home ¥-H Go to the Home stack.

Help 38-? Go to the HyperCard Help stack.

Recent ¥#-R Review up to the last 42 cards you saw.

First -1 Go to the first card in the current stack.

Prev 38-2 Go to the previous card in the current stack.

Next 3-3 Go to the next card in the current stack.

Last ¥#-4 Go to the last card in the current stack.

Find ¥#-F Search for specific text.

Message ¥#-M Navigate through commands you type into the Message box.
Scroll ¥#-E Resize card windows and scroll around on large cards.
Next Window 38-L Move from one open stack to another.

0 Prev versus BackThe Prev command takes you to the previous card in the
current stack; Back takes you to the card you last looked at, which may be
in another stack[]
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The cards in a stack are arranged as if they were looped on a ring. When you're
looking at the last card in the stack, choosing Next from the Go menu takes you
back to the first card in the stack. When you're looking at the first card, the Prev
command takes you to the last card of the stack.

Astack is structured
like o circular card file.

Using the navigator palette

The navigator palette contains icons that are equivalent to commands in the Go
menu. You can click these icons to move around in HyperCard stacks. You can

also leave the navigator palette open while you work, so you have easy access
to all navigator commands.

To make the navigator palette appear, follow these steps:

1. Open the Message box by doing one of the following:
= Choose Message from the Go menu.

s Pressg-M.

2. Type palette "navigator"

palette "navigator”

3. Press Return or Enter.
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W

Browse Tool

The navigator palette appears. Clicking an icon in the navigator palette does the
same thing as choosing the corresponding command from the Go menu:

Home Help

Back _r

ﬂﬂﬂ ﬁ <?> — Recent
First —| |
Prov kol i EDH-— h(::t
Find % Esd] %
Message  Next Window

To make the navigator palette disappear, click its close box.

Clicking buttons to move around

A stack can have many different kinds of buttons. Some buttons take you to
another place in the stack (or to another stack) when you click them. Others can
play sounds, make messages appear, or create visual effects. (To make a button
do something, you first choose the Browse tool.)

0 Where are the buttons8ometimes it's not obvious which items on the
screen are buttons. To find the buttons on a card, select the Button, Browse,
or Field tool; then hold down tt3¢ and Option keys at the same time. Gray
rectangles appear around the buttons.
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Clicking buttons is one of the most effective ways to explore a stack. Here are
some buttons you’ll often see for moving around in stacks:

Ka A

@ ©
S I
¢ b A

L LU

«
First Previous  Next Last Go back Home
card in card in card in card in

stack stack stack stack

0 Click only once.One click is usually enough to make a HyperCard button
work. When you double-click a HyperCard button, sometimes HyperCard
remembers the second click until another card appears. Then you may find
that you've accidentally clicked a button you didn’t mean
to click. O

Clicking text to move around

In some stacks, you can click text in fields to make things happen. For example,
you can click text to see a glossary definition or additional information on a
topic, hear a sound, or see something else happen on your screen. Clicking text
can do the same kinds of things that clicking buttons can do.

Stacks that take advantage of this feature usually let you know what to do.

Using the arrow keys to move around

You might be able to move from card to card by pressing the arrow keys,
depending on the setting for the Text option on the Home stack’s Preferences
card. See “Arrow Keys in Text Option” earlier in this chapter for details.
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Going to a specific card

If you know the name, number, or ID of a specific card in a stack, you can go
to the card directly by using the Go command in the Message box. (You use the
Message box to send instructions to HyperCard.)

You find the name, number, or ID of the current card by choosing Card Info
from the Objects menu. (To see the Objects menu, you must have your user
level set to Authoring or Scripting. “User Levels and Options” earlier in this
chapter gives instructions for changing your user level.)

Card Info

Card Name: ||

Card number: 1 out of 9
Card 1D: 2900

Contains 0 card fields.
Contains 0 card buttons.

[ Card Marked
[ Don't Search Card

[Jcan't Delete Card

To get to a specific card from any other card in the same stack (or from another
stack, such as the Home stack), follow these steps:

1. Open the Message box (if it isn't already open) by choosing Message from the Go menu.
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2. Type any of the following, substituting the name, number, or ID of the card you want to go to:

Go to the card in the current stack
with the specified name.

go to card "card name”

go to card & Go o the card in the current
stack with the specified number.

go to card 1D 16724 ——— Gotothe card in the current
stack with the specified ID.

Go fo the card with
qo to card "card name” in stack "stack nare™— the specfied name in
the specified stack.
(Specify the stack
name only when the
card you want fo go
to is in another
stack.)

3. Press Return or Enter.

To hide the Message box, click its close box or pes4.

Seeing all cards in a stack
You can get a quick look at a stack by flipping through all of its cards quickly.
Follow these steps:

1. Choose Message from the Go menu (or press 38-M).

2. Type show all cards and press Return.

HyperCard shows you all the stack’s cards quickly, one after the other. To
stop flipping through the cards, either press the mouse button ogpress
(88-period).
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To hide the Message box, click its close box or p¥eds.

Some stacks have a button you can click to see all cards. It usually looks
like this:

Looking for specific text

You can also move around in a stack by searching for specific text. This makes
it easy to find just the information you need in a stack, no matter how large the
stack is. You can search an entire stack for the text you want, or search only in
a specific field.

Finding text anywhere in a stack
1. Choose Find from the Go menu (or press 38-F).

HyperCard displays the Message box with the Find command in it:

Insertion point

2. Type the text you want to find.

Make sure you type the text you want to find between the quotation marks
that appear after the word “Find” in the Message box.

Unless you add the word “international” before the quotation marks (as in
find international "schegél" ), HyperCard pays no attention to
diacritical marks during a search: “apple,” “Apple,” and “APPLE” are all
considered the same.

Another way to enter text in the Message box is to hold dowss tkey
while you click a word in a field. If yo8g-drag across several words, you
can place up to one line of text in the Message box.
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3.

Press the Return key or the Enter key.

HyperCard displays the first card containing a word or words that begin
with the specified text. (It looks for the first card that contains everything
between the quotation marks, even if the words are in a different order or
in different fields.) HyperCard puts a box around the first word that starts
with the text you're looking for.

If HyperCard can’t find the text, it beeps, or the menu bar flashes once.
If this happens, check the text in the Message box for typos and
spelling errors.

If you want to find the next occurrence of the same text, press Return or Enter again.

You can repeat this step as many times as you like to find additional
occurrences of the same text.

To stop a search in progress, pra8ss(s8-period). To search for the same text
again press Return or Enter. To search for different text, type the text you want
to find, then press Return or Enter.

O

To speed your searchf you're looking for specific text in a very large
stack, it's best to give HyperCard a large enough portion of the target text
to distinguish it from other text in the stack. This prevents HyperCard from
displaying cards that don’t have the complete text you're trying to find.
HyperCard also finds text faster when you specify the target text in strings
of three characters (or multiples of three), not counting spaces.

When you're through with the Message box, you can put it away by clicking
its Close box. The next time you choose Find, the Message box reappears with
the last text you typed between the quotation marks. (This “last Find text
saved” feature clears when you quit HyperCard.)
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Sometextisn’tsearched
HyperCard doesn't look for text:

in fields for which the option Don’t Search is checked in the Field Info
dialog box (described in “Excluding a Field from Text Searches” in
Chapter 7)

in background fields that belong to backgrounds for which either the Don’t
Search Background in the Bkgnd Info dialog box or the Shared Text option
in the Field Info dialog box is checked (described in “Excluding
Background Fields from Text Searches” in Chapter 5)

in card or background fields on cards that have Don’t Search Card checked
in the Card Info dialog box

that isn't in a field, such as text that names a card or button

created with the Paint Text tool (described in Chapter 8, “Working with
Graphics”)

Finding text in a specific field
If you want to search for text only in a specific field, you need to know the
name, number, or ID of the field.

To find out a field’s name, number, or ID, follow these steps:

1. Be sure your user level is set to Authoring or Scripting.

2. (Choose the Field tool (1) from the Tools menu.
3. Click the field to select it.
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4. Choose Field Info from the Objects menu (or double-click the field).

Field Info

Field number

Field'sID —|

Field Name: |DMPL Coins

- Bkgnd field 1D: 189

- Bkgnd field number: 5
Bkgnd part number: 12

Tent Style...

o Prepiew -

Style:| Rectangle |

[ Lock Text

[ Don't Wrap

[ Auto Select

[ wetusidimia Lings

[J Wide Margins

[ Fixed Line Height
[ Show Lines

[J Auto Tab

[ Don't Search

[ shared Text

0K ]] [ Cancel ]

Field's name

To search for text only in a specific background field, follow these steps:

—_—
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Choose Find from the Go menu (or press 3¢-F).

Type the fext you want fo find.

Click after the last quotation mark in the Message box.

Type a space, and then type in background field

marks), number, or ID of the field in which you want to search.

find "Hong Kong” in background field "Headquarters”

and the name (in quotation
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5. Press the Return key or the Enter key.

HyperCard displays the first card containing a word (or words) in the
specified background field that begins with the specified text, and puts a
box around that word.

When HyperCard can't find the text, it beeps or flashes once. If this
happens, check the text in the Message box for typos and spelling errors.

6. To find the next occurrence of the same text, press Return or Enter again.

You can repeat this step as many times as you like to see additional
occurrences of the same text.

To stop a search in progress, pr&ss(s8-period).

0 Some fields are not searcheldyperCard doesn'’t look for text under
certain conditions. For a list of circumstances, see “Some Text Isn't
Searched” earlier in this chapter.

Finding a whole word or phrase

To search for a specific whole word or phrase anywhere in a stack, follow
these steps:

1. Press 38-Shift-F.

The Message box appears with the Find Whole command in it:

find whole "
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2. Type the word or phrase you want fo find.
3. Press the Return key or the Enter key.

For the Find Whole command to find a match, all the characters must be in the
same field on a card, and they must be in the same consecutive order as they
appear between the quotation marks. For example, this command tells
HyperCard to find cards that have the phrase “Apple Corp” on them:

find whole "Apple Corp"

It doesn’t find “Apple Corporation” or “This Corporation is Apple.” (The Find
command without Whole finds matches for all three cases.)

Find Whole won't stop on cards that have only partial matches. For example,
this command doesn't find “Edward”:

find whole "Ed"
To stop a search in progress, préss(s-period).

As with Find, you can use Find Whole to search for text in a specific
background field (as previously described in “Finding Text in a Specific
Field”). The HyperTalk Reference stack dtgberCard Script Language
Guidedescribe other ways to search for text in stacks.

Moving and resizing the card window

Each HyperCard stack opens in a window. A HyperCard window always
displays only one card at a time. This section explains how to change the size
of a card window and move it around on the screen.

A HyperCard window is different from a standard Macintosh window in that it
has neither scroll bars nor a visible size box.

Moving a card window

You move a HyperCard window around on the screen the same way you move
any Macintosh window—by dragging its title bar.
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Resizing a card window

You can easily change the size of a card window. Resizing the card window
doesn’t change the size of the card; it only changes how much of the card you
can see. If you make the card window smaller than the card, you see only part
of the card. You can see the entire card, if your screen is large enough, by
making the card window the same size as the card. (The next section, “Viewing
Large Cards,” explains how to view cards that are larger than your screen.)

To change the size of the card window, you can either resize the card window
directly or resize it via the Scroll window.

To resize a card window directly, follow these steps:

1. Press 38-Shift-E.
A size box appears in the lower-right corner of the window.

2. Drag the size box fo resize the window:

Outszide hrt Bits

When you release the mouse button, the size box disappears. If you want to
resize the window several times in successi®lrag the size box until the
window is the size you want it.

0 Note: You can't make the card window larger than the card itself.
To resize a card window by using the Scroll window, follow these steps:

1. Choose Scroll from the Go menu (or press $&-E).

The Scroll window appears.
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2. Drag from any edge or corner of the rectangle (or the blank region, if there’s no rectangle)
inside the Scroll window.

When you move the pointer over the edges and corners of the rectangle,
it becomes a double-headed arrow. Drag with the double-headed arrow
to resize the card window.

The blank area represe
the entire card.

The rectangle represent
the card window.

Resizing the card Resizing the card Resizing the card
window vertically window horizontally window diagonally

When you resize this rectangle, the card window is resized.

To make the card window the same size as the card, you can either double-click
inside the Scroll window, or click the zoom box of the card window. (If the card

is larger than your screen, the card window becomes about the same size as
the screen.)

To hide the Scroll window, click its close box or présE.
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Viewing large cards

When you open a stack whose cards are larger than the screen, you see only a
portion of a card at a time. To look at other parts of the card, use either of the
following techniques:

= Press8-Shift-E. The pointer turns into a hand when it's over the card; use
it to drag the card around in the card window. When you release the mouse
button, the hand disappears. To move around on the card several times in
succession, press and hold #éey until you're finished.

= Open the Scroll window by choosing Scroll from the Go menu, or by
pressinggs-E. Use the Scroll window to scroll to other parts of the card.

The blank area represents
the entire card.

To scroll to other
paris of the card,
drag from the middle
of the rectangle.

The rectangle inside the blank
region represents the part of the
card you see on your screen.

To limit the scrolling to either horizontal or vertical movement, hold down the
Shift key while you drag.

To hide the Scroll window, click its close box or pré&sE.

0 Keep the card window smaller than the scre@ften you use a stack
whose cards are larger than the screen, it's a good idea to keep the card
window small enough to fit on your screen. If you make the card window
larger than the screen, you can’t scroll around to see all parts of thé tard.
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Moving from one stack to another

You can move easily from one stack to another. If the stack you want to go to
is already open, click that stack’s window. Or, you can choose Next Window
from the Go menu (or pre8&L) until the stack’s window becomes active—
that is, until the window is visible and narrow horizontal lines appear in its
title bar.

Whether or not the stack is already open, you can get to it by doing any of the
following:

=  Choose Message from the Go menu, type stackname ", and press
Return. (Replacstackname  with the name of the stack.)

= Choose Open Stack from the File menu and use the directory dialog box to
locate and open the stack.

= Click a button in the current stack or in the Home stack that’s linked to the
stack you want to go to (if there is such a button).

Looking through cards you've seen

As you go from card to card and stack to stack, HyperCard automatically keeps
a record of where you've been.

When you want to back up and review the cards you've seen, you can choose
Back from the Go menu, or press the tilde (~) or Esc key, to go to the last card
you saw, no matter what stack it's in. To continue retracing your steps, choose
Back (or press the tilde or Esc key) again. You can review up to the last 100
cards you viewed, in reverse order.

O |If the tilde key doesn’t take you backhances are you have one of the
Paint tools selected. While you're working with the Paint tools, press
38-tilde to go back to the last card you saw. (Pressing the tilde key alone
while using a Paint tool undoes your last actidn.)

After you review the cards, you can press the up arrow to come forward again
through the reviewed cards (or press Option—up arrow, if Arrow Keys in Text
is checked on your Preferences card).
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Choose Recent from the Go menu to see miniature versions of the cards you've
seen most recently (up to the last 42 cards you've looked at). A card miniature
appears just once, even if you've gone to the card more than once. (If your
computer’s memory is low, you may only see one card miniature.) Click a
miniature to go to the card it represents.

A box surrounds the card you're currently on.
(Click it to cancel the Recent command.)

Returning Home

No matter where you are in HyperCard, you can always get back to the Home
stack. Here are four ways to do it:

Recent #R lu‘ lH—‘ mH:E
Choose Home from the Press 36-H. Click any button (hoose Message
Go menu. with the house from the Go
icon, or another menu, type
button that's go "Home" ,
linked to the and press Return.
Home stack.
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Entering Text

The most common way to add text to a card is by typing into fields.

0 Check your user levelTo type and edit text in stacks, you must have your
user level set to Typing (2) or highefl

To type text into fields, make sure that the Browse -2l () is selected:

Choose this tool to type
text into a field ...

... not this tool. ——

With your user level set to Typing (or higher), the Browse tool becomes an
I-beam ] ) when you move it over a field you can type into:

Name | .

Cornparnsy

Street i 12 Elm Street

Cityy & 5tate §  Other Tawn, Massachusetts

ZipCode : 27111

Telephone

(A17)5558-1212

Qo

BB Y

@

Homne

appointrents

The I-beam pointer over
an editable text field

To enter text into a field, move the I-beam over the field, click, and start typing.

Chapter 1: Using HyperCard

1-41



Opening Applications

You edit field text in HyperCard the same way you edit any Macintosh text.
You can click anywhere in the field and begin typing, or drag to select text for
copying, moving, deleting, or replacing.

To fix typing mistakes while you're editing text in a field, you can do any of
the following:

Choose Undo from the Edit menu to undo your last text editing operation
(including a text style change).

Press the Delete or Backspace key to delete characters to the left of the
insertion point, one character at a time.

Drag the I-beam over the incorrect text to select it, and then retype or
delete it.

You can launch an application from HyperCard by following
these steps:

1.

To open the Message box (if it isn't already open), choose Message from the Go menu (or
press 38-M).

2. Type one of the following messages into the Message box, substituting the names of the
application and document you want fo open:

3.

open “application” This message launches the
specified application.

open "document” with "application” —— This message launches the
specified application and opens
the specified document.

Press Return or Enfer.

HyperCard may display the directory dialog box and ask you where one of
these files is.
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Getting Help

O If nothing happensif you try to open an application and nothing happens,
it's probably because there’s not enough memory. If you have other
applications open, try quitting one or more of them to free enough
memory. UJ

When you quit the application you've opened, HyperCard takes you back to the
card from which you launched the application.

If you try to open a document with an application that's already open, the
application comes to the front, displaying its current document. If you want to
open a document other than the current one, you have to open it from within
the application; it doesn’t open automatically.

You may encounter stacks with buttons that launch applications. When you
launch an application by clicking one of these buttons on a card, HyperCard
takes you back to the same card after you quit the application.

You can get help anytime you're using HyperCard. You can use Balloon Help,
and you can use the HyperCard Help or HyperTalk Reference stacks.
HyperCard Help covers all areas of HyperCard through the Authoring level.
HyperTalk Reference provides reference and conceptual information about
HyperTalk.

To get to the HyperCard Help stack, do any one of the following:

= Choose Help from the Go menu.

Pressig-~.

Typehelp into the Message box and press Return or Enter.

= Click the HyperCard Help icon on the first card of the Home stack.
To get to the HyperTalk Reference stack, do one of the following:

=  TypeHyperTak into the Message box and press Return or Enter.

= Click the HyperTalk Reference icon on the second card of the Home stack.

Chapter 1: Using HyperCard 1-43



Using a Stack on a File Server

If your Macintosh is part of a network that includes AppleShare file servers,
you can use HyperCard stacks stored on file server volumes. Note the
following:

As with any file on a file server, you must have the appropriate access
privileges to use the stack. For information about access privileges, consult
your network administrator.

If the stack is on a locked medium—a locked disk, a CD-ROM, or a locked
folder on the file server—or if it's locked in the Finder (that is, if its Locked
option is selected in the Get Info dialog box), any number of network users
can use the stack at the same time. No one, however, can make changes to
the stack.

When a stack is unlocked on a file server, only one person can use it at a
time. As the sole user, you can make changes to the stack, but no one else
on the server can use it until you log off.

Using a Stack on a (D-ROM

You can use any HyperCard stacks you have on a CD-ROM just as you would
other stacks. But changes you make to a stack aren’t saved. If you want your
changes saved, copy the stack to an unlocked disk and open the stack

from there.
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Running HyperCard from a CD-ROM (or from any other locked medium), or
using a Home stack on a locked disk, can have some limitations:

If your Home stack is on a locked disk, HyperCard can’t update the Search
Paths cards when you tell it where to find stacks. So each time you want to
go to a new stack, HyperCard has to ask for directions.

When you're running HyperCard from a locked disk under the Finder in
System 6 and you launch an application, HyperCard returns you to the first
card of the Home stack when you quit the application instead of to the card
from which you launched the application. This is because HyperCard can’t
mark your place when you leave, as it does if it were on an unlocked disk.
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Quitting HyperCard

To quit HyperCard, choose Quit HyperCard from the File menu, or §#€3s
HyperCard doesn’t ask whether you want to save changes, because it saves
your information automatically as you work.

New Stack...

Open Stack... 30
Close Stack E411
Save a Copy...

Compact Stack
Protect Stack...
Delete Stack...

Page Setup...

Print Field...

Print Card ®p
Print Stack...

Print Report...

Nuit HyperCard %0
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Learning HyperCard Basics

This chapter gives you step-by-step exercises for many of HyperCard'’s
features. It's designed to provide you with active experiences as opposed to
passive information. You should read it sitting in front of your computer, doing
each exercise as you come to it.

The exercises build upon one another, so you should do them in order. While
you still can learn a lot about HyperCard by skipping through the chapter,
you'll learn most by doing all the exercises in the order that they’re presented.

If you've already installed HyperCard, you're ready to get going. If you
haven't, follow the instructions on the box that HyperCard came in, and then
return to this chapter.



Starting Up and Taking the Tour

The best way to learn HyperCard is to start using it. In this exercise, you'll open
HyperCard and take the HyperCard tour. The HyperCard tour presents basic
information and gives you some immediate experience.

1. Double-click your hard disk’s icon o open it (if it's not open already).
2. Open the HyperCard folder (if it's not open already).
You may have to use the scroll bars before you can see the folder.

3. Double-click the HyperCard icon to open it.

ﬁ“
e The Home stack opens and you see the first card.
HyperCard 4. (lick the HyperCard tour to open it.

Welcome to HyperCard Home

E1957-1991,1993 Apple Cornputer, Inc.
All Rights Reserved.

(lick here to take the tour. @ <?> .Jk"

HyperCard Tour HyperCard Help Practice Mew Features

= i
Appointments Addresses

o &

Quicktime Tools Art Bitz AppleScript Mail Merge  dppleScript Text Controls

Stack Kit

When the opening card for the tour appears, click the card to continue.
Another card appears with information for you to read.

2-2 Chapter 2: Learning HyperCard Basics



5. Follow the instructions that appear on each card to move through the tour.

The tour has two sections. To begin, click Section 1.

[ Section 1. Looking at HyperCard E

[ Section 2. Working with HyperCard E

[ Start from the beginning again B [ Horme E [ Quit the tour B

If you like, you can leave the tour at the end of the first section by clicking
the Topics button and then clicking the Home button. (In fact, you can use
this method to leave the tour at any time.)

6. At the end of the tour, click the Home button.

You can go to the Home stack by
clicking here:

7
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Opening HyperCard Files

Each HyperCard file is called a stack, and each stack contains one or more
cards. You can open stacks either by using the Open Stack command (which is
like the Open command in other programs) or by clicking buttons.

Opening stacks by clicking buttons

In this exercise, you'll click a button to open the Practice stack and then click
another one to return to the Home stack.

.. 1. To open the Practice stack, click the Practice button on the first card of the Home stack.
L ]
'k Notice that you click the button just once.

Practice After you click, HyperCard closes the Home stack and opens the Practice

stack. You see the first card of the Practice stack with John Chapman’s
name on it.

2. Without clicking the mouse button, roll the mouse around fo see the different pointer shapes.

The pointer changes shape depending on which part of the screen it’s over.

T k |

Browse tool pointer is Arrow pointer is I-beam pointer is
over a card (but not over any area over text you can
over editable fext). outside the card. edit.

@ 3. Click the Home button to return to the Home stack.

The Home ——
button The Home button is linked to the Home stack. By clicking the button, you

close the Practice stack and open the Home stack again. (When you open a
new stack, the old one will often close.)
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Opening stacks using the Open Stack command

In the last exercise, you opened the Practice stack by clicking a button. In this
exercise, you'll open it again, this time using the Open Stack command. (Either
way, the result is the same.)

1. Pull down the File menu and choose Open Stack.

The Open Stack command works like the Open command in many other

Open Stack... %0 programs. (Notice that the shortcut for Open Staég-@3.)
Close Stack EA11]

After you choose the Open Stack command, you see the directory
dialog box.

2. Double-click HyperCard Stacks.

You're looking for the Practice stack, which is within the HyperCard
Stacks folder, so you need to open that folder’s icon to find the stack.

3. Double-click Practice.
If necessary, use the scroll bar to find the word “Practice.”

After you double-click, HyperCard closes the Home stack, opens the
Practice stack, and displays its first card, just as in the last exercise.
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Looking at Cards

You've learned a couple of ways to open stacks. But so far, you've seen only
the first card of each stack. In this section, you'll learn how to browse through
the cards in a stack.

1. Click the Practice stack’s right arrow button once, and then again.

Each time you click the right arrow button, you move to the next card in the
stack. Two clicks take you to the third card of the stack. This stack has
seven cards in it.

irected the
Carol Gossard, Art Director Akt
The Picture Group togiam fox last
ars

MNew Yark, MY MultiCultural

(2121 555-2313

The Practice Stack
for £ earaing Mpatans Sasics

2. (Click the left arrow button twice to go back to the first card, which has John's address on it.

Each time you click the left arrow button, you go to the previous card.
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3. (lick the left arrow button one more time.

When you'’re on the first card and then go back a card, you move to the last
card in the stack—in this case, the card for Zuzana Mrkova. The cards in a
HyperCard stack are arranged in a circular fashion, so the first card in a
stack and the last card in a stack are next to each other.

L—-I—i— Second card
3 First card

Last card

4. (lick the right arrow button once to return fo the first card.
You see John’s card again.

Now you know the basics of how to get around in HyperCard. You use buttons
or the Open Stack command to move from one stack to another, and you use
arrow buttons to move forward and backward through a stack.

Knowing only that much, you can browse through almost any stack you have.
But if you learn how to use the Go menu, you'll find it easier to move around
in HyperCard.
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Using the Go Menu

2-8

Back
Home
Help
Recent

The Go menu contains commands for navigating through stacks and moving
from one stack to another. In this exercise, you'll gain experience using six of
the commands you’ll use most often from the Go menu.

1.

Choose Next from the Go menu.

The Next command takes you to the next card in the stack, just like the right
arrow button did in the previous exercise.

Choose Prev from the Go menu.

The Prev command, like the left arrow button, takes you to the card in the
stack immediately before the one you are looking at. (Prev is short for
previous.)

Choose Last from the Go menu.

As you might expect, the Last command takes you to the last card of
whatever stack you are viewing (in this case, Zuzana'’s card).

Choose First from the Go menu.

The First command takes you to the first card of the stack, and you see
John’s card again.

Choose Home from the Go menu.

The Home command, like the Home button, takes you back to the Home
stack. Whenever you get lost, you can return Home by choosing this
command.

Choose Back from the Go menu.
You return to John’s card.

The Back command returns you to the last card you looked at, even if the
card was in an entirely different stack.
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Typing

7. Choose the Back command once again.
You go to Zuzana’s card.

The Back command retraces your steps through the cards you just viewed,
one card at a time.

8. Choose the Home command.

You end up back at the Home stack.

In most stacks, you can do much more than just look at the cards. The exercises
in this section show you how to include your own information by adding and
editing text.

If you've used a Macintosh word processor—or any other program that
involves typing—you already know most of what you need to know. The main
differences you'll notice when working with text in HyperCard are that you
can't use tabs to indent or line up columns, and you can't always use the arrow
keys to move through text.

Entering text

Name & Address

Phone Number

You can type text only in certain areas on a card. Each card is like a form with
rectangular areas where you can fill in information. In HyperCard, each of
these areas is called a field.

The Practice stack has three fields in which you can type:

The finest tennis
Wall}’ Lab plaer e havre Notes

Baseboard Rechewing Group et sean
1257 Woofer Road
San Francisco, CA 94131

(415} 555-8831

CardSof 7

for £ sarning Mpaard Sasis
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In this exercise, you'll fill in the Notes field for Ginny’s card.

1. Use the arrow buttons to find the card for Ginny Sae Kwa.

Click the right or left arrow buttons to find Ginny’s card (the sixth card in
the stack).

2. To indicate where you want to type, dlick the upper-left corner of the Notes field.

Your pointer changes to the I-beam pointer when it's over a field. When
you click, the vertical bar that marks the insertion point blinks at the

I-beam pointer — I R :
beginning of the field.

If you click too far down in the field, use the Delete or Backspace key to
get back to the top of the field. If you click in the wrong field altogether,
just try again.

3. Type a note.

Something like “Business hours between 10 and 4, local time” will do.

Business hours
betwmeen 10 and 4,
lacal time

Don't press the Return key as you type. The text automatically wraps to the
next line.

0 No need to savetUnlike most applications where you explicitly need to
take some action to save what you create, HyperCard automatically saves
your work as you go alond.]
Editing text

You edit text in HyperCard fields the same way you edit any text on your
Macintosh. In this exercise, you'll use the standard techniques to copy, paste,
and bold text.

1. Use the arrow keys to find Wally Lab’s card.

Wally's card is the fifth card in the stack.
2. Select the second line of the address by dragging through it.
3. Choose Cut Text from the Edit menu (or press 38-X).

The text is removed from the card and placed on the invisible Clipboard.
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Wally Lab
1257 Woofer Road

Baseboard Rechewing Group
|San Francisco, CA 94131

Adding a New Card

Undo #®2
Cut #*H
Copy #C
Paste 0
Clear

New Card

Delete Card

3N

4. (Click once just before “San Francisco.”

v

Choose Paste Text from the Edit menu (or press 38-V).

The line you previously cut is pasted in.

6. Goto John's card by choosing First from the Go menu.

7. Select the word “product” in the Notes field by double-clicking it.
After you double-click, the word is highlighted.

8. Choose Bold from the Style menu.

The word becomes bold.

You can add new cards to your stack whenever you like.

1. Starting from John's card (Card 1) in the Practice stack, choose New Card from the Edit menu.

HyperCard creates a new, blank card, places it after the card you were
looking at, and displays the new card.

Name & Address Notes

Phone Number

The Practice Stack

for £ saeaing Mpatad Sanks

2. (Click the upper-left corner of the Name & Address field and type your name and address.

Press Return after the first and second lines.
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3. Click in the upper-left corner of the Phone Number field and type your phone number.
4. Press the Tab key on the keyboard to move to the next field.

The insertion point begins to blink in the upper-left corner of the
Notes field.

To stop typing in one field and begin typing in another, you can use the
mouse to move the insertion point (as you did before), or you can use the
Tab key (as you did this time).

5. Add a note without pressing the Return key.
The text breaks at appropriate spaces even though you don't press the
Return key.

Manipulating Windows

So far, you've only had one HyperCard window open at a time. Whenever you
opened a new stack, the old one closed. In this section, you'll learn how to
display more than one stack at a time, how to arrange them on your screen, and
how to close them.

When you use a button to open a stack, you don't have a choice about whether
to close the old stack (the person who creates the button makes that choice).
When you use the Open Stack command, however, the choice is yours.

1. Go Home by clicking the Home button or choosing Home from the Go menu.
2. Choose Open Stack from the File menu.
The Directory dialog box appears.

3. Click the “Open stack in new window” checkbox to select it.

&

[ 0pen stack in new window

An X in the checkbox instructs HyperCard to place the stack in a new
window, keeping the current window (and the current stack) open.
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Home stack

A close box appears when more
than one stack is open.

Practice stack

4. Double-click the name “HyperCard Stacks” to open the folder.

5. Double-click the name “Practice” to open the stack.

You'll see both stacks open at the same time.

The stripes that indicate the Practice stack’s window is active.

John Chapraan
1774 Orchard Road
Leominster, MA

(6171 535-1843

The Practice Stack
for £ sarizg Hparlard Sasics

Stack Kit

. Move the Practice stack’s window fo the bottom of your screen by dragging it by ifs title bar.

. Make the Home stack’s window active by dicking anywhere in the part of it you can see.

When you click the Home stack’s window, it moves in front of the Practice
stack’s window.

Only one window can be active at a time. A window must be active before
you can do anything to it, such as type or click buttons.

. Choose Close Stack from the File menu.

The active window, in this case the Home stack’s window, closes. No
longer hidden by the Home stack, the Practice stack is visible once again.

You can also close a stack by clicking its close box at the upper-left corner
of the title bar. (You only see a close box when more than one stack is open
atatime.)
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Saving Stacks

Unlike most Macintosh software, HyperCard automatically saves changes as
you make them. In this exercise, you'll see that there is no Save command in
the File menu.

1. Pull down the File menu but don't choose any commands.

There's no Save New Stack...
commund . Open Stack... #0
Close Stack AT
Save a Copy... —}—— .. but you can make a copy of

| your file for safekeeping with
the Save a Copy command.

2. Release the File menu.

The Home Stack

The Home stack will usually be your starting place when you start up
HyperCard. Take the time to get to know it. In this section, you'll learn about
two important parts of the Home Stack—the Home cards, which contain a
collection of buttons that take you to your favorite stacks, and the Preferences
card, which you use to adjust some HyperCard settings.

First, you need to go to the Home stack by choosing Home from the Go menu.
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The Home cards

When you open the Home stack, you see the first of five Home cards, called
Welcome to HyperCard. Each Home card has buttons that can quickly take you
to any of your favorite stacks.

The Welcome card has buttons Welcome to HyperCard
that take you fo the basic stacks. :
The Stack Kit card has buttons
that take you fo advanced
stacks you can use when you're
ready fo create your own stacks.

Stack Kit

The other cards give you lots of
room to add your own huttons.

H

©1987-1993 Apple
ATl Rights R

1. Go fo the Stack Kit card by clicking its button at the bottom of the first Home card.

The Stack Kit card appears. Clicking any of the icons on this card takes you
to a different stack—each one filled with different elements you can use to
construct your own stack.

2. Go to the Home card called Card 5 by clicking its button.

Like Card 3 and Card 4, Card 5 gives you ample room to add your own
buttons. (You can add buttons to the first two Home cards as well.)
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3. Choose Rename This Card from the Home menu.

A dialog box appears for you to type the new name.

New name for this card?

card 3 |

4. Type the name My Space (or any other name that you like) and dick OK.

The new name of the My Space Home
card appears here . . .

‘wWelcome to.. Stack Kit

... and on the button.

5. (lick the “Welcome to...” button at the bottom of the card to return to the Home card.

The Preferences card

HyperCard has five user levels. You use the Preferences card in the Home stack
to choose the user level where you want to work. When you first install it,
HyperCard is set up to work at the second level: Typing. At the Typing level,
you can look at cards and type on them, but you can’t draw graphics on cards
or modify buttons or fields.

In this exercise, you'll select the highest user level, called Scripting, so that you
can see and use all the menus and commands HyperCard has to offer. (You'll
need to be at this highest level so that you can do the exercises in the next
chapter.) You'll also add your name to the Preferences card.
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1. Choose Preferences from the Home menu.
You move to the Preferences card.

2. Click the button for the Scripting level.

Preferences Home

Your Name: Throck Scribblemonger

Click the user lewel you want: Cther settings:

cli(k here. | 5 Scripting Edit seripts of buttons, fields, cards,

backgrounds, and stacks.

- Create buttons and fields. Link
4 #uthoring buttons to cards and stacks.

inti Use the Paint tools to change the
Paintim 2
3 9 appeatance of cards and backgrounds.

s Enter and edit text in fields.
»2 Typing [ &rrow Keuys in Text
Explore stacks but make no changes.

When you move to the Scripting level, HyperCard adds two extra menus to
the menu bar: the Tools menu and the Objects menu. It also adds
commands to some of the other menus.

A Important: When you set your user level to Scripting, you can use certain
commands that temporarily disable the Browse tool. If you lose the Browse
tool and can't type text or click buttons, you can choose the Browse tool
from the Tools menu at any tima.

3. Click the blank after “Your Name:" at the top of the card and type your name.

4. Choose First from the Go menu to return fo the first card of the Home stack.

By changing the Preferences card in this exercise, you've gained access to all
the commands and features HyperCard has to offer. When you finish this
chapter, you can come back to this card and change your user level again if you
like. Leave it at this level if you intend to go on to Chapter 3 to learn about
scripting.
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The Message Box

The Message box is a special window in HyperCard. It looks like this:

Close box Drag area

It has room for one line of text. You can type commands called messages, and
HyperCard can type replies.

Controlling the Message box
Here’s how to display the Message box, move it, and hide it:

1. Choose Message from the Go menu.
HyperCard opens the Message box.
2. Drag the Message box.

You move the Message box by placing the pointer on the bar at the top of
the box and dragging it where you want it to go, just as you drag any
window.

3. Close the Message hox by dlicking its close box.

Because the close box is small, make sure you've got the tip of the arrow
in the close box before you click.

Using the Message hox

In this exercise, you'll type some messages into the Message box. When the
Message box is visible and the insertion point isn’t blinking in one of the fields
on the card, anything you type goes into the Message box.
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1. (Click the Practice button on the first Home card fo go to the Pracice stack.
2. (hoose Message from the Go menu fo open the Message box again.

Don’t worry if there’s text in the Message box. It will disappear as soon as
you start typing.

3. Type the words the date  and then press Return.

If you make a mistake while typing in the Message box, you can correct it
using the Delete or Backspace key.

HyperCard puts today’s date into the Message box.

O Note: If the date is wrong, your Macintosh has the wrong date in its
internal calendar. Correct the date in the Control Panel. (For details, see the
documentation that came with your computén.)

4. Type 12+5 and press Return.

The date in the Message box disappears when you start typing, and
HyperCard places the correct answer, 17, in the Message box.

5. Typeflash3  and press Return.
This message makes the card flash three times.
6. Type gohome and press Return.
You go back to the Home card.
7. Typegoback  and press Return.
HyperCard returns you to the Practice stack.
8. Type userName and press Return.

HyperCard replaces what you typed with your name—just as you entered
it on the Preferences card. (Be sure ths#rName is all one word.)

You've just learned your first words of HyperTalk. If you want to learn more
about this powerful, easy-to-learn programming language, do the exercises in
the next chapter when you've finished with this one.
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Finding Text

Many HyperCard stacks contain hundreds of cards. Even so, you can find a
particular card quickly by using the Find command.

1. With John's card in the Practice stack on the screen, choose Find from the Go menu.

HyperCard opens the Message box (if it was closed), types the Find
command, and places the insertion point between two quotation marks.
(This is exactly the same as if you typed the command yourself.)

2. Type the word Gossard .
The word appears between the quotation marks.
3. Press the Return key.

As soon as you press the Return key, HyperCard searches the Practice stack
for the word “Gossard.” (You can find text in only one stack at a time.
HyperCard searches only the stack that’s active when you enter the Find
message.)

HyperCard finds a card with
the word “Gossard” on it,
displays the card, and puts a
box around the word.

Carcl[Gossard] Art Director
The Picture Group
New York, MY

(2121 535-2313

4. Choose Find from the Go menu again (or press $&-F).

When you choose the Find command again, it enters the last word you
looked for and highlights it.

5. Type selma .

As soon as you start typing, the old word “Gossard” disappears.
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6. Press the Return key.

When you press the Return key, HyperCard finds the next card in the stack
with the word “Selma” on it (in this case, Kevin's card).

7. Press the Return key again without typing anything.

Each time you press Return, HyperCard finds the next use of the
word “Selma.”

8. Close the Message hox by doing one of the following:
= Click its close box.

= Choose Message from the Go menu again.

Copying and Pasting a Picture
In this exercise, you'll copy a picture of a pencil from the Art Bits stack to
Wally's card.

Copying the picture
Start by finding the right picture and copying it:
1. Choose Home from the Go menu.
Click the “Welcome to...” button if the Welcome card is not displayed.
2. Go fo the Art Bits stack by clicking its button.
3. Go fo the “Odds and ends” section by clicking its button.
It's the second one down in the right column.
4. (Choose the Lasso tool from the Tools menu.

You use the Lasso tool to select an irregularly shaped object without
including any of the extra white space around it.

5. Use the Lasso tool to select the picture of the pencil.

To select with the Lasso tool, drag a line around the pencil. If the navigation
palette is in your way, you can move it by dragging its top bar.
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After you release the mouse button, the pencil is surrounded by a moving
dashed line (sometimes called “marching ants”) to indicate that it's
selected. If you make a mistake, click once anywhere else on the card and
try again.

Choose Copy Picture from the Edit menu.

A copy of the picture is placed on the invisible Clipboard. The original
remains on the card.

If the art disappears from the card, you probably chose Cut Picture instead
of Copy Picture. Choose Undo from the Edit menu and try again.

Pasting the picture

Now you'll return to the Practice stack (using a new method to get there), find
Wally’s card, and paste the picture:

1.

Go back to the Practice stack by using the Recent command from the Go menu.

Click an image in the Recent dialog box that looks like a card from the
Practice stack. (Your Recent dialog box may look different.)

Click an image that looks like this one.

The Recent dialog box keeps track of up to the last 42 cards that you visited.
Move to Wally's card by using the Find command.

Choose Paste Picture from the Edit menu.

The picture appears and is selected.

If you accidentally click the card, you'll deselect the picture. If this
happens, use the Lasso tool to select it again.

Choose Flip Horizontal from the Paint menu.

The picture “flips” to face the other way.
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5. Move the picture to a different position by dragging it.

6. When the pencil is where you want it, choose the Browse tool from the Tools menu fo complete
the exercise.

Wally Lab

1257 Woofer Road
Baseboard Rechewing Group
San Francisca, CA 94131

{415} 535-8531

Choosing the Browse tool sets the pencil in place and allows you to click
buttons (which you will do in the next exercise).

Redesigning a Stack

Once you're comfortable exploring stacks created by other people, you can
change existing stacks and create new ones to meet your own needs. This
process is calleduthoring

In this section, you'll make changes to the Practice stack and rearrange it to fit
in a smaller window.

Jehn Chapman
1774 Qrchard Road
Leorninster, MA

John Chapranan
1774 Orchard Road
Leominster, M4

ﬂ‘; (6172 555-1845
Birthday

fist @ 5/26/74 {Q oy

7]

B

(617) 555-1845

T

The Practice Stack
For £ eaming Fhparand Basics

Fioneex in the field of productmarketing,

Before After

To start, you need to make a copy of the stack so that you don’t change the
original one, and create a button on the Home stack to take you to the copy.
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Saving a copy
Whenever you make major changes to a stack, you should first make a copy of
the stack in case you make a mistake that's difficult to correct.
1. Go to the Praciice stack.
2. Choose Save a Copy from the File menu.

3. Name the stack Tiny Addresses and click Save.

= HyperCard Stacks w |

0 Addresses = Inside —f—— ThIS is the name Of the dISk
3 Alternate Home _ i R

S piternate Home (Ejeet ) Yours is probably different.
O Art Bits

[ Background Art

[ Car Report

Save a copy of stack as: Ii Save iﬁ
As soon as you start —{Tiny Addresses| | Cancel

typing the new name, File tyne:

the old one disappears.

You now have two copies of the same file on your disk—Practice and Tiny
Addresses. You're still looking at the Practice stack, which is the original; but

you want to work with the copy.

Adding a new button to the Home stack
To make it easier to open your new stack, you'll create a new button on the first
card of the Home stack that takes you to the new stack.
1. Do one of the following to go Home:
= Click the Home button.

s Choose Home from the Go menu.

s Pressig-H.
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2. (Choose the New Link to Stack command from the Home menu in the Home stack.
A directory dialog box appears.

You use the New Link to Stack command, available only in the Home
stack, to create new buttons that take you to stacks.

3. Find and double-click the name “Tiny Addresses.”

You may have to use the scroll bar to find it. The new button appears,
flashing, in the middle of the card.

4. Drag the new button to a convenient place on the card.

As soon as you release the mouse button, the new button becomes fixed
in place.

0 Note: If you make a mistake, delete the button and redo the exercise.
Luckily, that's easy to do: Choose the Button tool from the Tools menu and
click the new button once; choose the Clear Button from the Edit menu;
then choose the Browse tool. Now you're ready to try again.

5. Try the new button.

Click the new Tiny Addresses button. The stack appears with the Home
stack still on the screen. Look at the title bar of the stack you just opened to
make sure you opened the right one (it should say Tiny Addresses).

Working with the background

A backgroundholds the elements that a number of cards have in common.
Most of the changes you’'ll make to the Tiny Addresses stack have to do with
these common elements, so you'll be working with the background a lot.

1. With the Browse tool active, dlick the right arrow button until you see Wally's card (the one
with the pencil on it).

As you move through the cards, notice what the cards have in common.

The cards in this stack have more similarities than differences. In fact,
about all that changes from card to card is the text. The rest—the three
buttons, the arrangement of the fields, and the gray paint—stays the same.
That's the idea of a background. A background is what all the cards have
in common.
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2. (Choose Background from the Edit menu.

" & File Edit Go Toois Dbjects Font Sigle "

Tiny Addresses

The text and the pencil
are on the card, not in
The stripes in the the background.
menu bar remind you
that you're viewing
the background.

The Practice Stack
for £ saradng Aparlard Sasics

When you choose the Background command, HyperCard hides the card
and shows just the background. The menu bar becomes striped.

3. Choose Background from the Edit menu again (or press $8-B).

Choosing the command a second time shows the card again. The stripes
disappear from the menu bar.

4. (hoose Bkgnd Info from the Objects menu.

HyperCard displays a dialog box with information about the background
you're viewing.

Background Info Backgrounds often have

Background Name: |Address Template -+ names. This one is called
u n
Background 1D; 2769 Address Template.
Background shared by 8 cards.
. o Contains 5 background fields. This background contains five
Th'ihmkground (Olni;llns five — Contains 5 background buttons. fields: Name & Address,
rigulnot;]rsr.ol\.nllo?i];iﬂi)lillll])"((l)l‘:vé [ Don't Search Background Pho"ﬁ Numl:jer, Nﬁtesll Card
IrTow, 1Ight butb, []can't Delete Background Number, and Stack Title.
an invisible Find button. '

This background is shared by eight cards, one for each of the addresses.
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5. (Click Cancel.

So what you see when you look at a card is a composite of two layers: the
background layer (which contains the elements shared by all the cards) and
the foreground or card layer (which contains only the elements unique to
each card).

Deleting a Background button

You'll start by deleting the light bulb button. In general, the way you delete
things is to select them and then press the Delete or Backspace key.
1. Choose the Button tool from the Tools menu.

To modify buttons, you must use the Button tool. While you use the Button
tool, the pointer will be arrow-shaped and you won’t be able to type in
fields or make buttons do what they’re programmed to do.

2. (Click the light bulb button once to select it.
When a button is selected, it's framed by a moving dashed line.

Notice that the button doesn’t do what it normally does—it doesn't give
you an overview of the stack. Instead, clicking a button with the Button tool
selects it.

3. Press the Delete or Backspace key.
The button disappears.

0 Working with background objects from the card lay&his button was in
the background; so why didn’t you first have to choose the Background
command to delete it? You could do that, but HyperCard lets you to edit
existing buttons and fields without first choosing the Background
command.[]
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Moving and changing the Home button

Next you’ll move the Home button onto the white part of the card and change
its size and style.

1. With the Button tool active, drag the Home button to its new location.

(410) 50o-dosl

Place the pointer over the
middle of the button and
drag it to here.

2. Drag the button’s corner to make it smaller.

Remember the general rule that to move something you drag its middle;
to change its shape, you drag its corner. (“Middle to move; corner to
change.”)

3. Choose Button Info from the Objects menu.
The button’s Info dialog box appears.

O Note: If the Button Info command is dimmed, it means the button is no
longer selected. Click the button once to seledilit.
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4. Choose Transparent from the Style pop-up menu fo change the button’s style; then lick OK.

TOTNEE Transparent B

[ Shared Hilite

Opaque
Button Name: ’F Rectangle
R d Rect
Bkgnd button number: 1 [N~ Shadow
Bkgnd part number: 5 fa l:he!:k Box
Bkgnd button 1D: 4 Radio Button
Standard
Default
oval
Popup
& Enabled

Pr

[Tent styte...| [ LinkTo. | [ lcon.. | Lo

[ script.. ][ Effect.. | [Contents..] [ Cancel |

Changing the style changes the appearance of the button. In this case, the
shadowed box is removed.

Rearranging the arrow buttons

Now you'’ll move the two arrow buttons to their new locations, make them
smaller, and change their style to Transparent.

1. Drag each arrow button to its new location.

(410) 50b-ogsl

CardGof & I
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2. Make the arrow buttons smaller.

3. Double-click the left arrow button to open its Info dialog box.

Double-clicking a button with the Button tool is a shortcut for selecting it
and choosing the Button Info command.

4. Choose Transparent from the Style pop-up menu and then click OK.
5. Open the right arrow’s Info dialog box, set ifs style to Transparent, and then click OK.

Modifying the Find button

In this exercise, you'll assign the invisible Find button an icon and move it
into place.

1. With the Button tool active, press 38-option to see the Find button’s outline.

Double-click here.

You'll see the outlines of all the buttons on the card.

2. Double-click the invisible Find button to open its Info dialog box.
3. Click the lcon button in the Info dialog box.

The Icon Chooser window appears.
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4. Select the appropriate icon.

Choose Icon

Icon ID: 28654 "Search” from "HyperCard"

b4 » 4
Xl o e
M3 [ O

Use the scroll bar fo
find the Search icon . . .

... then click the icon
to select it. (Your lcon
dialog box may look
different.)

[

5. Click OK.

(415 555 The icon appears on the button.

6. Move the button into place and resize it.

Copying a button from another stack

One easy way to enhance your stack is to borrow work done by others. In this

section, you'll turn your stack into an automatic dialer by copying a button
from another stack.

Start by finding and copying the button:

1. Choose the Browse tool (™) from the Tools menu.

Go Home.

Go to the Stack Kit card by clicking the Stack Kit button at the bottom of the Home card.
When the Stack Kit card appears, dick Readymade Buttons.

Readyrade Buttons The Readymade Buttons stack contains buttons you can use in your stack.
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=

[vial

5
6.
1.

Click “Do various things” to get to the card with the Dial button on it.
With the Button tool active, click the Dial button once to select it.

Choose Copy Button from the Edit menu.

Now use the following steps to return to the Tiny Addresses stack, paste the
button, and move it into place:

1.

Use the Recent command to return to the Tiny Addresses stack.

Choose Recent from the Go menu and click any miniature picture that
looks like it's from the Tiny Addresses stack.

Check the stackYour Tiny Addresses stack still looks a lot like the
original Practice stack. Check the title bar to be sure you're in the correct
stack. If not, try the Recent command agadih.

Choose Background from the Edit menu (or press 3¢-B).
Make sure you see the stripes in the menu bar.

Because this button should be shared by all the cards in the stack, you need
to paste it into the background.

Choose Paste Button from the Edit menu.

The button appears in the background.
Double-click the button to open its Info dialog box.

Click the Show Name checkbox to deselect it, and then click OK.

When you click the Show Name checkbox, the X disappears from the box.
This tells HyperCard not to place the button’s name under the icon.

Move the button into place and resize it.
Choose Background again from the Edit menu (or press $8-B).

You leave the background layer, and the stripes disappear from the
menu bar.

Choose the Browse tool from the Tools menu to see how it all looks.

The new Dial button partially obscures the phone number, but you'll fix
that in a later exercise.
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Deleting fields

You don’'t need a card number field, so you'll delete it in this exercise. Deleting
HyperCard fields is similar to deleting HyperCard buttons: You select the
object and then press the Delete or Backspace key.

1. Choose the Field tool from the Tools menu.
2. (lick the Card Number field once to select it.

As a shortcut, HyperCard lets you select and manipulate background fields
even when you're not in the background.

3. Press Delete or Backspace.
4. When the Confirmation box appears, click Delete to confirm your decision.

When you delete a background field, you also delete all the text typed into
it for every card in the stack that shares the same background. Because
deleting a background field by mistake can be a catastrophe, HyperCard
asks if you're sure.

You also need to delete the field at the bottom of the card—the one with the
stack’s title in it.

5. With the Field tool active, click the Stack Title field once.

6. Press Delete or Backspace.

7. (Click Delete to confirm your decision.

Modifying the Phone Number field

You need to make the Phone Number field smaller to compensate for the space
that the Telephone icon takes up. To keep things in scale, you also need to
reduce the field’s font size.

1. With the Field tool active, double-click the Phone Number field to open its Info dialog box.

This is the same as selecting the field and choosing Field Info from the
Objects menu.
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2. (lick the Text Style button.

The Text Style dialog box appears.

3. Set the text size to 9 and then dlick OK.

Text PFroperties

Field Text Style Defaults Click 9 here. ..
Style: Athens
ClBold B Futura Bold
O Italic BO Futura BoldObii...
E g:tdl?;:ne C Futura Condensed
[]Shadow Cairo
[ Condense CB Futura Conden...
[JExtend Ehil:a_gu
O] Group Courier
Futura Book
Align: Geneva
@ Left Helvetica ...or fype 9 here.
O Center inkDOT
) Right London

4. Drag the lower-left corner of the Phone Number field up and to the right until the field is
the corredt size.

r
i '
; ﬁ
H =

Drag the corner of the field
so it isn't covered by the
telephone and has room

for two lines of text.
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(reafing a Birth Date field

To gain experience working with new fields, you'll add a field in which you
can type people’s birthdays. In the next two exercises, you'll create the field
and test it by filling in some dates.

In this first exercise you create the field:

1.

Choose Background from the Edit menu.

To have the birthday field show on all the cards, you need to create it in the
background. You can confirm you're working in the background by seeing
if the menu bar is striped.

Choose New Field from the Objects menu.

HyperCard places a new field in the middle of the window.

Double-click the new field to open its Info dialog box.

Choose Transparent from the Style pop-up menu to set the field’s style.

Type Birth Date ~ fo name the field.

Click Text Style.

The Text Style dialog box appears.

Set the text style for the field o 9-point Geneva, aligned Center, and dlick OK.

The Text Style dialog box closes and you return to the background level.

Resize the field and move it into position.

Resize it so that you can see just one dotted line at the base of the field, plus
a little empty space.
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In this second exercise you type some dates into your new field to test it:
1. With the Browse tool active, choose Background from the Edit menu (or pressss-B) to move
back to the card level.
The stripes in the menu bar disappear.
2. Choose First from the Go menu to go to the first card in the stack.
You return to John Chapman'’s card.

3. Click once in your new field fo set the insertion point (or press the Tab key until the field is
highlighted).

4. Type 9/26/74
5. Click the right arrow button fo move to the next card.

Note that the date you typed into the Birth Date field isn’t there. This is
because, even though the field that you created appears on every card, what
you type into a field appears only on the card where you typed it.

If you want, click the left arrow button to move back to the first card to see
that the date you typed is still there; then click the right arrow button to
come back to the second card.

6. Click the Birth Date field and type 1/3/58
Now that you know your field is working properly, you're ready to create a
label for it.

Creating the label for the Birth Date field

In the next two exercises, you will add the word “Birthday” above the field that
contains the birth date, and make it appear on every card.

When you need to have the same text appear on every card in a background,
you can either paint it or useshared texfield, a kind of field where the same
text appears in that field on every card in the background. In this case, you'll
make the label a shared text field.

Instead of creating the field from scratch, you'll make a duplicate of the Birth
Date field and modify the duplicate as necessary.
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6.
1.

Choose the Field tool from the Tools menu.

Press and hold the Option and Shift keys while you drag the Birth Date field up.

Dragging the field while you hold down the Option key creates an exact
duplicate of the field. Dragging the field while you hold down the Shift key
restricts your movement of the field to either straight up and down or
straight left and right. Dragging the field while you hold down both keys
produces both effects.

Note: Be careful not to create extra fields. Every time you click the field
with the Option key down, you create another field. Delete any extra fields
by selecting them and then pressing the Delete or Backspacélkey.
Double-click the new field to open its Info dialog box.

Type Birthday Label to name the field.

Check Shared Text.

When you check Shared Text, the Don’t Search option is automatically
checked as well.

Click Text Style.
(lick Bold and then click OK.

Putting text in a shared text field

You enter and edit text in a shared text field by using the Browse tool in the
background.

1.

Choose Background from the Edit menu.

You should see stripes in the menu bar.
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2. Choose the Browse fool.
You need the Browse tool to type in the field.
3. Press the Tab key once.
The insertion point will blink in the shared text field.
4. Type Birthday
5. Choose Background from the Edit menu to return to the card layer.
The stripes disappear from the menu bar and you see all the card text.

Look at a few cards to make sure the text is in fact shared. Click the left and
right arrow buttons to move forward and back.

Rearranging the Notes field

The last change you have to make to the fields is to move the Notes field (the
one running along the right edge of the card) and turn it into a scrolling field.

1. Choose the Field tool from the Tools menu.
2. Double-click the Notes field to open its Info dialog box.
3. Choose Scrolling from the Style pop-up menu and then click OK to change the field's style.

A scroll bar appears in the field.
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4. Adjust the Notes fields size and move it.

John Chapman
1774 Orchard Road
Leominster, MA

TR [ e sssiass Change the field's size so

' it s just fall enough to
show the two arrows of
the scroll bar . . .

. Fimneer in the field of product marketing,

. ... then move it just
below the white part of
the card and make it the
same width.

5. Choose the Browse tool.

6. Flip through the cards in the stack o see how your changes look.

Finishing touches

Now that you've created and arranged the fields and buttons, all that remains
is to make the stack smaller.

1. Choose Stack Info from the Objects menu.
2. (lick the Resize button.

The Resize dialog box opens.
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3. Adjust the size of the stack.

=——— Lard Size
Card size:
~288 1200 ....until the size is 288
pixels across by 200
pixels high.
Drag this handle up
and to the left. .

4. (lick OK.

The stack is resized. Your final stack should look like this:

John Chapman
1774 Orchard Road
Leominster, MA

ﬂ; (6171 555-1845
Birthday
&gy T  ad

Pioneer in the field of product marketing,

If the size isn’t right, you can repeat this exercise to readjust it.
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Starting from Scratch

In this, the final part of your tutorial, you'll create a stack from scratch. Your
stack will be used to review new cars for possible purchase. Here's what it will
look like when you're finished:

Executive Summary: New Cars

Fros:

The first step is to create a new stack:

1. Go Home.
2. Choose New Stack from the File menu.
The New Stack dialog box appears.
3. Double-click the name “HyperCard Stacks” to open that folder.
When you create the stack, it will go into the HyperCard Stacks folder.
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4. Name the stack Car Report, and set the card size fo fit on a Classic 9" screen.

= HyperCard Stacks ¥ | card size:
[ Addresses = Inside S12 1342
[T Alternate Home Stacks i
T [ —
[ Appointments PN
O Art Bits W] e
eskto

0O Background Art P

0O Graph Maker

New stack name: [ New ]|
|Ear Report | [m]
[JCopy current background
] 0pen stack in new window

Make sure that the two option boxes at the bottom of the dialog box are
unchecked.

5. Click New fo create the stack.
The new stack’s window opens, absolutely blank.
Next you'll lay out a background that contains three elements: art, buttons,

and fields.

Copying the background art

The background art for this stack is supposed to look like a spiral notebook.
You could use the Paint tools to draw your own; but to make things easier,
you'll go to the Background Art stack and copy the art from there.

1. Click the Background Art button on the Home stack’s Stack Kit card.

The Background Art stack opens.
Background Art 9 (lick the “Books and notebooks” category.

You move to the Books & Notebooks section. A navigation palette appears
over the card.
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3. Click the right arrow of the palette once to see the second card.
4. Press Option-Tab to convert the Tools menu to a palette.

You can do things with the Tools menu turned into a palette that you can’t
otherwise do. Place the Tools palette wherever you like.

5. Double-click the Selection tool in the Tools palette to select all the art.

Books and Notebooks

2af10 Left Spiral Notebook

A moving dashed line surrounds the card, telling you that the art is selected.
6. Choose Copy Picture from the Edit menu (or press 38-C).

Next you'll return to your new stack using the Open Stack command.
7. Choose Open Stack from the File menu and double-click the name “Car Report.”
8. Choose Background from the Edit menu (or press $6-B).

Confirm that you're working in the background by seeing if the menu bar
is striped.

9. Choose Paste Picture from the Edit menu (or press 38-V).

You've finished the background art.
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Copying the background buttons

In this section, you'll put three buttons—Home, left arrow, and right
arrow—into the background. You'll copy them from the Addresses stack.

T ]
T T
@
Find...
Ehow Notes
MNew Card
Delete Card

—— These are the three
buttons you need to
copy to the background
of the Car Report stack.

Appointrients  Horne

Copying the left arrow

You'll start by opening the Addresses stack in a second window; then you'll
copy and paste the left arrow button by switching back and forth between the

two windows.

1. Choose the Open Stack command from the File menu.

2. (Click the “Open stack in new window” checkbox to select it.

Checking this box tells HyperCard to open the stack in a new window

without closing

the Car Report stack’s window.

You may not be able to see both of them, but you now have two

windows open.

3. (Choose the Button tool from the Tools menu.

4. Click the left arrow button once to select it.

A moving dashed line surrounds the selected button.

5. Choose Copy Button from the Edit menu.
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6. Choose Next Window from the bottom of the Go menu to activate the Car Report
stack’s window.

Alternatively, if part of the Car Report stack’s window is visible, you can
click it to make it active. Each time you choose the Next Window
command, HyperCard activates the window that's behind the window
you're currently viewing.

7. Choose Paste Button from the Edit menu (or press 38-V).

The button appears. You'll move it into place in a later exercise.

Copying the right arrow button

You'll now copy the right arrow button from the Addresses stack to the Car
Report stack.

1. Press 38-L to go back to the Addresses window.

This is the shortcut for the Next Window command.
Click the right arrow button once to select it.

Press 3€-C to copy the button.

Press 3¢-L to return to the Car Report window.

Press 38-V to paste the button.

Copying and customizing the Home button

To copy the Address stack’s Home button and paste it into your new stack, use
the same process as you used for the right and left arrow buttons.

To fit the Home button into your design, you'll have to hide its name and
change its icon:

1. Double-click the Home button to open its Info dialog box.

2. Click Show Name to turn that option off, then click the lcon button.
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3. Change the icon to a smaller one.

= Choose 0N =

Icon 10: 21700 "Sml White Home" from "HyperCard"

Arranging the buttons

Now you need to move the buttons to where they belong.

1. Use the Button tool to make the Home button smaller.

Drag its corner to make the button just a little bigger than the icon in
its center.

2. Move the buttons into position.

Move the buttons fo these
locations. Be sure to drag

them by their middles, not
their corners.
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(reafing the background fields

In this section, you'll create six background fields for your new stack. Three
will be shared text fields—a large one for the stack’s title and two small ones
for the labels “Pros” and “Cons.” The other three fields are for the name of the
car, the list of pros, and the list of cons.

(reating the stack's title field

In this exercise, you'll create a large shared text field for the stack’s title.
1. Working in the background, choose New Field from the Objects menu.

The new field appears in the middle of the window.

Double-click the new field to opens its Info dialog box.

Set the style to Transparent.

Click the Shared Text checkbox to select it.

Set the text style for the field to 24-point Palatino Bold; then click OK.

Resize the new field and move it into place at the top of the card.

Adding the fitle field fext

In this exercise, you'll fill in the shared text for the title field and draw a line
below it.

1. While in the background, choose the Browse tool.
2. Press the Tab key once fo find the field.
The insertion point blinks in the field.

3. Type Executive Summary: New Cars
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E 4. Choose the Line tool from the Tools menu.
When you choose the Line tool, the pointer changes to a crosshair.
5. Hold down the Shift key and draw a line under the fitle.

Shift-dragging makes it easier to draw a horizontal line.

Executive Summary: New Cars

Creating a Car Name field
In this exercise, you'll create the field for the car’'s name.

1. With the Browse fool active in the background layer, choose New Field from the Objects menu.
The new field appears.

Double-click the new field to open its Info dialog hox.

Set the field's style to Transparent.

Set the text style for the field to 18-point Palatino Bold.

Resize the new field and move it into place.

Executive Summary: New Cars
] |

Adjust the size of the field
and place it here.
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Adding Pros

Place the field here.
(Make sure you leave
enough room for four

lines of fext.)

and Cons fields

In this exercise, you'll create the field for the list of pros and then duplicate it
to create the field for the list of cons.

1. While in the background, use the Browse tool to choose New Field from the Objects menu.
2. Set the field style to Transparent.
3. Set the font to 14-point Palatino and click OK.

4. Resize the new field and move it info place.

Be sure to leave enough room between the two
fields for the label (which you'll soon construct).
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While holding down
the Shift and Option
keys drag this field

siraight down . . .

... until the copy is
in position here.
(Leave room for the
label above it.)

2-50

5. Shift-Option-drag the field to duplicate it.

|Executive Summary: New Cars
|

|

Note: If you duplicate the field successfully but don't get it in quite the
right place, delete the new field and try again. You can delete a field by
clicking it once and pressing the Delete or Backspace Key.

(reating Pros and Cons labels

In this exercise, you'll create the field for the Pros label and duplicate it to
create the field for the Cons label.

1. With the Browse tool active in the background, choose New Field from the Objects menu.
The new field appears.

Double-click the new field to open its Info dialog box.

Set the field's style to Transparent.

Click the Shared Text box fo select it.

Set the text style for the field to 10-point Palatino Bold and click OK.
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6. Position the new field like this:

» | Executive Sum
D |

Place the field here.

7. Shift-Option-drag the field to duplicate it and position it above the bottom field.

Adding label text

Finally, you'll add labels to the fields you just created.
1. Stillin the background, choose the Browse tool.

Press the Tab key twice and type Pros:

Press the Tab key again and type Cons: .

Choose Background from the Edit menu to view your work.

The stripes disappear from the menu bar.
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Checking your work

You've completed the background and should be ready to start using the stack.
Before going on, use the following exercise to do a quick check and make sure
there are no mistakes.

1. Check your card to see if it looks like this:

Y Executive Summary: New Cars

b Fros:

0 Something amiss® your card doesn’t look quite right, review the
exercises on background art, background buttons, and background
fields. O
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2. (Choose Bkgnd Info from the Objects menu.

Your Info dialog box should look like this:

Background Info

Background Name: | |

Background 1D: 2594 This number is probably
You should have six fields Background shared by 1 card. different in your stack.
in Ihe buckground +++ ——t Contains 6 background fields.

 Contains 3 background buttons.
... and three buttons. [0 pon't Search Background
[Jcan't Delete Background

The six fields are for (1) the title of the stack, (2) the name of the car, (3) the
label “Pros,” (4) the list of pros, (5) the label “Cons,” and (6) the list of
cons. The three buttons are left arrow, right arrow, and Home.

O Button or field count offaf you have too few buttons or fields on the
background, you may have either skipped a step or, more likely,
accidentally created them on the card instead of the background. Choose
the Card Info command from the Objects menu, and if the dialog box lists
any buttons or fields, that's probably what you did.

If you have too many fields, you probably duplicated an extra copy. Choose
the Field tool and click the extra field to select it. Then press the Delete or

Backspace key to delete itl

3. (lick Cancel to close the Bkgnd Info dialog box.
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Using the stack

You use the Car Report stack just as you would use any other. In this exercise,
you'll enter text for the cards and do one final stack test.

1. Choose the Browse tool.
Press Tab to start typing in the first field.

Type the name of the car: Phantasmo Operetta

Press Tab to move fo the Pro field and type this text (press Option-8 to get the
bullet character):

= Sleek aerodynamic design
= Rotating ten-way velour seats
= Candoupto110 M.P.H.
5. Press Tab again to move to the hottom field and type this text:
= People who drive these get more speeding tickets.
= Repairs are phenomenally expensive.
6. Choose New Card from the Edit menu and fill in the fields for the card.
Enter whatever information you'd like into each field.
7. Create a third card and enter text for it.

8. Click the arrow buttons to test them.

Getting HyperCard Help
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If you have a question about how to do something in HyperCard, you can often
get the answer from the HyperCard Help stack. HyperCard Help gives you two
ways to find answers: by looking through its list of topics or by searching

for words.
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Using the list of topics

Suppose you want to learn how to change the size of HyperCard windows. You
could look through the list of topics as described in this exercise:

1. Choose Help from the Go menu (or press 3¢-?).

HyperCard opens the HyperCard Help stack. If HyperCard has enough
memory, it leaves the original stack you were looking at open as well.

E0=————— Hyperlard Help =——————117

1. Click an itern to get a list of topics:

HyperCard basics

Browsing and finding information
Typing and editing text

Printing

Working with stacks
Working with backgrounds
Working with cards
Working with buttons
Working with text fields
Working with graphics

Go Home E| @, Find Topic H #J Owerview of Help H o El ) |

2. (lick “Browsing and finding information” in the list of topics.

Clicking a main topic shows you a list of related topics from which
to choose.
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3. Click “Resize the card window” in the list of topics.

You go to a card with information about the topic.

EO=—————— Hyperlard Help =—————1
Resize the card window card 1 of 2—1— This means there
are two cards
Each HyperCard stack opensin a Ta resize the card windaw, destribing this
window, & HyperCard windowr followr these steps: sub]ed

displays one card at a tirne,
1. Chowose Scroll from the

You can easily change the size of Go menu (or press #-E).
the card windew, Resizing the card
window doesn't change the size The Scroll window appears:

of the card—it only changes how
rauch of the card you can see.

{Click Related Topics for information
about changing the size of the cards
in a stack.)

- More -
Tins | [&h Fersted Tapics |

& Find Topie i) Main Topi: | B0

4. Click the Main Topics button fo return to the first card in the Help system.

You return to the Main Topics card.

Using the Find Topic feature
If you're not sure what topic to look under, you may want to use the Find Topic
feature. For this exercise, suppose you want to learn how to create a new button
for the Home stack:

| &, Find Topic | 1. Click the Find Topic button at the bottom of the card.

The Find Topic card appears.
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You type “new hutton”
info this box.

. Type new button

HyperCard Help

Find Topic

To find topics related to a subject, type one or more words
inta the box and click Find, Or click one of the Sample Subjects,

Subject: | new button | L Find |
Sample Subjects: Topics found: 1

all topics
new features

Charnge the appearance of & field I+

abort

actiwate window
application
arraws

authoring

<]

Go Back

. Click the Find button.

The Help stack displays a list of topics relating to new buttons.

. Click “Add a button to your Home stack” to choose the topic.

The Help stack displays information about adding new buttons to your
Home stack.

. Exit Help by doing one of the following:

= If the Help stack’s window has a close box, click it.

= If the Help stack’s window does not have a close box, choose Home
from the Go menu.
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Congratulations!
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You now have experience with most of HyperCard'’s basic features, and a few
advanced ones as well. You can go on to plan and create stacks on your own,
using ready-made buttons, fields, and graphics from the sample stacks to help
you do it. Experiment with the Paint tools to create your own graphics or to
modify existing ones.

Take the HyperTalk tutorial in the next chapter to learn how to write your own
scripts. Then use the HyperTalk Reference stack when you need help
constructing more complex programs.

O Cleaning up:If you want, you can remove the button you created on the
Home card for this tutorial. When you quit HyperCard, remove the files
you created by dragging them to the Trash.
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A Taste of HyperTalk

This chapter is made up of exercises that show you how to use HyperTalk, the
language that’s built into HyperCard. With HyperTalk, you can write your own
instructions, called scripts, for HyperCard to carry out. You don’t need any
previous programming experience to write scripts. If you can read this
paragraph, you can write a script.

You can create, customize, and personalize HyperCard stacks without learning
how to write scripts; but scripting with HyperTalk gives you even more control
over your computer.

To get the most out of this chapter, you should already have read Chapter 1 and
gone through all the exercises covered in Chapter 2. Specifically, you should
know how to use buttons to get around in stacks and how to use the HyperCard
menus and tools. You should have browsed through some stacks, looked
through part of the HyperCard Help stack, and started using a stack for your
own purposes—for example, you might have used the Addresses stack to store
some information.



Each exercise builds on what you’ve done in previous exercises, so it's

important that you start with the first exercise and work through them all
sequentially.

What You Will Build

In this chapter, you'll learn scripting by creating a stack named “Collection”
from scratch and writing scripts for it. If you work through all the exercises in
order, you'll end up with a stack you can use to catalog a collection of record
albums, cassettes, or compact discs. Here's a sample card from a completed
version of the Collection stack:

CATEGORY

|C1a551ca1 ‘ RECORD

ARTIST COLLECTION
[Bach, IS |
TITLE

‘Best of Bach |

NOTES

1. Ariose 3:37

2. Tocatta and Fugue in D Minor §:10
3. Alrona ‘G String 3115
4. Jesu, Joy of Man's Desiring 3:27 o
5. Sinfonia in G No. 10 &:09

&. Prelude and Fugue in C Major 3:45 4 b

More importantly, you'll learn basic scripting concepts and techniques as you
build the Collection stack. By the time you're finished, you'll know enough to
create scripted stacks for your own purposes.
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For example, you'll be able to modify the Collection stack as you see fit—to
keep track of books, baseball cards, computer software, your favorite
restaurants, the inventory for a business, or anything else you might want to
catalog. You'll also be able to change the stacks that come with HyperCard to
suit your own needs.

CATEGORY
[Vietnamese

NAME
‘ Golden Dragen

RDDRESS
[111 Jamison Blvd., Syracuse, N.Y

3 stars
Great food, but the service is terrible

Recornmended dishes:
Crabrneat and asparague soup
Sizzling prawns

0 Shortcuts aboundYou used menu commands to perform most tasks in
Chapter 2’s tutorial, but in this chapter, you'll use many shortcuts.
Shortcuts save you a tremendous amount of time, especially if you write a
lot of scripts. [

Getting Started

This chapter is meant to be used with HyperCard running.

1. Start HyperCard.

If you already have HyperCard running, go to the Home stack.
2. (lick the left arrow button or choose Preferences from the Home menu.

The Preferences card appears.
3. Click the Scripting button on the Preferences card.

For now, leave the checkbox options Blind Typing, Power Keys, and
Arrow Keys in Text unchecked.
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Click here.

When the user level is set to Authoring or Scripting, a new menu title, Objects,
appears in the menu bar. As you saw in Chapter 2, you use commands in this
menu to get information about and change properties of HyperCard
objects—buttons, fields, cards, backgrounds, and stacks. (You'll learn more
about objects later.) The user level must be set to Scripting before you can look
at, write, or change these objects’ scripts.

Preferences Home

Click the user lewvel you want: Other settings:

| P Edit seripts of buttons, fields, cards,
5 Scripting backgrounds | and stacks.

s Create buttons and fields. Link
4 Authoring buttons to cards and stacks.

e Use the Paint tools to change the
Paintin
3 9 appeatance of cards and backgrounds .

s Enter and edit text in fields.
2 Typing [ &rrow Keys in Text
Explore stacks but make no changes.

Creating the Collection Stack

34

Now that you set the user level to Scripting, the next task is to create a stack.
Follow these steps:

1. Choose New Stack from the File menu.

A dialog box appears for you to name the stack and specify its background
and size.

2. Name your stack “Collection.”

If you make a typing mistake, use the Delete or Backspace key to erase it
and retype.
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3. Navigate to the same folder that holds the Home stack.
4. Click New (or press Return).

You should see a completely blank card on your screen with the menu bar
at the top. This card is the first—and right now the only—card of your
Collection stack.

When you create a new stack, you automatically get three things: the stack
itself, a background, and the first card. If you were to select the “Copy current
background” option in the New Stack dialog box, you would also get the
background pictures, fields, or buttons of the card you were on when you chose
the New Stack command. Otherwise, as in this case, you have a blank card to
work with.

(reating Background Buttons

In the next few exercises, you'll add buttons to the background of the
Collection stack.

A quick background review

As you saw in Chapter 2, each card in a stack is a composite of two layers—a
foreground layer (called the card layer) and a background layer. You see the
elements of both layers when you look at a card, as if the card layer were a
transparent layer in front of the background layer. Each layer can contain its
own buttons, fields, and graphics.

You can think of the background in HyperCard as a kind of “holding area” for
general elements. Each card with the same background has the same buttons,
fields, and graphics in its background layer. If you put a button in the
background, for example, you'll have that button constantly available
throughout a number of cards—you don’t need to re-create it on every card. At
this point, the Collection stack has only one background, so all the cards you
create will share that background.
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Creating a Home button

In this exercise, you'll create a Home button (that is, a button that takes you to
the Home stack when you click it).

1. Choose Background from the Edit menu (or press 8-B).

Stripes appear in the menu bar, indicating that you’re working in the
background.

&% File Edit Go Tools Dbjects Font Style

2. Choose the Button tool from the Tools menu.
The pointing hand (Browse tool) on the screen changes to an arrow pointer.
If you prefer, press Option-Tab to create a Tools palette on the screen.

0 Tabbingto the Button tool:You can also choose the Button tool by
pressinggg-Tab-Tab.

3. With the pointer anywhere on the card, $8-drag (hold down the 3¢ key and drag) to create o
small button about half an inch square.
4. Release the mouse button and the 38 key when the new button is about the right size.

"""" ' Don't worry too much about the size; you can always resize a button.

The new button is automatically selected—you can tell by the moving
-------- E dashed line around its edges. While it's selected, you can stretch or shrink
the button by dragging a corner.

5. Move the button to the lower-right corner of the background.

To move the button, position the pointer near the button’s center and drag.
Because the button is in the background, it will appear in this position on
every card in the stack that shares this background.
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6.

1.

Double-click the button fo see its Button Info dialog box.

Button Info

Button Name: || |

Bkgnd button number: 1 Style:
Bkgnd part number: 1 Familg'

Bkgnd button ID: 1

[ Show Name
[J Auto Hilite
[<] Enabled

[ shared Hilite

(Tent styte...] [ Linkto... ) [ tcon.. ) [L 0K
[ Script... }[ Effect... ][Contents...] [Cancel ]

A blinking vertical bar marks the insertion point in the Button Name box,
ready for you to type a name.

Type Home to name the button (but don't press Return).
Click the Auto Hilite checkbox to select it.

The Auto Hilite option makes the button flash when it's clicked. Leave the
Show Name checkbox deselected. You'll assign an icon to this button and
you won't need the button’s name to show.

Click lcon.

Another dialog box appears in which you can select an icon for the button.

. Choose one of the house icons.

Scroll through the window until you find the house icons and click the one
you want.

(lick OK.

The dialog boxes disappear. Your new button now has the house icon on it.
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Writing the Home button’s script
Next you'll write a script for your new Home button. You create and change

scripts in a special window called theript editor To see the script for the new
Home button, make sure the Button tool is selected and follow these steps:
1. Double-click your Home button.

The Button Info dialog box appears.

2. Click the Script button (or $8-Option-click it).

The script editor for the Home button appears. There are two lines of text
already in the window, with the insertion point blinking on an empty line
between them.

EO== Script of bkgnd button id 1 = "Home" =HZ
Scripting language :
ok mousellp g
end mousellp
/"

The title bar at the top of the script editor identifies this script as the script
of the background button with the ID number 1 and the name Home—your
new button.

You see a new set of menus in the script editor. Pull them down and look
at their contents now if you want (to learn more about these menus, see the
HyperCard Script Language Guide)

3. Type go to stack "Home".

If you make a mistake, use the Backspace (Delete) key to erase the mistake
and finish typing the script correctly.

The script editor automatically indents lines within scripts. This indenting
helps you check your scrip®®n andend should always line up at the
left-most edge of the script editor window when you finish typing a script;
if they don’t line up, press the Tab key to check the script’s formatting. If
they still don't line up, you may have left out something important; check
the script again.
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O Capitalization doesn’t matterit doesn’t matter how you capitalize
HyperTalk words. Words that are formed from two words (such as
mouseUp) are usually typed in small letters with a capital in the middle to
make them more readabléel

4. Press Enfer.

The script editor disappears, and you're looking at the Collection stack
again. By pressing Enter, you save any changes you made to the script and
return to the stack you're working on. If you click the close box in the
upper-left corner of the script editor, HyperCard asks if you want to save
changes to the script before closing the script editor.

Trying out the Home bution
Now see if the Home button works the way it's supposed to:
1. Press 36-B to return fo the card layer.

The stripes in the menu bar should disappear. If they don't, #&ss
again.

2. Choose the Browse tool from the Tools menu (or press 38-Tah).
3. Click the Home button.
The Home stack appears.

If something else happens, such as the appearance of a dialog box saying
“Can’t understand...,” you may have made a typing mistake. Click Script in the
error dialog box to check the script. Make sure everything is correct; then press
Enter and try out the Home button again.
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310

How the script works

The script you wrote describes what should happen when someone clicks the
Home button.

Whenever you move the mouse, your computer and HyperCard software track
the movement electronically. You see the movement as a change in the position
of the pointer on the screen. When you press and release the mouse button, the
mouse sends a signal to the computer. The same thing is true when you press
different keys on the keyboard. The HyperCard software interprets these
signals from the system and translates them into Hypesyatkm messages

MouseUp is a system message that means the mouse button has been released,;
an on-screen HyperCard button receives this message when someone clicks it.
Whether something happens when the on-screen button receinvesdtigp

message depends on whether the button’s script contains any instructions that
react to that message.

The first line of your scriptn mouseUp , signals HyperCard that instructions
for themouseUp message exist. The next ling,to stack "Home" , tells
HyperCard to go to the Home stack.

The wordgo is a HyperTalk command; it means what you might expect. The
commandjo must be followed by a destination—a description of a stack or a
card. In this case, you used the name of the stook.

Each line in a script is called a HyperCatdtementand represents a single
instruction. In a more complicated script, the instructions signaledusgUp
could consist of many statements. The last line of your script

end mouseUp , indicates the end of the instructions forriveseUp message.

Translated into English, the instructions in your script say: “When someone
clicks this button, go to the Home stack.”
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Adding a button to the Home stack

In this section, you'll create a button in the Home stack that takes you directly
to your Collection stack.

(reating the button
Make sure you're looking at the Home stack and follow these steps:

1.
2.

Choose the Button tool.
$8-drag to create a new button.

Make the button about an inch wide and half an inch high. Move it to any
open space on the card.

You can rearrange the Home stadkyou need room, you can move any
of the buttons in the Home stack just by clicking them with the Button tool
and dragging them to a new locatidn.

Double-click the button to see its Info dialog box.

Name the button “Collection.”

Click Show Name and Auto Hilite to select them.

When Show Name is selected, the button’s name appears with the button.
Click lcon.

The Icon Chooser dialog box appears.

. Choose the stack icon.
. Option-click OK.

Only the Icon Chooser dialog box closes; you end up back in the Button
Info dialog box. As you can see in the Preview window, your new button
now has the stack icon on it along with the name of the button.
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Writing the script
Now you're ready to write the script.

1.

From the Button Info dialog box, click the Script button to see the script editor.

If you aren’t in the Button Info dialog box alread§;Option-click
the button.

Type go to stack "Collection"
The completed script should look like this:

on mouseUp
go to stack "Collection”
end mouseUp

Press Enfer.
The Home stack appears with the Collection button in place.
Try out the new button by clicking it with the Browse tool.

If the Collection stack appears, congratulations! If something else
happened, you may have misspelled a word or left out a space in the
button’s script. If you got a directory dialog box asking where the stack is,
you may have typed the stack’s name incorrectly or saved the stack in a
folder that HyperCard doesn’t know about yet.

The wordgyo to stack "Collection"” tell HyperCard to go to the
Collection stack. HyperTalk is a flexible language; any of these statements
would also have worked in the button’s script:

go "Collection"
go to "Collection"
go to card 1 of stack "Collection”
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Message handlers

. aQ
Obled OO on fetch

As you've seen, when an object receives a message, it can act on the message
according to instructions in the object’s script. More specifically, the object
acts according to instructions in theessage handler

A message handler is a set of instructions to be carried out when a particular
object receives a particular message. It's called a handler because it “handles”
the message. Message handlers always begin with theowogehd end with

the wordend , and both words are followed by the name of whatever message
the handler deals with—for exampd®e,mouseUp . Each of the scripts you

have written so far contain only one message handler, but an object’s script can
contain a number of handlers, each one handling a different message. The word
script refers to all the handlers for a given object.

Writing a script for a HyperCard object is like training a dog. The dog is like a
HyperCard object, and a spoken command is like a message. Each of the dog’s
tricks—the response of a particular dog to a particular command—is like a
message handler. And the sum of all the dog’s tricks represents the script for
the dog. When the dog receives a message (for example, “fetch”), the dog
searches through its script for the appropriate handler and then acts according
to the instructions in that handler.

4 M
on sit
sit down .
wag mv tail — Script
end sit

get the stick
bring it back
end fetch

| Message handler

on shakeHands
raise my paw
end shakeHands
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0 “On” and “End” are keywords. The wordson andend belong to a
special group of HyperTalk words callkeywords Keywords are used to
control which statements are executed in a scfipt.

Putting Information into Your Stack

So far the Collection stack consists of a single card with a Home button. In this
section, you'll add fields to the background of the stack, type some text into the
fields, and add some cards to the stack.

Adding fields to the background

First you'll add four fields to the background. When you're finished, the
background will look like this:

Category field | — |
Artist field ——= |
Tile field ——— |
[
Notes field
= 4%

When you place these fields in the background, they’ll appear on every card in
your stack. (Your stack has only one background.) The text contained in the
fields can be different on every card.
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(reating the Category field

You can always get a new field by choosing New Field from the Objects menu.
But in this chapter you'll use a keyboard shortcut to make fields. Follow
these steps:

1. Press 38-B to work in the background.
Stripes appear in the menu bar.

2. Choose the Field tool from the Tools menu (or press $&-Tab-Tab-Tab).
The pointing hand changes to an arrow pointer.

3. 38-drag to create a new field one line high and about three inches wide.

This method for creating a field is like the one you used to create your
Home button. Release the mouse button angtkey when the field is the
size you want. The new field is automatically selected, as indicated by the
“marching ants” around it. While it's selected, you can stretch or shrink the
field by dragging a corner.

4. Move the field to the top of the background (like the Category field in the previous figure).

To move the field, position the pointer near the center of the field and drag.
Because the field is in the background, it will appear in this position on
every card in the stack.
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5. Double-click the field to see its Field Info dialog box.

10.

HyperCard fields have a variety of styles and options from which to
choose. You customize a field's appearance and actions through the Field
Info dialog box.

=—————— Field Info =cc0F——————

Field Name: |DMPL Coins |

Bkgnd field number: 5 Stgle:| Rectangle vl
Bkgnd part number: 12
Bkgnd field 1D: 189 []Lock Text

O Don't Wrap

[J Auto Select

[ suitipia Lines

] Wide Margins
[JFixed Line Height
JShow Lines

- ] Auto Tab
review O Don't Search
Shared Texnt
Tent style... [IShared Tex
Cox ) Coaneer)

A blinking vertical bar marks the insertion point in the Field Name box,
ready for you to type a hame.

Type Category  to name the field (but don't press Return).

If you press Return prematurely, double-click the field again to get back to
the Field Info dialog box.

Choose Rectangle from the Style pop-up menu to set the field's style.
Click the Text Style button.

The Text Style dialog box appears.

Select a font and size.

Select a font that's easy to read, such as Times 14.
Click OK.

The Text Style dialog box closes, and you return to the background.
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Creating the Artist, Title, and Notes fields

Now you need to add three more fields to the background. This time you'll
use a shortcut that you practiced in Chapter 2 to create each field. Make sure
you're still in the background and that the Field tool is still selected; then
follow these steps:

1. While holding down the Option and Shift keys, position the pointer near the center of the
Category field and drag down.

You should see an exact duplicate of the Category field move down the
screen, leaving the original Category field in place.

Dragging the field while you hold down the Option key creates an exact
duplicate of the field. Dragging the field while you hold down the Shift key
restricts your movement of the field to either straight up and down or
straight left and right. Dragging the field while you hold down both keys
produces both effects simultaneously. (Both of these shortcuts also work
for buttons.)

Now all you need to do is change the name, and you’ll have a new field with
the same size and other characteristics as the Category field.

2. Double-click the new field to see its Field Info dialog box, and name the field Artist.

Except for its name, numbers, and ID, the Artist field will have all the same
characteristics as the Category field.

3. Using the same shortcut, Option-Shift-drag the Artist field to create a third background field,
and name it Title.

4. Option-Shift-drag the Title field to create a fourth background field.
5. Enlarge the last field by dragging a corner until it's a few inches high.
6. Name the last field Notes and change its style to Scrolling.

Typing into the fields

Now that you've created all the fields for your stack, you're ready to type some
text into them. Type in information about your own records, tapes, or
compact discs.
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To type text into the fields, follow these steps:

1.

Press 3¢-B to return to the card layer.

You see the first and only card in the stack. Make sure there are no stripes
in the menu bar.

Choose the Browse fool.

Click inside the Category field and type the recording category.

Type “Rock,” “Jazz,” “Classical,
want to use. Don’t press Return.

Country,” or any other category you

Press the Tab key to move the inserfion point to the next field.
The insertion point appears in the Artist field.
Type the name of the artist featured on the recording.

Type the name as you would like it to be sorted alphabetically (a feature
you'll soon add). For example, “Johann Sebastian Bach” should be entered
as “Bach, Johann Sebastian.”

Press the Tab key to move fo the Title field; then type the title of the recording.

Press the Tab key to move to the Notes field and type the names of songs or any other
information you want to keep about the recording.

Adding more cards fo the stack
Now add at least two more cards to the stack. Follow these steps:

1.

O

Choose New Card from the Edit menu (or press 3&-N).

Disappearing fields:If a field disappears when you create a new card, you
probably placed the field in the card layer rather than the background layer.
To move a field from the card layer to the background: Click the field with
the Field tool to select it; then preisX to cut the field, pres$-B to go

to the background, and preisshift-V to paste the field into the

background with its text intact]

Type information about another recording info the fields on the new card.
Repeat steps 1 and 2 to add as many cards as you want to your stack.

Make sure you have at least three cards before you go on to the next
exercise.
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Buttons for Traveling
In this section, you'll create two buttons that move forward and backward
between cards in your stack.

(reating Next and Previous buttons

To make the Next and Previous buttons, you'll use the same steps you followed
when you made the Home button:

1. Press 38-B to work in the background.
Stripes appear in the menu bar.
2. Choose the Button tool.
3. 3&-drag fo create two new transparent buttons.
Make each new button about the same size as the Home button.
4. Position the two new buttons side-by-side, to the right of the Home button.
Drag each button by its center to move it.
Customizing the button on the right
Make the button on the right into a Next button:
1. With the Button tool still selected, double-click the button on the right.
The Button Info dialog box appears.
2. Name the button Next.
3. (Click lcon to see the available icons.
p L& 4. Choose any icon that points to the right.
ED You can choose any size arrow or pointing finger. Click the one you want.
5. Click OK.

The dialog boxes disappear. You should see the icon you chose on
the button.

Chapter 3: A Taste of HyperTalk 3-19



3-20

Customizing the button on the left
Make the button on the left a Previous button:

1.

With the Button tool sfill selected, double-click the button on the left.
The Button Info dialog box appears.

Name the button Previous.

Click lcon to see the available icons.

Choose an icon that points to the left.

Use the same kind of arrow or pointing finger that you chose for the first
button, but pointing the opposite way.

Click OK.

The two buttons now have matching icons pointing away from each other.

Writing the scripts

You want the Next button (the button on the right) to take you to the next card
in the stack, and you want the Previous button (the button on the left) to take
you to the previous card. Follow these steps to put your instructions into the
buttons’ scripts:

1.

With the Button tool sfill selected, double-click the Next button.
The Button Info dialog box appears.

Click the Script button.

The script editor appears.

Type go to next card.

The completed script should look like this:

on mouseUp
go to next card
end mouseUp

Press Enter.

The script editor disappears.
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Now repeat the steps for the Previous button using a slightly different
instruction:
1. Double-click the Previous button fo see its Info dialog box.
2. (Click Script.
3. Type go to previous card.
The script should look like this:

on mouseUp
go to previous card
end mouseUp

4. Press Enter.

You have completed the scripts for both buttons. Now try them out:

1. Press 38-B to return to the card layer.
2. Choose the Browse tool and click the Next button.
You should go to the next card in the stack.

[0 Disappearing buttonsif a button disappears when you go from one card
to another, you probably placed the button in the card layer rather than the
background layer. To move a button from the card layer to the background:
Click the button with the Button tool to select it; then p88sX to cut the
button, pres$t-B to go to the background, and pré&s/ to paste the
button in the background. Return to the card layer when you're finished.

3. Click the Previous button.
You should go to the previous card.

You can use the Next and Previous buttons to move through all the cards in the
Collection stack. (Cards in a stack are arranged in a circle, so the first card is
the next one after the last card.)

Moving to adjacent cards isn’t the only possibility, of course; you can create
other buttons to take you to any card of any stack you want by specifying in a
script where you want to go.
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Adding visual effects

Visual effects make the movement from one card to another more obvious and
interesting. In this section, you'll learn two ways to add visual effects to
buttons.

Adding a visual effect to the Next button

First you'll use a dialog box to add a visual effect to the Next button. Follow
these steps:

1. Choose the Button tool and double-click the Next button.
The Button Info dialog box appears.

2. (lick the Effect button.
The Effect dialog box appears.

Uisual Effect
Effect for bkgnd button id 6:
barn door open Speed:
barn door close ) Fast
checkerboard @ Normal
dissolue ) Slow
iris open ) Dery Slow
iris close
push left
push rignt
push up
push down Cancel

You use this dialog box to choose which visual effect you want to display,
as well as how fast you want the effect to take place. The scrolling field
contains an alphabetical list of all the visual effects you can choose; the
buttons to the right list the available speeds.

3. Select “push left” from the list of visual effects.

The phraseisual effect push left appears at the top of the
dialog box.
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4. (lick the Fast button to select it.
The line at the top of the dialog box should now say

visual effect push left fast

5. Click OK to close the dialog box.
6. Click the Next button with the Browse tool.

Watch the screen to see how the visual effect works: The next card appears
to slide in from the right, pushing the current card off the screen.

Actually, you have addedvisual effect command to the script for the
Next button. You can see for yourself by opening the button’s script. It should
look like this:

on mouseUp

visual effect push left fast
go to next card

end mouseUp

Press Enter when you finish looking at the script to put the script editor away.

Adding a visual effect fo the Previous button

Using the Effect dialog box is one way of adding a visual effect to a script.
Another way is to type the command yourself:

1. Choose the Button tool and double-click the Previous button.
The Button Info dialog box appears.
2. (Click Script.
The script editor appears showing the button’s script.
3. Click before go to set the insertion point.
Now you're ready to type the statement that creates a visual effect.
4. Type visual effect push right fast and press Return.
The script should now look like this:

on mouseUp

visual effect push right fast
go to next card

end mouseUp
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5. Press Enter.
The script editor disappears.
6. Choose the Browse tool and click the Previous button.

0 Pushing backwardsNotice that you uspush left for the right arrow
andpush right for the left arrow to simulate page turning.

The syntax of the visual command

All languages—for people and computers—have rulagofax Syntax is the

way in which words are combined to form meaningful statements. For
example, in English the statement “Go to the store” makes sense because it
follows the rules of English syntax. However, the statement “The go store to”
doesn’'t make sense because it doesn’t use proper English syntax.

HyperTalk syntax is much like English syntax, which makes HyperTalk an
easy language for English speakers to use. It's not always true, however, that a
statement that makes sense in English will make sense in HyperTalk. For
example, HyperCard wouldn’t know what to make of this:

visual effect slow dissolve to black

As far as HyperCard is concerned, the command makes no sense because the
words are in the wrong order. (The correct ordésusleffectdissolve
slow to black .) You would see a “Can’t understand” dialog box:

Can't understand arguments of "visual”.

Clicking Script in a “Can’t understand” dialog box opens the script editor and
places the insertion point at the beginning of the statement HyperCard can't
understand. You can then correct any errors in syntax or spelling and try your
script again.
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The syntax of a HyperTalk statement describes the general underlying structure
that a statement must follow. In order for HyperCard to understand a statement,
the statement must contain the correct elements in the correct order. Certain
conventions are used everywhere in the HyperCard world to show the syntax
of HyperTalk statements. For example, here’s the syntax of the visual

command:
visual[ effect | effectName [ speed][to image ]
In the exercises in this book, syntax eleméntss kind of type are

entered exactly as they appear.

Elementdn italics are placeholders. In an actual statement, you would replace
effectName  with the name of an actual visual effect, suchoas out

Syntax elements enclosed within bracKets are optional. You don't include
the brackets in an actual command. There are other syntax symbols; you'll see
them as you go along.

Knowing a command’s syntax is as important as knowing what it does.
Luckily, you don’t have to memorize syntax. THgperCard Quick Reference
Guidelists the syntax of every HyperTalk command, and the HyperTalk
Reference stack describes the syntax of each command in detail.

Skimming cards

In this section, you'll modify the scripts for the Next and Previous buttons so
that you can quickly skim through a number of cards by holding down the
mouse button.

Modifying the Next button’s script

First modify the script for the Next button. You'll use a shortcut for seeing a
button’s script.

1. Choose the Browse tool and then hold down the 38 and Option keys.

Pressing these two keys lets you see the outline of all buttons on the card.
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2. While holding down € and Option, click the Next button.

The script editor appears showing the button’s script. Release the keys after
the script editor appears.

You use thé8-Option-click shortcut to go directly to a button’s script
without switching to the Button tool first—a handy feature when you're
doing a lot of scripting.

0 Editing background scripts from the car&ven though you had to switch
to the background when you created this button, you don’t have to switch
to the background to change its script.

3. Select mouseUp in the first line of the script.
Drag across the word to select it, or double-click the word.

4. Type mousesStillDown

You're changing the handler fronm@useUp handler to a
mouseStilDown  handler. ThenouseUp message is sent only
once—when the mouse button is released maseStillDown message
is sent continuously as long as the mouse button is held down.

5. Change mouseUp in the last line to mouseStillDown
The script for the Next button should now look like this:

on mouseSitillDown
visual effect push left fast
go to next card

end mouseStillDown

In English, the script says, “As long as the mouse button is pressed, display
a visual effect and go to the next card.”

6. Press Enter.

Now see how the Next button behaves.
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7. (Click the Next button—Dbeing sure to release the mouse button immediately.
You go to the next card, just as you did before.

8. Press the Next button, this time holding it down for several seconds.
You skim through a number of cards.

As long as you hold down the mouse button, HyperCard repeatedly sends
mouseStillDown  messages to the button. The handler starting with

on mouseStillDown executes again and again until you release the
mouse button.

Modifying the Previous button’s script

Now you'll modify the Previous button. This time you'll use one of the
commands in the Script menu.

1. 38-Option-click the Previous button.
The script for the Previous button appears.
2. (Choose Replace from the Script menu.

The Replace dialog box appears. You can use this dialog box to find and
replace text within a script. In this case, you're going to replace all
instances of the wondlouseUp with the wordmouseStillDown
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3. In the box labeled “Find,” type mouseUp (don't press Return).

4. Inthe box labeled “Replace with,” type mouseStilDown  (again, don't press Return).

Find:
|mouseUp |

Replace with:

|mouseStiIIDou.ln |

O Whole Word  [] Case Sensitive
@ Partial Word [JWraparound Search

| Repiace || [Repiace Alt| [ Find ][ cancel |

5. Click Replace All.

HyperCard replaces all instancesaliseUp in the script with
mouseSitillDown

The script should now look like this:

on mouseStillDown

visual effect push right fast
go to previous card

end mouseStillDown

6. Press Enter.

You can now use the Previous button to skim backward through the cards in
your stack.
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Adding graphics
If you'd like to give your stack a distinctive look, you can take some time now
to design graphics for the background. Well-designed graphics can make your
stack easier to use and visually more appealing.

You can create graphics with the Paint tools (described in Chapter 8), or you
can copy clip art from the Art Bits stack. You may also want to change the fonts
in the background fields or the position of the fields and buttons. (You'll be
adding more buttons to the background later, so be sure to leave space

for them.)

Paint |
tools

You can leave your stack as it is, copy one of the designs suggested in the next
figure, or have fun creating a design of your own. When you’re satisfied with
the way your stack looks, you can go on with this tutorial.

RNG|0] /=

RECORDS™—
[ )
Rock

No Sisters
Sound Advice

. Arieso 337

. Tocatta and Fugue in D Minor 810
. Afrena ‘G String 315
- Jesu, Joy of Man's Desiring 3:27
W5 Sinforiain G No. 10 6:09
Frelude and Fugue in € Major 3:43
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Fields and Other Containers

A containeris a place in the computer's memory where you can put a value,
such as a number or some text. You can also get values out of containers to use
elsewhere as needed.

In this section, you'll learn about three different kinds of containers: the
Message box, fields, and variables. You'll also learn how handlers can work
with values in containers. You'll add some more features to your Collection
stack, and you'll increase your vocabulary of HyperTalk commands.

Putting values into containers

You use theut command to put a value into a container. In the first exercise,
you'll practice using theut command to put values into the Message box.
Later in this chapter, you'll use tpet command in scripts.

Putting values into the Message box
First open the Message box:

1. Press 38-M to open the Message box.

The vertical bar that marks the insertion point blinks inside the Message
box, ready for you to type.

If for any reason you previously typed something into the box, the earlier
entry will still be there. When you start typing, whatever you type will
replace the old text.

2. Type put "Hello" into the message box and press Return.
The word Hello appears in the Message box.

Theput command does what you would expect—it puts a value where
you want it to go. In its most basic form, the syntax optihhe command is

put  expression [into container |
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The placeholdegxpression is a word or phrase that specifies a value.
For example, the expressipr 2  specifies the valué .

The placeholdetontainer ~ can be a button, a field, a variable, or the
Message box. If you don’t specify a container, the value is put into the
Message box.

0 The insertion point is not necessawfter you press Return, you can start
typing a new message into the Message box right away, even though you
can't see the blinking vertical bar. Whatever you type will replace the
old text. [

3. Typeput2+2 and press Return.

The numben appears in the Message box.

Including quotation marks around text characters tells HyperTalk to
interpret literally whatever is inside. It treats whatever is inside the
quotation marks as a string of text characters.

If you don’t include quotation marks, HyperTalk evaluates the
expression—that is, it replaces the expression with the value of the
expression. For example, it replages2  with 4 .

4. Type put "It is now" && the time and press Return.

A text string giving the current time appears in the Message box, for
example:

Itis now 12:00 PM

The double ampersan&d) joins two pieces of text together with a space
in between. In this case, it joil now with the current system time.

If you wanted to join two pieces of text together without a space, you would
use a single ampersand.

5. Click the close box in the upper-left corner (or press 38-M) to close the Message box.

Now that you've seen how tipet command works, you'll use it in a script.

Chapter 3: A Taste of HyperTalk 3-31



Fields as containers

Fields are objects. They can receive and send messages and have scripts. Fields
are also containers that can hold text and numbers.

Earlier in this chapter, you put text into fields by typing in the fields. In this
section, you'll write a script that puts text into a field.

First you need to create a background field named Label. This field will display
the number of each card in your stack, so you can easily tell where you are in
the stack.

(reating the Label field

To create the field, follow these steps:

1. Press 38-B to work in the background.
Stripes appear in the menu bar.
2. Choose the Field tool.
3. 38-drag to create a field one line high and about half an inch long.

Move the field to any available space in the background by dragging
its center.

4. Double-click the field fo see its Info dialog hox.
5. Name the field Label and set the field's characteristics.

Choose Rectangle in the pop-up Style menu for the field's style. Choose
any text style you'd like.

6. Click OK.

Writing a script for the stack

You could label all cards in your stack by going to each one and typing its
number into the Label field. But you can also write a script telling HyperCard
to do it for you. The field should contain a text string with two pieces: the word
“Card” and the number of the current card.
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To write the script, follow these steps:

1. Choose Stack Info from the Objects menu.
The Info dialog box for the stack appears.
2. (Click the Script button.

The script editor for the stack appears. The line at the top of the script editor
(that is, the window'’s title) identifies it as the stack script.

3. Type the following script:

on openCard

put"Card" &&the number of this card into background field
"Label"
end openCard

In English, the script says, “When a card opens, put the word ‘card’ and the
number of the card into the background field named Label.”

4. Press Enter.
5. Press 38-B to return to the card layer.

To test your script, choose the Browse tool, then click the Next button several
times. Each time you go to another card, you should see the word Card in the
Label field followed by the number of the current card.

O If something else happene@heck the script for spelling errors and make
sure thepenCard handler is in the stack script. Also make sure that the
Label field is in the background, and that its name matches the name you
used in your script[]

How the script works

Just as HyperCard sends the system messageUp every time you click

the mouse button, it sends the messmgeCard every time you go to a
different card in the stack. When you open any card in the Collection stack, the
openCard message handler executes and puts the number of the current card
into the Label field. Because thgenCard handler is in the script for the

stack, it affects every card in the stack—not just a particular card.
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The advantage of using a script to label cards is that you won’t have to worry
about labeling the cards yourself, even if you add or delete cards. HyperCard
will take care of it for you.

0 Dealing with long statementsfhe script editor doesn’t wrap long lines

(although it does let you scroll to see text that extends beyond the window).
In order to fit a long statement into the script editor window, you must
manually break the statement into more than one line. You do this by
pressing Option-Return at the end of a line. This inserts a “soft” return
character (=) into your script. Although the statement appears on more than
one line, HyperCard treats it as a single statement. Ordinarily, a HyperCard
statement must be on a single line ending with a carriage réturn.

Creating a pop-up field
Now it's time to give yourself a pat on the back; you'll create a field that
displays the credits for your stack. You'll also create a button that makes the

field appear, and you'll write a script that makes the field disappear when you
click it.

(reating the Credits field

You can start from any card in the Collection stack. Create the field by
following these steps:

1.
2.

Press 38-B to work in the background.
(reate a new field.

Use any method you want. Make the field about two inches long and an
inch high. It's okay if the field covers other fields or buttons.

Double-click the field to see its Info dialog box.
Name the field “Credits.”
Click Shared Text.

As you learned in Chapter 2, background fields with shared text contain the
same text on every card.
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6. Set the field's style to Shadow.
7. Choose a fext style for the field (or use the default text style, 12-point Geneva Plain).
8. Click OK.

Now you'll type your message into the field. Because it's a background
field with shared text, the message you type will appear on every card in
the stack.

9. Choose the Browse tool.

10. Click inside the Credits field to set the insertion point; then type the credits for your stack.

CATEGDRY

|C1ass1ca1 ‘ RECORD

ARTIST COLLECTION
[Bach, 15 |
TITLE

[Best of et | [ sk i i Credit field
¥
NOTES

1. Arioso 3:37

2. Tecatta and Fugue in D Miner 8:10
3. Air ona ‘G’ String 3:15

4. Jesw, Joy of Man's Desiring 2:27

5. Sinfoniain G No. 10 6:09

&. Prelude and Fugue in C Majer 3:45

& 4P

Creating an About button

Next you'll create a button that makes the Credits field appear. Make sure
you're still working in the background, and follow these steps:

1. Choose the Button tool and create a new button about half an inch square.
Drag the button to any available space in the background.
2. Name the button “About.”
3. Select Auto Hilite.
4. Select a cartoon balloon icon from the Icon dialog box.
A cartoon balloon icon identifies an “About this stack” button.
5. Click OK.

6. Size the button around the balloon icon.
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Now you’ll write the script for the About button:

1. 38-Option-click the About button.
The script editor appears.
2. Type show bg field "Credits"
The completed script should look like this:

on mouseUp
show bg field "Credits"
end mouseUp

The letterdg are an abbreviation for the wasackground

3. Press Enter.

You must useard or cd in front offield  to specify a card field. If you
leave oticard, HyperCard assumes you mean a background field.
Conversely, you must useckground, bkgnd , orbg in front ofbutton  to

specify a background button. Otherwise, HyperCard assumes you mean a card
button. To avoid confusion, it's a good idea to alwayscase or
background (or a suitable abbreviation) when referring to fields and buttons.

Writing a script for the Credits field

Next you'll write a script that makes the Credits field disappear when you
click it.

1. Choose the Field tool and double-click the Credits field to see its Info dialog box.
2. Click Script.

The script editor for the Credits field appears.
3. Type the following script:

on mouseDown
hide me
end mouseDown

mouseDown is a system message that's sent as soon as the mouse button
is pressed.

The HyperTalk wordne refers to the object in whose script the word
appears. In this caseg refers to the Credits field.
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4. Press Enter.

Trying out the scripts
Now see how the About button and Credits field work:
1. Press 38-B to return to the card layer.
2. (Choose the Browse tool and dlick the Credits field.
The field disappears.
3. (Click the About button.
The Credits field reappears.

O If something else happeneake sure the script for the About button is
spelled correctly. Also make sure that the name of the Credits field is
spelled correctly. If the Credits field still won't appear when it's supposed
to, open the Message box and tgpew last bg field. The last
background field that you created—the Credits field—appears. Then check
the spelling ofCredits  in the Field Info dialog box[]

4. (Click the Credits field to make it disappear.

How the scripts work

When you click the About button, tieuseUp handler in the button’s script
executes. The statemehbw bg field "Credits" makes the Credits
field visible.

When you press the mouse button down on the Credits fielohotlkeDown
handler in the field’s script executes. The staternidatme makes the
Credits field disappear.

You can send messages to a field by clicking it, only if the field is locked or is
a background field with shared text. Otherwise, clicking the field merely places
the insertion point inside the field.

Chapter 3: A Taste of HyperTalk 3-37



Variables

3-38

You can use théde command to make certain elements invisible, including:

a field, a button, a window (such as the Message box), the menu bar, the title
bar, the background picture (graphics in the background), or the card picture
(graphics on the card that aren’t in the background)sfdee command does

just the opposite; you usBow to reveal hidden elements.

Creating a Sort button

A variableis a named invisible container that can have any value you choose
to put into it. You can never see a variable; but you can know, set, and change
its contents. In this section, you'll create a button that uses a variable in
its script.
In this exercise, you'll create a button that sorts all the cards in your stack
alphabetically. When a user clicks the Sort button, a dialog box will appear that
asks the question “Sort by what?” and presents three possible replies: Category,
Title, or Artist. When the user chooses, HyperCard will sort the cards in the
stack according to the contents of the chosen field.
Follow these steps to create the Sort button:
1. Press 38-B to work in the background.
2. (Choose New Button from the Objects menu.
A new button appears. When you choose the New Button command, you
automatically switch to the Button tool, and the new button is automatically
selected.
3. Drag the button to any available space in the background.
4. Nome the button “Sort.”
5. Select Auto Hilite.
The Show Name option is already checked. You'll show the name of this
button rather than assign an icon to it.
6. Click Script to see the script editor.
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7. Type the following script:

on mouseUp

answer "Sort by what?" with "Category" or "Title" or
"Artist"

put It into sortReply

sort by background field sortReply
end mouseUp

8. Press Enter.

Now try the Sort button to see how it works:

1. Press 38-B to return to the card layer.
2. (Choose the Browse tool and click the Sort button.

A dialog box appears:

Sort by what?

(category | [ mitte ] [ Artist ||

3. (Click Arfist.

HyperCard reorders the cards in the stack alphabetically according to the
contents of the Artist field. Browse through your stack with the arrow
buttons to see that the names of the artists are in alphabetical order.

If you would rather sort your cards by category or title, you can use the Sort
button to do that, too.

How the script works

Theanswer command asks the user of your stack a question, and presents up
to three possible replies in the form of buttons in a dialog box. In this case, it
asks the questiosort by what? and presents three possible replies:

Category, Title, andArtist. Theanswer command always highlights

the last reply, so it's a good idea to list the safest or “most correct” answer last.
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When someone clicks a reply in the dialog box, that reply is put into a special
HyperTalk variable named . For example, when you clicitist, the
valueArtist is putinto it .

The next statement in the scriptt it into  sortReply , puts the contents

of it into another variable, which you've namedtReply . The names of
variables can be almost anything you choose, but it's a good idea to name them
something that describes what's contained in them.

If you clickedartist , the variableortReply ~ would then contain the value
Artist . Therefore, the statement

sort by background field sortReply
is evaluated as
sort by background field Artist

and HyperCard sorts all the cards in your stack according to the contents of the
Artist field.

0 Local versus global:The variables discussed herelaal variables that
is, they and their values exist only within the handler in which they’re
created. As soon as the handler ends, they go out of existence. HyperCard
also hagjlobal variables whose values are available to all handlers
everywhere. You declare a variable to be a global variable by using the
global  keyword. For more information about global variables and the
global  keyword, see the HyperTalk Reference stackemtyperCard
Script Language Guidell

Putting comments into the handler

The following version of the handler for the Sort button shows comments that
describe the action of the handler’'s statemésamentsare text lines typed

into a script that are not part of the instructions. In HyperTalk, a comment must
be preceded by two hyphens (--); the double hyphens indicate to HyperCard

that the text following is a comment and should be ignored.
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You don’t have to type these comments into your script; they are shown only
as an example.

-- This button sorts the stack according to a field chosen
by the user
on mouseUp

answer "Sort by what?" with "Category" or "Title" or
"Artist"

-- The user's response is now in the variable it

put it into sortReply -- Response is now in sortReply

sort by background field sortReply -- Sorts the stack
end mouseUp

As you see, comments can appear either at the beginning of a line or following
a statement.

Although HyperCard ignores comments, other people writing scripts generally
appreciate them. Adding comments to your scripts is an excellent way to
document what they do. Comments not only help other scripters understand
what you've done, but also help you remember when you look at old scripts
long after you wrote them.

Scripts That Make Decisions

In this section, you'll learn how to control which statements are executed in a
handler, as well as the order in which they're executed. You'll create some
buttons for your Collection stack and write scripts that use the HyperTalk
wordsif  andrepeat

If structures

In English, we use the word “if” to talk about an action that depends on a
certain condition. For example, we might say “If I'm hungry, then I'll eat
dinner.” If the condition “I'm hungry” is true, then the action “I'll eat dinner”
will be performed.

In HyperTalk, the wordt  is used in much the same wiy. andthen are
HyperTalk keywords that work together in arrangements dalledtructures.
You usef  structures to test conditions and to specify different actions,
depending on the results.
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There are several varietiesifof structures; the most basic version is

if conditon then
action
end if

The placeholdercondition ~ stands for the thing being tested. It's an

expression that HyperCard can evaluate as either true or false. The placeholder
actionstands for the instruction lines that follow if the condition is true. The

last line,endif , signals the end of the structure.

Here’s how the English example would look if it could be written in
HyperTalk:

if 'm hungry then
I'l eat dinner
end if

In English, the word “then” is often implied; in HyperTalk, you must always
include it.

Creating a Quit button

In this exercise, you'll create a button that use$ arstructure in its script.

When a user clicks the button, a dialog box will appear asking the user whether
he or she wants to quit HyperCard. The dialog box will display two options:
OK and Cancel. If the user clicks OK, he or she quits HyperCard. If the user
clicks Cancel, the dialog box disappears and nothing else happens.

Follow these steps to create the Quit button:

1. Press 38-B to work in the background.

2. Choose New Button from the Objects menu and move the new button to any available space
in the background.

3. Name the button “Quit.”
4. Select Auto Hilite.
5. Click Script to see the script editor.
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6. Type the following script:

on mouseUp
answer "Quit HyperCard?" with "OK" or "Cancel"
if it is "OK" then
doMenu "Quit HyperCard"
end if
end mouseUp

The contents of thié  structure are automatically indented. The
statements beginning with andendif ~ should always line up. If they
don't line up, you may have misspelled a word or left something out.

7. Press Enter.

Trying out the Quit button

Now try the Quit button to see how it works:
1. Press $8-B fo return to the card layer.

2. Choose the Browse tool and click the Quit button.

This dialog box appears:

Quit HyperCard?

( 0K ] I cancel ||

3. Click Cancel.
The text stringcancel is put into the variablie .

Because the conditidtis"OK" is not true, HyperCard doesn’t execute
the action specified within thie  structure. The dialog box disappears,
and nothing else happens. Now you have to test what happens if the
condition is true.

4. (lick the Quit button again.

The dialog box appears again.
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5. Click OK.
The text stringdK goes into the variable .

The conditioritis "OK" is true, so HyperCard executes the statement
within theif  structure—and you quit HyperCard.

You use theloMenu command to execute any of the HyperCard menu
commands from within a script. In this case, it executed the Quit HyperCard
command. (Be sure to put quotes around the name of the menu command when
you usedoMenu .)

To continue with this chapter, you must start up HyperCard again and return to
the Collection stack.

Adding an action

Anif  structure can specify not only an action to be taken when a condition is
true, but also an alternative action to be taken when the condition is false. An
if structure of this type has the general form

if condition then
action
else
anotherAction
end if

The placeholdesanotherAction  stands for an alternative instruction line or
lines. An example in English might be something like this: “If I'm hungry, then
I'll eat dinner; otherwise [else] I'll go to the movies.” Here’s how it would look
if it could be written in HyperTalk:

if 'm hungry then

Il eat dinner
else

I'l go to the movies
end if
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Modifying the Quit button’s script

In this exercise, you'll add two statements to the script for the Quit button.
You'll add anelse  statement and a statement that specifies an alternative
action for when a user clicks Cancel.

1. Open the script for the Quit button.
2. (lick beforeendif to position the insertion point at the beginning of the next-to-last line.
3. Type the following lines (pressing Return after each line):

else
answer "Glad you reconsidered." with "No problem"

The lines automatically indent. When you press Return for the final time,
end mouseUp should line up at the left-most margin.

Here’s the completed script (the two new statements are shown in
boldface type):

on mouseUp
answer "Quit HyperCard?" with "OK" or "Cancel"
if it is "OK" then
doMenu "Quit HyperCard"
else
answer "Glad you reconsidered” with "No problem"
end if
end mouseUp

4. Press Enfer.
5. Try the Quit button.

When you click the Quit button with the Browse tool, you get the dialog
box just as before. Clicking Cancel (the choice representedeby)

makes another dialog box appear with a friendly comment and reply
button—ijust for fun. (No further instructions are specified for the “No
problem” button.)
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Decisions within decisions

It's possible to specify more than two separate actions by niéstistructures
inside otheif  structures. Here’s how an English example might look if it
could be written in HyperTalk:

if 'm hungry then
if there's some food in the house then
I'l cook
else
I'l order a pizza
else
if there's a good movie at the theater then
I'l go to the movies
else
I'l watch television
end if

You can experiment with this option on your own, after you finish this chapter.

Repeat structures

Therepeat  keyword tells HyperCard to perform a command or series of
commands over and over again. Suppose you wanted to create a sequence in
which your stack moved through a series of five cards, with a one-second pause
between cards. You could write the instructions this way:

wait 1 second
go to next card
wait 1 second
go to next card
wait 1 second
go to next card
wait 1 second
go to next card
wait 1 second
go to next card

Or you could write aepeat structure, like this:
repeat 5 times
wait 1 second

go to next card
end repeat
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Arepeat  structure makes HyperCard go around in a “loop,” repeating steps
until a particular endpoint occurs. Being able torageat  structures saves
you from having to retype statements.

Arepeat  structure comes in several varieties. The first linerepeat
structure can have any of these general forms:

repeat [for] number [times]

repeat with variable = startingValue to endingValue
repeat with variable = startingValue down to endingValue
repeat until condition

repeat while condition

repeat [forever]

The statement or list of statements that you want to have repeated can follow
any of these first lines. You must incluelel repeat  to indicate the end of
the list.

In this section, you'll create a button that usespeat  structure to generate
an index of your stack. Each index entry will include the name of the recording
artist and the title of the record.

Aaron, Ann  Saddest Hitz
s " RECORD
b fold —— (- =x2 0 e=cees B SRR
ach, I randenturg Concertos

Bach, IS, ¥iolin Concerto in & Minor M
Besethoven  Sympheny Nurmber &
Beethoven  Symphony Mumber 9
Cotter, Sean  Born to he Blue
Danny and the Donuts Hole Lotta Love
Dean, Claire  Hot Water Suite
Hills and Gossard  Big Production
Holst, Gustay  The Planets
Knabe, Kevin  Live from Carnagie Hall o -Sﬂl’t
Mozart  Piane Concertos 13 & 14 -
Mozart  Symphony Number 41
Mo Sisters  Sound Advice 4 b

Later in this chapter, you'll write a script that lets you go to a card by simply
clicking an index entry.
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(reating the Index card

First you need to add a new card to your stack. Make sure you're looking at the
Collection stack, and follow these steps:

1. Choose New Card from the Edit menu (or press 38-N).
A new card appears.
2. Choose Card Info from the Objects menu.

The Card Info dialog box appears:

Card Info

Card Name: H

Card number: 1 out of 9
Card 10: 2900

Contains 0 card fields.
Contains 0 card buttons.

[ card Marked
[J Don't Search Card

[]can't Delete Card

3. Name the card “Index.”

4. (lick OK.

(reating the Entries field

Now you’'ll add a field to the Index card to display the list of index entries.
Make sure you aren't in the background, and follow these steps:

1. Choose the Field fool.
2. 3-drag to create a large field (like the scrolling field in the figure).

Make the field large enough to include the Category, Artist, Title, and
Notes fields.

3. Double-click the field fo see its Info dialog hox.

Notice that the field is a card field, not a background field. The field
appears only on this card.
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4. Nome the field “Entries.”

5. Set the field's style to Scrolling.
6. Click OK.

(reating the Index button
Now you'll create the button that automatically generates the index.

1.

Press 38-B to work in the background.

You want the Index button to appear on every card in your stack, so make
sure you see stripes in the menu bar.

Choose New Button from the Objects menu and move the new button to any available space
in the background.

Name the button “Index.”

Select Auto Hilite.

Writing a script that goes through all the cards

You'll write the script for the Index button in several stages. First you'll use a
repeat  structure to go through all the cards in the Collection stack.

Follow these steps:

1.

Click Script in the Index button’s Info dialog box.

The script editor for the Index button appears.

. Type the following script:

on mouseUp
repeat with countVar = 1 to the number of cards
go to card countVar
end repeat
end mouseUp

The contents of mpeat  structure are automatically indented. The
repeat andendrepeat  statements should always line up.
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3. Press Enfer.
4. Return to the card layer and dlick the Index button with the Browse tool to fest it.

HyperCard goes to the first card in the stack, then to the second, then to the
third, and so on—until it reaches the last card in the stack.

How the script works

The handler usesrepeat  structure to go through all the cards in the stack.
Therepeat  statement uses thepeat with form, which has this syntax:

repeat with variable = startingNumber  to  endingNumber

In this case, you've named the variatdentvar . The starting number is 1
and the ending number is the number of cards in the stack.

The first time through the loopeuntvar ~ equals 1. Therefore, HyperCard
evaluates the statement

go to card countVar
as

gotocard 1

The next time through the lopguntvar ~ equals 2, so HyperCard goes to

card 2 of the stack. The process continues and HyperCard goes to card 3, and
4, and so on—untidountvar equals the number of cards in your stack. At that
point, the loop finishes and the handler moves on to the next statement, which
is end mouseUp .

Adding statements that generate the index

Now you'll add statements to the script that put information into the index. As
you go to each card, you'll put the contents of the Artist and Title fields into a
variable. Each time the handler goes to another card, it will put the entry for
that card after what is already in the variable. In this way, the variable will
accumulate all of the index entries. Finally, the handler will put the contents of
the variable into the Entries field.
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Follow these steps:

1. Open the script for the Index button.
2. Insert the statements shown in bold in the following script:

on mouseUp
put empty into indexVar
repeat with countVar = 1 to the number of cards
go to card countVar
put bg field "Artist" & " " & bg field "Title" & Return
after indexVar
end repeat
go to card "Index"
put indexVar into card field "Entries"
end mouseUp

Make sure everything is spelled correctly and that the statements are in the
right order.

3. Press Enter.
4. Try out the Index button.

You go to the first card in the stack, then the second, and so on until you
reach the end of the stack. Then you go back to the Index card, where a list
of recordings appears inside the Entries field.

0 If something else happene@heck your spelling and try the script again.
Make sure that the names of the Index card and Entries field are spelled
correctly and match the names you used in your sdript.

Each index entry consists of the contents of the Atrtist field, followed by several
spaces and the contents of the Title field.

Because you put a Return character at the end of each entry, all the entries
begin on new lines. Some entries may take up more than one line. Entries take
up more than one line if they are long and wrap onto a second line or if you
entered Return characters when you entered text into the Artist and Title fields.
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Some aesthetic and efficiency touches

The index includes an entry for every card in your stack—including the Index
card itself. Because the Index card has nothing in its Artist and Title fields, the
entry for the Index card is a blank line. If you have any blank cards in your
Collection stack, they also appear as blank lines in the index.

Now you'll add arif  structure to the script that checks each card to see if
something has been typed into the Artist field. If the Artist field is blank, the
index won't include that card.

You'll also add dock screen command at the beginning of the handler to
freeze the screen while HyperCard goes from card to card “behind the scenes.”
This will be less distracting than having to watch all those cards flashing by,
and it will take considerably less time to generate the index.

Follow these steps:

1. Open the script for the Index button.
2. Type the statements shown in bold in the following script:

on mouseUp
lock screen
put empty into indexVar
repeat with countVar = 1 to the number of cards
go to card countVar
if bg field "Artist" is not empty then
put bg field "Artist" & " " & bg field "Title" &
Return after indexVar
end if
end repeat
go to card "Index"
put indexVar into card field "Entries"
unlock screen
end mouseUp

Theput statement should indent and ithe statement should line up with
theendif  statement.

3. Press Enter.

Chapter 3: A Taste of HyperTalk



4. Try the Index button.

After a pause, the Index card appears with the list of recordings in the
Entries field. The list should contain only cards for which you typed
something into the Artist field.

As you probably guessed, thekscreen command locks the screen. When
you lock the screen, the screen image won't change until eitheloain

screen command is executed or all handlers have finished executing. Because
HyperCard doesn’t have to redraw the screen every time the script goes to
another card in your stack, it can compile the index more quickly.

Adding a keyboard shortcut

Every time you click the Index button, HyperCard recompiles the index for
your stack. This process can be time-consuming, especially if your stack
contains many cards. Now you’'ll modify the Index button’s script so that by
holding down the Option key as you click the button, you go directly to the
Index card, without compiling the index.

Follow these steps:

1. Open the script for the Index button and insert the statements shown in bold in the
following script:

on mouseUp
if the optionKey is down then
go to card "Index"
else
lock screen
put empty into indexVar
repeat with countVar = 1 to the number of cards
go to card countVar
if bg field "Artist" is not empty then
put bg field "Artist" & " " & bg field "Title" &
Return after indexVar
end if
end repeat
go to card "Index"
put indexVar into card field "Entries"
unlock screen
end if
end mouseUp
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2. Press Enfer.
3. Go fo any card other than the Index card.
4. Option-click the Index button with the Browse tool.
You go directly to the Index card without recompiling the index.

When you click the Index button, HyperCard tests the condition
optionKey is down . If you are simultaneously pressing the Option key, you
go directly to the Index card. Otherwise, HyperCard compiles the index.

Sefting properties

Thepropertiesof a HyperCard object are characteristics of the object that you
can set. For example, every button has@ property that specifies the name
of the button, ailite property that specifies whether the button is
highlighted, docation property that specifies where the button appears on
the screen, and so on.

The characteristics of the overall HyperCard environment are cadibdl
properties For example, theserLevel  is a global property that determines
the current user level.

Usually, you set properties by choosing options in the object’s Info dialog box
or on the User Preferences card of the Home stack. You can also set properties
by using theset command.

The syntax of theet command is
set [the] property [of  object Jto  expression

The placeholdeproperty  is a HyperCard property. (A complete list of
properties appears in tiyperCard Script Language GuigéVhat the
expression  is depends on the property.
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Here are some examples of¢he  command with comments describing what
each command does:

set the hilite of bg button "Quit" to true — highlights the
"Quit" button

set the textFont of bg button "Quit" to "Times" — changes
font to "Times"

set the userLevel to 5 — sets user level to scripting

set the cursor to "watch" — changes the cursor to a
wristwatch

Now you'll add aset command to the script for the Index button.

Changing the cursor

When someone clicks the Index button, there’s a momentary delay while
HyperCard compiles the index for the stack. In this section, you'll write a
command that displays the busy cursor or “spinning beach ball” while the
index is being generated. By displaying the busy cursor, you let the user of your
stack know that HyperCard is still working even though the screen isn’t
changing.

Follow these steps:

1. Open the script for the Index button.
2. Insert the statement shown in bold in the following script:

on mouseUp
if the optionKey is down then
go to card "Index"
else
lock screen
put empty into indexVar
repeat with countVar = 1 to the number of cards
set the cursor to busy
go to card countVar
if bg field "Artist" is not empty then
put bg field "Artist’ &" " & bg field "Title" &
Return after indexVar
end if
end repeat
go to card "Index"
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put indexVar into card field "Entries"
unlock screen
end if
end mouseUp

3. Press Enfer.
4. Click the Index button with the Browse tool. (Don't hold down the Option key.)

The pointing finger (Browse tool) cursor changes to the busy cursor. The
cursor spins for a moment, the Index card appears, and the cursor changes
back to the Browse tool.

The global propertgursor ~ determines which cursor is displayed on the
screen. As soon as all handlers have finished executing, the cursor changes
back to the cursor for the current tool—in this case, the Browse tool.

O How the beach ball spinsTo make the busy cursor spin, teethe
cursor to busy command must be insidaepeat structure.[]

Using functions

HyperTalk contains both commands and functionsomamandsuch ago

orput ) carries out an action, whereafuactionreturns a value of some sort.
For examplethe time is a HyperCard function that returns the current time
set in your computer. You can use names of functions in commands to get
values without having to figure out how to write the formula as part of your
handler.

0 Creating your own functionstn addition to using the HyperTalk built-in
functions, you can make up functions of your own. For instructions on how
to write your own functions, see the HyperTalk Reference stack or the
HyperCard Script Language Guidél

Going from an index entry fo a card

In this exercise, you'll write a script for the Entries field. The script will use a
HyperTalk function nametheclickLine to determine which line a user has
clicked in the Entries field and, based on that information, find the appropriate
card. You'll write this script in stages to get a better idea of how it works.
You'll begin by writing a script that tells you which line of the Entries field has
been clicked.
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Go to the Index card (if you're not already there) and follow these steps:

1. Choose the Field tool.
2. Double-click the Entries field fo see its Info dialog box.
3. Click the Lock Text and Don't Search options to select them.

Selecting the Lock Text option locks the field so you can’t type in it. When
a field is locked, clicking the field with the Browse tool doesn’t place the
insertion point in the field; instead, it sendsauseUp message to

the field.

Selecting Don’t Search tells HyperCard not to search this field when you
execute &nd command. If you're searching for a particular record, you
would want to find the card for that record, not its index entry.

4. Click the Script button and type the following script for the Entries field:

on mouseUp
put the clickLine
end mouseUp

5. Press Enter fo close the script editor.
6. Try out the script by dlicking any index entry with the Browse tool.

A description of the line you clicked appears in the Message box. For
example, if you clicked the second line, the message would say:

line 2 of card field 1

O If something else happene@heck your spelling and try the script again.
Also make sure that the Entries field is lockéd.

Because the Entries field is locked, clicking the field sendsuseUp
message to the field, causing theuseUp handler in the field’s script to
execute.

The functiorthe clickLine returns a description of the line that you click
in a field. The statemeptit the clickLine puts that description into the
Message box.
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The script now knows which line you clicked. But what does that line contain?
You need a further modification to the script.

1.

Open the script for the Entries field and insert the boldface words in the following script:

on mouseUp
put  the value of the clickLine
end mouseUp

Press Enter to close the script editor.
Click an index entry with the Browse tool.

The contents of the line you clicked should appear in the Message box.

The functiorthe value of returns the value of any expression. In this case,
it returns a text string consisting of the contents of the line you clicked—that
is, the index entry for that line.

Now that your handler knows which recording you're interested in, the final
step is to find the right card. You'll use the HyperCiawtl command to
do that.

1.

Open the script for the Entries field, select put , and change it to find
The completed script should look like this:

on mouseUp
find the value of the clickLine
end mouseUp

Try out the script by clicking an index entry with the Browse tool.

If you went to the correct card, congratulations! You're doing great.

Thefind command tells HyperCard to search through the fields in the stack
for a specific string of text. In this case, it searches for the index entry that you
clicked. Because you selected the “Don’t Search” option for the Entries field,
it won't search the Entries field.

O

If something else happene@heck your spelling and try the script again.
Make sure that the Lock Text and Don’t Search options are selected in the
Entries field’s Info dialog box[]
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Handling Messages

All the scripts you've written so far contain only one message handler; but
scripts often contain more than one handler.

In this section, you'll write new handlers and explore the way messages travel
between objects. And you'll add another feature to your Collection stack—a
button that plays sounds when you click it.

How messages fravel

HyperCard can send system messages to a button, a field, or the current card.
For example, if you click a button, HyperCard sende@eUp message to

the button. If you click a locked field, HyperCard semdsseUp to the field.

If you click anywhere else on a card, HyperCard semtseUp directly to

the card.

A message can travel from one HyperCard object to another—until it is
handled. For example, when someone clicks a buttenyseUp message is

sent to the button. If the button’s script doesn’t have a handlewfeeUp ,

the message is passed to the current card, then to the background, then to the
stack, then to the Home stack, and finally to HyperCard itself. This sequence is
called the message-passing order (and sometimes the message-passing path).

You can place handlers at different levels. Where you place a handler has an
effect on its availability. For example, when you wrote the handler to label all
cards of the Collection stack, you placed it in the stack script; that placement
meant that the handler was available for every card in the stack. If you had
placed the handler in the script for one of the cards, it would have been
available only to that card; no other cards would have been labeled.

Messages can come from the system; from your actions with the mouse,
keyboard, or Message box; or even from handlers themselves. In this section,
you'll see how messages move around in HyperCard. First you'll make a
button and write a message handler for the button’s script. Later you'll move
the handler to different levels in the message-passing order and observe the
difference in the handler’s action.
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Creating a Sound button

In this exercise, you'll create a button that plays sounds when you click it.
Follow these steps:

1.
2.

Press 3€-B to work in the background.

Choose New Button from the Objects menu and move the new button fo any available space
in the background.

Name the button “Sound.”

Select Auto Hilite.

Click Script.

The script editor appears.

Type the following handler in the Sound button’s script:
on mouseUp

play "boing"
end mouseUp

Theplay command lets you play sounds from within scripts.

Alternative for hearing-impaired peopldf you can’t hear well, type this
line in place of or in addition to the play statement to see the effect of the
handler:

flash 3

It makes the entire screen image flash rapidly three times when the button
is clicked. The white parts of the card switch to black and the black parts to
white; then they change back again.

Press Enter.
Press 38-B to return to the card layer.
Click the Sound button with the Browse tool.

You hear a “boing” sound.
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O If something else happene@heck the script’s spelling and make sure
you've included quotation marks in the right places. If the script is correct,
make sure you have the Speaker Volume in the Control Panel set to a value
greater than zerolJ

When you click the button,raouseUp message is sent to the button. This
makes thenouseUp handler execute, and you hear the “boing.”

Moving the handler to the card level

Where you place a handler in HyperCard affects its action. A handler at the top
level (hamely, in a button script or a field script) can respond only to a message
received by that button or field. The same handler further down in the
message-passing order—that is, at the card, background, or stack level—can
respond to a message sent by any objects higher up, unless those objects
intercept the message with their own handlers.

What the message-passing order means to you is that you can control whether
your handlers act locally—only for a particular button, for example—or more
globally, for an entire card, background, or stack.

In this exercise, you'll move theouseUp handler of the Sound button to a
different level in the message-passing order to experience the change in its
response. First notice that the handler works only if you click the Sound button.
If you click anywhere else on the card, you won't hear anything.

The next step is to move the handler to the script for one particular card. You'll
cut themouseUp handler from the Sound button’s script and paste it into the
script for the Index card that you created earlier. Follow these steps:

1. Go fo the Index card of the Command stack.
2. 38-Option-click the Sound button with the Browse fool.
You see the script for the Sound button.
3. Drag the mouse across the entire mouseUp handler to select it (or press 38-A).
4. Choose Cut from the Edit menu to cut the handler and place it on the Cliphoard.

The script editor should now have nothing in it. If you still see the handler
there, try steps 2 and 3 again.
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0 Empty scripts:Every object has a script, even if there’s nothing in it.
Scripts with nothing in them are called empty scripis.

5. Press Enter fo close the now-empty script for the Sound button.
Now you'll open the script for the Index card.
6. Choose Card Info from the Objects menu.
The Card Info dialog box appears.
7. Click Script.
The script for the Index card appears.
8. Choose Paste from the Edit menu to paste the handler into the script for the Index card.
ThemouseUp handler appears in the script for the Index card.

9. Press Enter to close the script for the Index card.

Trying out the card script
Now test the effects of moving the handler to the card level:

1. Click the Sound button with the Browse tool.

The boing plays just as it did before. TiwiseUp message passes through
the empty button script and goes on to the card script.

(0 A partial script is visible:“"Empty” button scripts still shown mouseUp
andendmouseUp lines. HyperCard supplies these to make it easier to write
scripts in buttons; but if there’s nothing else in the script besides these two
lines, the script is treated as if it were empify.

2. (lick anywhere else on the card (except on a button or field).

The boing plays because whenever you click the eangkeUp goes
directly to the card which now contains the handlerfarseUp in
its script.
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3.

Click an entry in the index.

You go to the card for the entry you clicked, as usual—and you don’t hear
the “boing.” The reason you don’t hear the boing when you click the
Entries field is that the field hasv@useUp handler in its script. The
mouseUp message is intercepted by the field script, sorthaeUp

handler in the card script doesn't execute.

Now that you are on a card other than the Index card, notice what happens
when you click the card.

Click anywhere on the card (except on a button or field with a mouseUp handler).

Nothing happens because there’soaoseUp handler in this card’s script.

Moving the handler to the background level

Now you’ll take the handler out of the card script and move it to the
background script:

1.
2.

Go to the Index card.

Choose Card Info from the Objects menu.

The Card Info dialog box appears.
Click Script to see the script editor.

The script for the Index card appears.

Keyboard shortcut You can pres$8-Option-C to see the script editor of
the current card without having to go through the card’s Info dialog bDox.

Drag the mouse across the entire handler to select it (or press 38-A).

Choose Cut from the Edit menu to cut the script and place it on the Clipboard.
The card script should now be empty.

Press Enter to close the card script.

Choose Bkgnd Info from the Objects menu.

The Background Info dialog box appears.
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8. Click Script.
The script for the current background appears.
0 Keyboard shortcut:You can pressg-Option-B to see the script for the
current background without going through the background’s Info box.
9. Choose Paste from the Edit menu to paste the handler into the background script.

10. Press Enter to close the background script.

Trying out the background script
Now test the effects of moving the handler to the background level:

1. (Click the Sound button with the Browse tool.

You hear the boing. TheouseUp message passes through the empty
button script and empty card script to the background script, which now
contains the handler.

2. Click anywhere else on the card (except on a button or field with a mouseuUp handler).

ThemouseUp message passes to the background script, and the
boing plays.

3. Go to any other card in the stack and click anywhere on the card (except on a button or field
with a mouseUp handler).

You should still hear the boing. The handler is now available to any card
sharing the background.

If you moved the handler to the stack level, the same thing would happen
because the Collection stack has only one background; but if a stack has more
than one background, only a handler at the stack level or above (for example,
in the stack script of the Home stack) would be available to all cards of all
backgrounds.
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Handlers calling handlers

All the handlers you've written so far respond to system messages sent by
HyperCard (such asouseUp andopenCard ). HyperCard sends system
messages in response to events such as mouse clicks, keyboard actions, and the
creation or deletion of objects. But there are other ways for handlers to “get

the message.”

Each time HyperCard executes a statement within a handler, it sends that
statement as a message. A message sent from one handler can make another
handler execute. It's as though the handlers are talking to each other—with one
handler telling the other to begin executing.

In this exercise, you'll write a handler that “calls” another handler. First you'll
write a handler that sends a message, then you'll write a handler that responds
to that message.

Writing the “calling” handler

You'll write a script for the Sound button so that a message nasgsound

is sent whenever someone clicks the button. Later you'll changetkeUp
handler in the background script so that it responds piaiseund message.
Follow these steps:

1. Open the script for the Sound button.
2. Type playSound
The completed script should look like this:

on mouseUp
playSound
end mouseUp

In English, the script says, “When someone clicks this button, send a
message namethySound. "

The message narplaySound is just a made-up word. You could use any
other word (except a HyperTalk keyword); this name seems appropriate
because it describes the action of the handler.
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0 Alternative for hearing-impaired peopléf you are using théash 3
alternative instead of the boing, you could use a different name, such as
razzleDazzle  (butdon'tusdash ). Be sure, however, that you use your
alternative name in the steps that follow.

3. Press Enfer.

4. Click the Sound button with the Browse tool.

You see a “Can’t understand” dialog box. HyperCard can’t understand the
playSound message because it can't findsgSound  handler anywhere.

In other words, there is no handler that begins with the statement
playSound .

5. Click Cancel to close the “Can’t understand” dialog box.

0 About the Debug buttonClicking the Debug button opens the script editor
window and puts a box around the statement HyperCard can’t understand.
It also adds a new menu, named the Debugger menu, which is sometimes
helpful in figuring out where mistakes or “bugs” are in a script.

Writing the “called” handler

Now you'll create a handler that responds togagsound  message that's
sent when someone clicks the Sound button. You could write a handler from
scratch, but in this case, you'll simply changertioeseUp handler in the
background script to@laySound  handler.

1. Choose Bkgnd Info from the Objects menu.
2. (lick the Script button.

The script for the background appears.
3. Select mouseUp in the first line of the handler.

Drag across the word as you would when selecting any text, or just
double-click the word.

4. Replace it by typing playSound
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5. Select mouseUp in the last line of the handler and replace it by typing playSound
The completed handler looks like this:

on playSound
play "boing"
end playSound

The name used aften must match the name afterd .

You've now changed the handler fromauseUp handler to alaySound
handler. It now responds to the messaaeSound  instead of the
messagenouseUp .

6. Press Enter.

You've created a handler that sends a message miay@aind , as well
as a handler that respondgtySound . Now see how the two handlers
work together.

7. (Click the Sound button with the Browse tool.

When the Sound button receivesuseUp , its handler in turn sends the
messagelaySound . That message goes through the message-passing
order until it's intercepted by thaySound  handler in the background
script. TheplaySound  handler executes, and you hear the boing.

First, HyperCard sendsnauseUp message to the Sound button.Then, the
Sound button sendplySound message. Finally, tigaySound message
is handled by the background script.

Clicking anywhere else on the card won’t cause the sound to play, because the
background handler isn’traouseUp handler any more.

You've essentially defined a new command, which is naaggbund. The
playSound command plays a “boing.” That's really all there is to defining

your own commands. Think of what you want a command to do, think of a
name for it, and write a handler that uses the namepaftendend , with the
appropriate HyperTalk statements in between. To make the command work,
send the command’s name as a message to the object that has the handler in
its script.
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0 Use unique namesAvoid using the name of an existing HyperTalk
command or function as the name of a command you create. (See the
HyperCard Script Language Guider details on naming commands.)

Intercepting a message

When HyperCard sends a statement within a handler as a message, the message
goes first to the object that contains the handler being executed. (For example,
when the Sound button sendsagSound message, the message first goes to

the button itself.) If the object’s script doesn’t have a handler for the message,
the message travels next to the current card. If the script for the current card
doesn’t have an appropriate handler, the message continues through the
message-passing order.

Once a message is handled, it does not continue passing through the
message-passing order. Therefore, it's possible for an object at the start of the
message-passing order to intercept a message before the message can travel to
objects at the end.

In this section, you'll write alaySound  handler for the script of the Index
card. This card-level handler will make the Sound button play a different sound
when you're on the Index card.

Follow these steps to write the script:

1. Go to the Index card.

2. Choose Card Info from the Objects menu; then click the Script button to see the card’s script
(or press 3¢-Option-C).

3. Type the following handler:

on playSound
play "harpsichord" "c"
end playSound

This handler plays one note using the harpsichord sound.

4. Press Enter.
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5. (Click the Sound button with the Browse tool.

TheplaySound  handler in the card script executes, and you hear the
harpsichord note.

6. Go to any other card in the stack and click the Sound button.

TheplaySound  handler in the background script executes, and you hear
the boing.

How the handlers work

When you click the Sound button, the buttantsiseUp handler sends a
playSound message. Because there iplagSound handler in the button’s
script, the message passes to the script for the current card.

When the Index card is the current card,dhgSound  handler in the card
script handles th#tlaySound message. The card script intercepts the message
before it can pass to the background script.

First, HyperCard sendsmauseUp message to the Sound button.Then the
Sound button sendplySound message. Finally, tigaySound message
is handled by the Index card’s script. (PlegSound message does not pass
to the background.)

When the Index card is not the current card and theregpigySound  handler
in the script for the current card, thieySound message continues passing
from object to object in the message-passing order until it gets to the
playSound handler in the background script.

By writing a differenplaySound  handler for the script of each card, you can
play a different sound on each card in your Collection stack.

Calling handlers from the Message hox

Whenever you type something into the Message box and press Enter, the
contents of the Message box are sent as a message to the current card. In this
section, you'll use the Message box to callgbgSound handler. Follow

these steps:
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1. Open the Message box.
2. Type playSound  and press Return.

A playSound message is sent from the Message box to the current card.
If you're still on the Index card, the message is handled hyafsaund

handler in the card script, and you hear the harpsichord note. If you're on
another card, thgaySound message travels to the background script, and
you hear the boing.

You can use the Message box this way when you want to test how a particular
handler works. All you do is type the name of the handler and press Return.

Handlers as building blocks

Getting things done in HyperTalk is no different from getting things done in
everyday life. When you want to perform a complex procedure, you can divide
the procedure into smaller, more easily manageable parts. These smaller parts
of a complex procedure are calabprocedures

For example, suppose you want to cook spaghetti with meat sauce. You might
divide the main procedure, “cook spaghetti,” into three subprocedures: “cook
pasta,” “cook sauce,” and “add sauce to pasta.” If you could describe the
procedure of making spaghetti as a HyperTalk script, it would look something
like this:

on makeSpaghetti
cookPasta
cookSauce
addSauceToPasta

end makeSpaghetti

The handler for the main proceduneakeSpaghetti ) calls handlers for three
subproceduresgokPasta , cookSauce , andaddSauceToPasta ).

HyperCard handlers can be used as subprocedures in much the same way.
Understanding how handlers can call other handlers will be a big help to you
as you learn to write longer, more complex scripts.
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You're on your way!

If you completed all the activities in this chapter as well as in Chapter 2, you
have a great start on authoring stacks. To learn rdomapre!

Look again at the stacks that come with HyperCard, especially Readymade
Buttons. See what you can learn by observing how the scripts work and how
you might modify the scripts to suit your own way of doing things.

Most of all, enjoy the creative environment that HyperCard provides.
Experiment. Build your own stacks for your own purposes, learning more
about HyperCard and HyperTalk as you need to.

When you need help, turn to the HyperCard Help and HyperTalk Reference
stacks, or use this manual as well asHigperCard Script Language Guide

But your most valuable knowledge of stack-building is likely to come from
your own rich experience.
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Creating and Modifying Stacks

This chapter provides examples of the kinds of stacks you can create, tips for
modifying existing stacks, and instructions for creating new stacks. This
chapter also describes how to customize the Home stack that comes with
HyperCard.

To do the tasks in this chapter, you must have your user level set to Scripting.
For instructions on setting your user level, see “User Levels and Options” in
Chapter 1.

Using HyperCard tools, you can combine text, graphics, and numbers
according to your own specific needs; and you can add buttons to link related
pieces of information.
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The next several figures show some typical cards. These cards give you an idea
of the kinds of stacks you can build.

You type a name, address,
and phone number here.

Jane Doe

Hame

Company § _Acme Dot Carapany

12 Elrn Street

City &5tate | Other Town, Massachusetts
zipce | 2011
Delete Card

Appoi ments Horne

Streat

You dlick these
buttons to look for
information, or to
add or delete cards.

Telephone (A171 555-1212

This button takes you
to the Home stack.

=
"
=

This button dials the phone This button takes you to an
number fo its right. appointment stack.
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The name of the You type information about the
catalog item catalog item here.

California Manroot

Description: 4 tall, coarse, leafy plant with a
hairy stem commonly branched in

——— Apicture of the

the upper halfand bearing several ——
catalog item

or many flower heads, the central
maroon disk surrounded by many
bright yellow rays.

Flowering:  June - September

Habitat: Dry open plains and foothills, now
especially cormmon along roads and
edges of fields

Range: Throughout most of the United States —
and much of North America, ThIS bU"Oﬂ goes
to the next card
in the stack.

lé‘%’ﬁ‘ T2

1
These buttons go o different This button goes to the
broad plant categories. previous card in the stack.

_ L Click any part of
Click on any part the drawing to
of this diagram yany learn about that
to learn about its i
operation. part
Dovwrnlock springs
Torque arms
Brake link
Upstop snubber

This button goes
to the first card
in the stack.

This button goes to the This button goes fo the next
previous card in the stack.  card in the stack.

Chapter 4: Creating and Modifying Stacks 4-3



CONSOLIDATED ENTERPRISES

this year’s performance

o ‘Q%J world markets

company history

You dlick these buttons to go to the different sections
of this presentation stack.

Mathematical Model #22A

New equation 7 ]

You click these
buttons to

- manipulate the
mathematical
function shown.

The stacks that come with HyperCard are examples of the kinds of stacks you

can create. You can explore these stacks to find out how th
techniques described in “Examining a Stack” later in this ch
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The way a stack works depends on its scripts. Scripts contain instructions that
tell the parts of the stack what to do. The instructions are written in HyperTalk,
HyperCard'’s English-like programming language.

But you don’t need to know HyperTalk to create scripts. For example, without

writing a word of HyperTalk, you can link a button to another card and make a
specific visual effect happen when you click the button. The button will contain

a script that tells HyperCard which card to go to and what kind of visual effect
to display in the process. You don't have to know anything about how the script
works to make the button act the way you want it to.

To learn how HyperTalk scripts work, see Chapter 3 of this book or read
through theHyperCard Script Language Guide.

Card Layer Versus Background Layer

When you look at a card, you see a composite of two layers—a foreground
layer, called the card layer, and a background layer. Both layers can contain
text, buttons, and graphics.

The background layer

—
/’fi e
- -
ple=
L
5 I‘S’W/ﬂ/-‘— What you see when you look at a
|/ card is a composite of the card layer

and the background layer.

The card layer
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Millions of cards can share the same background. Each background serves as
a template for the cards that share it. The elements in a background (that is, the
buttons, text, and graphics) appear in the same location on all the cards
associated with that background. If you want a button, field, or graphic to
appear on a number of cards, you put it in the background layer. Together, the
elements in a background provide a unifying appearance to the cards that share
that background.

You can see just the elements that are in the current background by pressing
3-B; this brings you to the background layer. (Pres8$Ag has the same

effect as choosing Background from the Edit menu.) Pre8&iBgepeatedly
moves you back and forth (that is, it toggles) between the card layer and the
background layer.

When you'reinthe ——[_
background layer,
the menu bar has

diagonal stripes.

When you're in the background layer, you see just the
elements that are in the background; the elements on the
card layer disappear temporarily.
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The elements in the card layer appear only on that card:

This text, part of the card layer, changes from card to card.
|

Marti Belisle
3703 Maude Ave

Steve Aaron
2260 Oak Creek Drive

anares <D

sr26/a7 D

The other elements are in the background layer,
and appear on all cards with that background.

What buttons, fields, and graphics do for your stacks

The elements you add to the cards and backgrounds of a stack determine what
people can do with the stack:

= You can add buttons, “hot spots” you click to make things happen. Buttons
often link related information. When you click a button that’s linked to
another card or stack, that card or stack appears. The ability to link
information with buttons creates all kinds of interesting possibilities,
including stacks that teach, stacks of interactive fiction, and user-controlled
presentations that can include QuickTime movies.

Buttons can also play sounds, launch applications, perform calculations,
play animated sequences, control videodisc players, and much more.
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A scanned graphic

= You can create text fields to put text on cards and backgrounds. You can
set the style, size, and font of the text in a field. You edit the text in a field
just as you would in any Macintosh word-processing program. You can
also search for specific text in fields.

= You can add pictures, charts, drawings, and other graphics to enhance the
visual appeal of a stack and to help communicate the stack’s purpose. Draw
them yourself, copy them from the stacks that come with HyperCard, scan
them in, or import them from files created in other graphic applications.

CONSOLIDATED ENTERPRISES

Erwin Beznerak
Product Marketing Manager

Extension; 4444

Ernployee Mumnber, 25312
Depariment MNumber; 376
Division Number: 68 L Field text
Date of Hire: 5118187

614 Harvard Court
Carson City, MY 54321
(415) 555-3952

} Buttons for

moving
around

HyperCard comes with stacks that contain ready-made elements (buttons,
fields, and graphics) that you can copy and paste into your stacks. The
ready-made buttons and fields contain pre-programmed scripts that can make
your stacks more useful. You don't need to know HyperTalk to make these
elements work; you just need to understand what they do, so that you can use
them appropriately in your stacks.

You can combine buttons, fields, and graphics in any number of ways to create
a stack that looks and works the way you want it to. Chapters 6, 7, and 8 give
detailed instructions for adding buttons, fields, and graphics.
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Using HyperCard Tools

To create and work with buttons, text, and graphics in stacks, you use the tools
in the Tools menu. You can have only one tool selected at a time, and one tool
is always selected while you're using HyperCard.

]— General tools

— Paint tools

The Tools menu appears when your user level is set to Painting or higher. It
contains General tools and Paint tools. General tools are for browsing, text
editing, and working with buttons and fields. Paint tools are for creating and
editing pictures. If you've used a Macintosh paint program, you know how
Paint tools work. In most cases, you choose a Paint tool, and then drag to make
it work.
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Browse fool
browses through
stacks and edits
fext.

Select fool
selects graphics.

Brush paints with
the current
pattern.

Spray tool spritzes
paint onto the
screen in the
current pattern.

Bucket fills
enclosed areas and
solid black areas
with the current
pattern.

Paint Text tool
types fext that's
part of a graphic.

Button tool
works with
buttons.

Lasso selects
non-rectangular
graphics.

Eraser erases
the part of a
graphic you

drag it over.

Rectangle fool
draws
rectangles.

Oval tool
draws ovals
and circles.

Regular

Polygon tool
creates polygons
with regular
sides.
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Field tool works
with fields.

Pencil draws thin
free-form lines.

Line tool draws
straight lines.

Rounded Rectangle
tool draws
rectangles with
rounded corners.

Curve fool draws
free-form lines
and shapes.

Polygon tool
creates polygons
with irregular sides.



You can “tear off” the Tools menu (as shown in the following figure) to create
a movable Tools palette. To do slbag down past the bottom of the menu.

Objects Font

.F - Close the Tools palette by

%" g fi clicking here.

E I:l [:] ................................... To nove the

e (o]l ?ulenﬁ, drag
rom here.

Al

To tear off the Tools menu, drag beyond Click any tool to
the bottom or side of the menu. choose it.

The Tools palette remains visible on your screen until you click its close box,
or until you press Option-Tab to make the palette disappear.

0 A shortcut: You can make the Tools palette appear or disappear quickly by
pressing Option-Tabl

To choose any tool in the Tools palette, click it. The tool you choose will be
highlighted and, depending on the tool, the shape of the pointer may change.

Even if you have the Tools palette open, you can still choose a tool from the
Tools menu in the menu bar; the palette reflects your menu choice. It's a good
idea to leave the Tools palette open while you're working on a stack so you can
see which tool is active.
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When you choose one of the Paint tools, you see three new menus—Paint,
Options, and Patterns. (These menus are described in Chapter 8.) The Objects,
Font, and Style menus disappear while you're using a Paint tool. They
reappear—and the Paint, Options, and Patterns menus go away—when you
choose any of the General tools.

: File Edit Go Tools Paint Options Patterns
€se menus appear
when you have o
Paint tool selected.
m— Patterns
Select 23 Grid
Select All A FatBits
Power Keys
Fill
Invert Line Size...
Pickup Brush Shape...
=] {7 Darken Edit Pattern...
: L Lighten Polygon Sides...
Selected Paint tool —HZ= Trace Edges
E:-E Ol Rotate Left Draw Filled
Rotate Right Draw Centered
H|O|© Flip Uertical Draw Multiple
AlD|= Flip Horizontal
Rotate
Opaque Slant
Transparent Distort
Perspective
Keep K
Revert

Chapters 6, 7, and 8 give specific instructions for using HyperCard tools to
create buttons, fields, and graphics, respectively.

Selecting buttons, fields, and graphics

To select and work with the different HyperCard elements (that is, buttons,
fields, and graphics), you need to use different tools.
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To select a button, choose the Button t| () from the Tools menu and click
the button you want to work with. Whether the button is in the background
layer or the card layer, you can select it from the card layer.

Choose the ... and then click
Button Tool ... the button to select it.

F‘h-:.une Cialer

When a button is selected,
it's surrounded by a moving dashed line.

To select a field, choose the Field tczf () from the Tools menu and click the
field you want to work with:

Choose the ... and then click
Field tool ... the field fo select it.
S|
Telephone|: & (01716851212

b .:

When a field is selected, it's surrounded by a
moving dashed line.
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Choose the Select tool

orthelosso... — "1

Planning a Stack
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Whether the field is in the background layer or the card layer, you can select it
from the card layer.

There are many different ways to select a graphic. Generally, you choose either
the Select took™} ) or the Lassg=( ) from the Tools menu and drag to select
the graphic:

...and then drag
diagonally with the Select

tool from here ... Or, drag around the

graphic with the Lasso.

L

...1o here.

Working with graphics is different from working with buttons and fields; you
must be on the same layer as a graphic to select it. (For complete details, see
“Selecting a Graphic” in Chapter 8.)

Before you begin building a stack, you should have a clear idea of who will use
the stack and what you want the stack to do. Knowing your audience and the
scope of your stack can help you make decisions about the design of your stack,
both before you start and while you're building it.

Find out what your users already know, how much experience they have with
computers and HyperCard, and their reading level and attention span.
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An understanding of the stack’s users can help you decide how to present the
information in the stack, how much text and how many graphics to use, and
how to structure the stack. For example, a stack for teaching children
geography skills may require lots of pictures, a simple and consistent way to
move through information, and frequent reinforcement. Before you begin
building a stack, it's a good idea to draw a map showing the structure of the
stack, which cards are linked together, and how users move through the stack.
If the map looks confusing, the resulting stack will probably be confusing and
difficult to use. In such a case, you should consider simplifying the stack’s
structure.

Depending on your stack’s subject matter, you can choose from a variety of
presentation methods including a slide show, a tutorial, a game, and an
animated QuickTime movie.

0 Keep your stack simpleddding lots of buttons and links in your stack
doesn’t necessarily make information more accessible; users can get lost or
confused easily in a stack that has too many lifks.

Stack-Building Process

Building a stack involves: (1) deciding how to present and structure
information; and (2) carrying out your design decisions by creating cards,
backgrounds, buttons, text fields, graphics, and links between related pieces of
information. You'll probably spend most of your stack-building time

integrating text and graphics, and making the stack easy to search.

Evaluating a stack

As you build a stack, you need to evaluate it frequently to make sure it still does

what you've designed it to do. To evaluate a stack, use it yourself to carry out

a specific task or set of tasks. See if you can accomplish the tasks for which the
stack is designed without getting lost or feeling confused.

If the stack is meant to be used by others, show it to people who are similar to
your users in background and level of computer experience. Give them specific
tasks to perform, and watch and listen carefully without interfering while they
try the stack.

Chapter 4: Creating and Modifying Stacks 4-15



As you evaluate the stack and watch others use it, keep the following questions
in mind:

= Canyou easily see what the stack is for and how to use it? The text, buttons,
and visual images in the stack should communicate a lot about the stack’s
purpose. They should be understandable and consistent in appearance and
behavior and should clarify the purpose of the stack. If the stack is
confusing, think about ways in which the text, buttons, and visual images
can be improved to create a clearer visual message. The stack should also
give the user appropriate feedback. For example, most buttons should
highlight when they’re clicked.

= Isit easy to get around in the stack? Make sure that, as you use the stack,
you can tell where you are, how you got there, how to get back where you
came from, where to go next, and how to leave. If it's easy to get lost or
trapped in the stack, consider reducing the number of links, or simplifying
or clarifying the navigation scheme (for example, by using a standard set of
navigation buttons in the same place on each card).

= Do the features work correctly? Test the buttons to see if they take you
where they’re supposed to in all circumstances. Make sure each field is
visible and unlocked if the user needs to see it and type into it, or locked if
the user just needs to read or click text in the field. The stack should prevent
the user from losing information and make it clear when an action cannot
be reversed.

= Does the stack require a particular user level? The features available to a
user vary with the user level (as explained in “User Levels and Options” in
Chapter 1). Try using the stack at every user level. If it has any features that
require a certain user level, make sure the stack either sets the appropriate
user level (through the stack script) or tells the user to set the appropriate
user level. (The HyperTalk Reference stack describes how to set the user
level through a script.)

= Is the stack aesthetically pleasing? Stacks that are well designed have a
strong aesthetic appeal that makes them pleasant to work with. Because
HyperCard presents you with so many graphic and textual options, there’s
always the danger of going too far. For example, having too many different
styles of text can confuse your users and make your stack a lot harder to
work with. While the flexibility of HyperCard gives you the power to
create masterpieces, it also gives you the power to generate chaos.
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Be sure to get feedback

Periodic evaluation and feedback from typical users are important parts of
shaping a stack. Begin evaluating a stack early in its development. HyperCard
makes it easy to build a prototype of your stack; use the prototype to gather
preliminary feedback from users. Be prepared to make changes to the stack to
fix problems and incorporate ideas that come out of your evaluation and

user testing.

When you finish building a stack, put it through a final test, checking all of the
points listed previously in “Evaluating a Stack.”

Modifying an Existing Stack

Modifying stacks created by other people is a great way to learn about
HyperCard, and it is a terrific method of tailoring stacks to your needs. There
are lots of ways to customize an existing stack. You can add text and pictures
and create new links between pieces of information, make new cards and new
backgrounds, or change any of the elements of a stack in any way you like. You
can even delete any elements you don’t want.

Responsibilities of change

If you want to modify stacks created by other people, you should be aware of
the following considerations:

= Eachobjectin a stack (that is, each button, field, card, and background, as
well as the stack itself) can have a script attached to it. Scripts contain
instructions that tell the different objects in a stack what to do. The scripts
that belong to the different objects in a stack often interact with other
objects and their scripts. When you delete any object that contains a script,
or move it to another part of the stack, the script goes with it. If other scripts
rely on that object or its script (or vice versa), you may find that your stack
behaves unexpectedly after you move the object. For example, you
may see messages that begin with “Never heard of ..."” or “Can’t
understand...”.
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If you see such messages (or other strange behavior) in a stack you're
modifying, the stack’s scripts probably refer to objects that you've changed
in some way. If you're familiar with HyperTalk, try fixing or rewriting the
scripts. Otherwise, consider modifying a different stack or creating a stack
of your own. (If you want to learn HyperTalk, begin by going through the
tutorial in Chapter 3 of this book.)

= As you modify a stack, HyperCard saves your changes automatically
without asking. There’s no way to turn this feature off. Make a backup copy
of a stack before you begin changing it so that you can get back to the
original if you need to. It's also a good idea to save a copy of your modified
stack periodically while you're working on it. That way, if you make a
mistake that “breaks” the stack, you can go back to a recent version rather
than starting all over again.

= Some stacks are protected from change. A small paciick () appears in the
menu bar when you're in a protected stack. In some cases, you can remove
a stack’s protection by unchecking the Locked option in the stack’s Get
Info dialog box in the Finder or by using the Protect Stack command in the
File menu. (“Protecting Your Stack” later in this chapter tells you how.) In
stacks that have a password, however, you cannot change the stack’s
protection setting unless you know that password.

Examining a stack

Before you begin modifying a stack, you can find out what makes it work by
examining its parts. The Objects menu contains commands to help you: Button
Info, Field Info, Card Info, Bkgnd Info, and Stack Info. Each of these
commands presents a dialog box that shows the characteristics of the selected
object including its name, number, and attribute settings. You can also use an
object’s dialog box to change many of its attributes and to look at its script.

0 To look at scripts:You must have your user level set to Scripting.
“User Levels and Options” in Chapter 1 explains how to change your
user level.[
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Button information
To locate and learn about the buttons in a stack, follow these steps:

1. Choose the Button tool (=) from the Tools menu.

Rectangles appear around the buttons that don't already have an outline:

When you choose the ... rectangles appear
Button Tool ... around the buttons.

HyperCard Tour HyperCard Help

z ek
Appointments Addresses

Q || &

Quicktime Toals [ |4pple Event Primer

2. (Click the button you want information about.

Clicking the button selects it.
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3. Choose Button Info from the Objects menu.

You can also double-click the button in step 2, and skip this step. The
Button Info dialog box appears:

Button Info

Button Name: |HyperCard Tour | Family und AUIO Hilite

Card button number: 2 Style: determine the button’s

Card part number: 2 Family:[_None v |1t highlighting behavior.
Changes fo the button Card button 1D: 4 ’ T S
appear here as you
make them. [ Show Name L Show Name determines
Lg] Auto Hilite whether the button’s
HuperCard Tour BdEnabled —————— 7 name appears on the card.
Click here to link the or E 1
button to another Unless Enabled is checked,

1 r
card or stack. fTent styte...] [ Linkto.. | [ tcon.. | [0 ] the button will appear

grayed out and won't work.

[ Script... ][ Effect... ][Eontents...] [l:anl:el ]

You can store informafion
in a button.

Click here to set the text Click here to choose visual
attributes for the name. effects for the button.
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Field information
To locate and learn about the fields in a stack, follow these steps:
1. Choose the Field tool (=) from the Tools menu.

Lines appear in all the fields except the scrolling fields:

When you choose .... lines appear
the Field tool ... in the fields.

imelog for. Jab/Company

Date

1430790,

[Total Time: | [[Clear Fields
Log Out

2. Click the field you want information about.

Clicking the field selects it.
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3. Choose Field Info from the Objects menu.

You can also double-click the field in step 2, and skip this step. The Field
Info dialog box appears.:

Field Info
Field Name: |Story Frame |
Thls is the depih pOS"iOn Of — Bkgnd field number: 5 style:
the field on the card or Bkgnd part number: 12
background in respect fo Bkgnd field ID: 188 O Lock Text
other fields and buttons Cd Show Lines
. [ Wide Margins
There be dragons | [ Auto Tab
what.passed.ou her [ Fixed Line Height — The§e are the
This is what the oflate.. Egon': Lwrap aI:Irlfbuligs of
. . on't Searc the tield.
field |ooksh||ke (:J" — ] Auto Hilite
the card. O Multiple Lines
[] shared Text
=) Come)

Card information

To get information about the current card, choose Card Info from the Objects
menu. The Card Info dialog box appears:

Card Info
. o Card Name: || |
b ﬁheCkmg h'?]re s like Card number: 1 out of 9 The card’s position
en Ifng over ine ‘l‘:r"ﬁr card 1D: 2900 number relative fo the
of a page in o book. other cards in this sta

Contains 0 card fields.
Contains 0 card buttons.
If this box is checked, [ card Marked

the Find command ] 0on't Search Card

won't look for text on LiCan't Delete Card
ts rd

Check here to Click here to see
protect the card the card script.
from deletion.
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Background information

You can see what'’s in the background layer of the current card (such as
background fields, background buttons, and background graphics) by choosing

Background from the Edit menu, or by pressifig.

To get information about the current background whether or not you'’re in the
background layer, choose Bkgnd Info from the Objects menu. The Bkgnd Info

dialog box appears:

Background Info

Background Name: |Home Cards

When this hox is checked,

Background 1D: 2717
Background shared by ? cards.

the Find command won't
look at any fields on cards

that use this background. Contains 5 background fields.
I_ Contains ¢ background buttons.

] Don't Search Background

When this box is checked, ot ——= can't pelete Background

least one card must exist

that uses this background.

Stack information

To get information about the current stack, choose Stack Info from the Objects

menu. The Stack Info dialog box appears:

Stack Info

Stack Name:|Home

—— The path fo
this stack

The dimensions

The amount of wasted Where: Inside:Applications:Hypercard:
space in the stack Stack contains 12 cards.
reclaimable Ihrough Stack contains 4 backgrounds.
the Compact Stack Size of stack: 130 K
menu command —{- Free in stack: 56 K
Card size: <512 1342
Click here to change the —
size of the stack’s cards.

of the stack’s
cards (in pixels)
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Making changes to a stack created with an earlier version

When you open a stack created with a version of HyperCard earlier than 2.0, a
small padlock @ ) appears in the menu bar. You can use such a stack, but you
cannot make changes to it until you convert it to the new HyperCard file
format. (For instructions on converting a stack, see “Opening a Stack Built in
an Earlier Version of HyperCard” in Chapter 1.)

Undoing Your Mistakes

While you’re working on a stack, you can usually undo your last stack-editing
action by immediately choosing Undo from the Edit menu (or by pressing
38-Z). Choose Undo when you make a mistake, or when you change your mind
about your last action. (You must choose Undo before doing anything else.)

To undo typing mistakes while you're editing text in a field, do any of the
following:

= Choose Undo from the Edit menu. This undoes your last text-editing
operation (including a text style change).

= Press Delete or Backspace to delete characters to the left of the insertion
point, one character at a time.

= Drag the I-beam over the incorrect text to select it, and then retype or
delete it.

When you're using one of the Paint tools, pressing the tilde (~) or Escape key
is the same as choosing Undo.

Modeling Your Stack After an Existing One

4-24

You can model a new stack after a card or stack you like by copying its
background. When you copy a background from an existing stack, you get the
basic design of the original stack igsnplatg but not any of its data except for

the contents of buttons and the shared text of fields (if any). The stack called
Stack Templates, which come with HyperCard, contains some backgrounds
you can copy and use in your stacks. (For specific instructions on creating a
new stack that uses a background from an existing stack, see “Creating a New
Stack” later in this chapter.)
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Before you decide whether to copy the background of an existing card or stack,
you can look at the background by going to that card or stack and choosing
Background from the Edit menu (or press#eB). This takes you to the
background layer and shows you just the buttons, fields, and graphics that are
in the background. PressiB&}B repeatedly moves you back and forth between
the card layer and the background layer.

0 Stripes in the menu barPo make sure you're looking at the background,
check the menu bar. When you're in the background layer, diagonal stripes
appear in the menu balr]

Di“QO“Ul—E % File Edit Go Tools Objects Font Siyle @
stripes tell you

that you're
looking at the
background.

Creating a New Stack

When you're ready to create a new stack, begin by following these steps:

1. To give your new stack the same background as an existing card or stack, go to that card
or stack.

The previous section, “Modeling Your Stack After an Existing One,”
discusses why you may want to copy a background from another stack.
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Your new stack is stored in this folder
unless you choose another folder.

You can choose a card size
from this pop-up menu.

Click here if you want —

3 HyperCard Stacks w |

[ Addresses 2l Inside
[ Alternate Home Stacks _

O Appointments
O Art Bits

Deskto

O Background Art
[0 Car Report
New stack name: I New l
|Bears in the Wood | Cancel )

+—[1Copy current background

your new stack to have

|__|_||]|JBI'I stack in new window

Card size: | Window v|

384 1248

the same background
as the current card.
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Click here if you want the new stack to
open in another window, leaving open
the stacks you already have open.

2. Choose New Stack from the File menu.

You can set a custom card size by
dragging from this corner.

The New Stack dialog box appears.

3. Choose from the options in the New Stack dialog box.

The dimensions of
the default card
size, in pixels

If you want your new stack to have the same background as the current
card, check the “Copy current background” option to select it.

If you select the option “Copy current background,” your new stack has all
the same background elements as the card you were looking at when you

chose New Stack. Otherwise,

it's blank.

If you choose a card size that's larger than your screen, HyperCard shows
as much of a card as it can; it displays the stack starting from the upper-left
corner. (For information on working with cards larger than your screen, see
“Working with Large Cards” in Chapter 5.)
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4. Type a name for your new stack.
5. Click New.

If you've selected the option “Open stack in new window,” your new stack
opens in a new window. Otherwise, HyperCard opens the new stack in the
active window.

Copying parts from other stacks

Copying parts from other stacks can make stack building easier and save you a
lot of time. If you see a button that does something you like, you can copy it
and paste it into your stacRome of the stacks that come with HyperCard
(Readymade Buttons, Readymade Fields, Art Bits, and Stack Templates)
contain ready-made parts for you to use. These parts are designed to work
independently in a variety of stacks; they don’'t depend on your stack’s having
any particular characteristics.

When you copy a button, field, card, or background from another stack, its
script and its attributes come with it. Scripts contain instructions that tell the
parts of a stack what to do. In most cases, you want the script, because it makes
the object work. (For more information about HyperCard objects, see
“Examining a Stack” earlier in this chapter.)

Be careful about interactions

The scripts that belong to the different objects in a stack often interact with
other objects and scripts. An object you copy from another stack may have a
script that relies on objects in its original stack. Copying such an object can
cause your stack to act strangely. For example, you may see messages that
begin with “Never heard of ...” or “Can’t understand...”.

If you're familiar with HyperTalk, you can fix or rewrite the object’s script.
Otherwise, consider deleting the script (as described next), copying a different
object, or creating the object yourself.

Fixing strange behavior

If you copy a button or a field from another stack and your stack begins acting
strangely, it's best to delete the copied object and find or create another one
unless you can fix the object’s script.
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If you copy a card or background that causes trouble in your stack, and you
can't fix the scripts, first try deleting the buttons and fields on the card or
background, one at a time. If the problem persists, delete the script of the card
and/or background by following these steps:

1. Open the script.

To open the script of the current card, pi&#s®ption-C. To open the
background script, pre$8-Option-B.

2. Select all the text in the script by pressing 38-A.
3. Press Delete or Backspace to delete the script.
4. Press Enter fo close the script.

A dialog box may appear asking you to confirm changes to the script. Click
Yes (or press Enter).

0 Removing a script leaves an empty shafter you delete the buttons,
fields, and scripts from a card or background, you're left with just the
picture on that card or background. Any functions associated with the card
or background are gonél

Naming a stack

When you first create a stack, you type a name for it in the New Stack dialog
box. This is the name that appears for the stack in the Stack Info dialog box and
in the Finder.

HyperCard uses the stack name to identify the stack. You can use the stack
name in the Message box to move to the stack. And, you use the stack name
when you address the stack through scripts.

You can change a stack’s name at any time. Here’s one way:

1. Make sure you have one of the General tools active.
The General tools are Browsj (), Butto (), and FiEd ().

2. Choose Stack Info from the Objects menu.
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3. Type a new name for the stack.

[E—— stack Info

4. C(lick OK.

0 Changing the stack name breaks linkhanging the name of a stack
breaks any links you’'ve made between a card in another stack and a card in
the renamed stack. (It may even break links within the renamed stack
itself.) When you change the name of a stack, be sure to redo all the links
to the stack. (“Linking Information” in Chapter 6 gives instructions for
creating links.)

Stack Name: | Home _'_ | Type the stack name here.

You can also change a stack’s name in the Finder. Change the name of the stack
in the same way you would change the name of any file in the Finder. Changing
the stack name in the Finder also changes it in the Stack Info dialog box.

0 Can't change the name in the FindelfAjou can't change the name of
the stack in the Finder, the Locked option may be checked in the stack’s
Get Info dialog box. To fix it, open the Get Info dialog and uncheck
that option. [

Changing the size of cards

You set the size of a stack’s cards at the time you create the stack, using the
New Stack dialog box. (All the cards in a stack are the same size.) The easiest
way to set a stack’s size is to use the default size that HyperCard presents. But
as you develop the stack, you may decide you want to change the size of its
cards either because your design goal has changed, or because the card size is
difficult to work with.
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It's easy to resize a stack’s cards. But you may have to make other changes to
the stack to accommodate the new card size. When you change the card size,
HyperCard doesn'’t scale the elements on the cards to accommodate the new
card size. Before you reduce the size of a stack’s cards, it's a good idea to
reposition or resize the elements first so that they fit on the smaller cards.

To resize a stack’s cards, follow these steps:

1. Make sure you have one of the General tools active.

The General tools are Brows (), Butto (), and Fid ().
2. Choose Stack Info from the Objects menu.
3. (Click Resize.

A dialog box for resizing the cards appears.

4. Choose a new card size:

To choose a card size,
use this pop-up menu.

dal
Small

. . Card size: PaNEERI1M
The dimensions of the PowerBook
card size, in pixels ——+512 13 Large
MacPaint
This represents the current Window
. Screen
card size. It changes when Custom
you set a different card size.

To make the cards o custom —

size, drag from this corner.
5. (Click OK.

You see your new card size.
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If some elements on the card are cropped or have disappeared from view, you
can restore them by enlarging the card to its former size with the Resize

dialog box.

0 Edited graphics sometimes become fix#diou reduce the size of a
stack’s cards and then edit the graphics on a card or background, the
graphics that appear on the smaller card permanently replace the graphics
that were on the larger card. You can't get the larger graphics
back. [

Saving a Copy of a Stack

It's a good idea to make a copy of an existing stack before you begin working
with it, and to save a copy of the stack periodically as you make changes to it.
HyperCard automatically saves your stack, along with all your mistakes, as you
work. If you encounter a major catastrophe, you can recover from it more easily
if you have a recent, working version of the stack.

Follow these steps to copy a stack from within HyperCard:

1. While the stack is open and active, choose Save A Copy from the File menu.

The following dialog box appears:

You can type a name here
for the copy of the stack;
otherwise, HyperCard will —

save the copy under the
name you see.

<= Applications v

o AppleLink 6.1 @m — Inside

[0 Exposure Pro _

a Eyes -

OO FrameMaker 3.0

Desktop

ENRERGER

O IN CONTROL

Save a copy of stack as: [[ Open ]]
—}CDDU of Home | [ Cancel ]

File type: +Stack

Application

Choose Stack here;
otherwise your new stack
might not be compatible
with HyperCard!

2. Type a name for the stack copy if you want fo give it a name different from the one shown.
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3. Be sure that Stack is selected in the File type pop-up menu at the bottom of the dialog box.

If you select Application, you'll create a stand-alone application that you
won'’t be able to change. (See the next section, “Creating a Stand-Alone
Application,” for details.)

4. (lick Save.

HyperCard saves a copy of the stack, but it leaves you in the stack you're
working on.

O Copying a stack in the FinderYou copy a stack in the Finder in the
same way you duplicate any file in the Finder: Use Duplicate from the
File menu. O

Creating a Stand-Alone Application
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If you're running HyperCard under System 7, you can use the File type pop-up
menu in the Save As dialog box to save a stack as a stand-alone application.
Such an application runs without the need for HyperCard.

Users of the stand-alone application you create won't have access to
HyperCard'’s authoring or scripting abilities. Furthermore, because you can use
HyperTalk to remove menus and/or menu commands as you create the stack
that becomes a stand-alone, you can restrict the kinds of changes a user can
make to the application.

To create a stand-alone application, follow these steps:

1. Create a stack as you normally would.
2. Choose Save a Copy from the File menu.
3. Type a new name for the stand-alone application.

Be sure to choose a different name from the stack so that you can make
changes if you need to.

4. Select Application in the File type pop-up menu at the bottom of the dialog box.
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5. (Click Save.

A new dialog box appears. Information you type into it appears in the
stand-alone application’s Get Info box in the Finder. Typing such
information is optional.

6. Click OK to dismiss the dialog box and save the application.

HyperCard creates a stand-alone application based on your stack, but it
leaves you in the stack you’re working on.

0 Note: You can also click More Choice®oing so brings up a more
complex dialog box of special interest to professional developers. If you are
using System 7, turn on Show Balloons for contextual information about
the fields and menus in the dialog box. (For detailed information, see
“Create a Standalone Application” in the HyperCard Help stalck.)

To make changes to the new application, make your changes to the stack; then
save another copy of the stand-alone application.

Reclaiming Free Space in a Stack

As you work on a stack, free space can accumulate. The more free space a stack
has, the slower it runs and the more space it takes up on the disk. To check the
amount of free space in a stack, make sure you have one of the General tools
active, then choose Stack Info from the Objects menu.

size of stack: 189 K ——— This is the amount of disk
Free in stack: 67 K space (including free space)
the stack takes up.

This is the amount of free
(wasted) space in the stack.

You can get rid of free space in a stack by choosing Compact Stack from the
File menu. (To use the Compact Stack command, you must have one of the
General tools active.) When you choose Stack Info after compacting the stack,
the “Free in stack” number in the Stack Info dialog box is 0 K (zero K), and the
size of the stack is likely to be smaller than it was.
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Protecting Your Stack

While you're building your stack, and/or when it is finished, you can keep
others from using or changing it. There are several different kinds of protection
for a stack:

= You can keep a personal stack private by preventing others from opening it.
= You can limit the way people use and change a stack.

= You can limit access to a stack’s protection settings so that no one else can
change them.

= You can prevent users from peeking at the buttons and fields in a stack.

= You can prevent users from stopping scripts that are running.

Restricting access to a stack

To restrict access to a stack so that no one can open it without the password,
follow these steps:

1. Choose Protect Stack from the File menu.
The Protect Stack dialog box appears.
2. Check the Private Access option.

Prokact Stack: Limit user level to:

[ Can't Modify Stack 2 Browsing

[ can't Delete Stack {3 Typing

[]Can't Abort 7 Painting

[ can't Peek > Authoring
Click here to restrict —{1—7 Private Access @ Scripting

access fo a stack. ..

[ Set Password... ] [ Cancel ] [[ oK ]]

... then dlick here to
create the password.
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3. (Click Set Password.

The dialog box for setting a password appears.

4. Type a password.

Enter new password here:

| 11— Type the password once here ...

Uerify new password here:

[ ——— ...and again here, for verification.

[ None ] [Cancel] [[ 0K ]]

Clicking None or Cancel closes this
dialog hox without setting a password.

5. Click OK.
The password protection you set for a stack doesn’t take effect until you restart
HyperCard.

0 You cannot retrieve a passwor@nce you've restricted access to a stack
and set a password, the stack cannot be opened without the password.
There’s no way to find out a password once it's been set, so make a note of
the password or use a password you won't forget.

When you type the password to open the stack, it must match
character-for-character the one you set. (HyperCard pays no attention

to case.)

[] seealso: “Removing a Password” later in this chapter.

Protecting a stack from changes or deletion
To prevent others from changing or deleting the current stack, follow
these steps:

1. Choose Protect Stack from the File menu.

The Protect Stack dialog box appears.
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2. (lick Can't Modify Stack or Can't Delete Stack.

Click here to prevent changes

to the stack. When you select Prokact Stack: Limit user level to:
IhiS opIion, Can't Delete St(](k ——[] Can't Modify Stack ) Browsing
is automatically selected. | can't Delete stack (> Typing
[JcCan't Abort  Painting
[JcCan't Peek _r Authoring

Or, click here to protect the
stack from delefion only.

[ Private Access @ Scripting

[ set Password... | [cancet] [ ok ]

While the Can’t Modify Stack option is turned on, no one can delete the
stack or make any changes to it. Anyone can, however, copy anything from
the stack, or copy the stack itself. While the Can’t Delete Stack option is
turned on, no one can delete the stack except by dragging it to the Trash.

Unless you set a password, anyone can open the Protect Stack dialog box
and turn off these options.

3. To prevent others from changing your protection settings, click Set Password.
(This step is optional.)
You see the dialog box for setting a password.

4. Enter a password.
(This step is optional.)

Setting a password for the stack prevents unauthorized users from opening
the Protect Stack dialog box, whether or not Private Access is selected. If
you've selected Private Access as well as setting a password, you need to
use the same password to open the stack itself.

5. Click OK.

After you've set a password, no one can change the settings in the Protect
Stack dialog box without knowing the password unless you remove it (as
explained in “Removing a Password” later in this chapter).
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Unmodifiable stack padlock

When you're using a write-protected stack (that is, a stack for which the Can't
Modify Stack option is selected in the Protect Stack dialog box), a pack ()
appears in the menu bar. The padlock means that you can’t make any changes
in the stack.

Opening a padlock

HyperCard automatically selects the Can’t Modify Stack checkbox when the
stack is on a write-protected medium (a locked disk, CD-ROM, or locked

folder on a file server). To make changes to such a stack, you first have to
figure out why it's locked. If the Can’t Modify Stack checkbox is selected or

the Locked checkbox is selected in the stack’s Get Info dialog box (in the
Finder), you have to deselect these options before you can make changes to the
stack. In many cases, copying the stack to an unlocked disk makes the stack
modifiable.

O Some changes don't lasiome stacks are designed so that, when the stack
is locked, you can type into a field or paint a picture on a card or
background; but the changes disappear as soon as you leave the current
card. (See theserModify ~ property in theHyperCard Script Language
Guidefor details.) [

Limiting user level

You can limit the way people use and change a stack by limiting the user level
in the Protect Stack dialog box. Follow these steps:

1. Choose Protect Stack from the File menu.

The Protect Stack dialog box appears.
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2. Click a user level.

Browsing is the lowest level.

Prokect Stack: Limit user level to: When this user level is different

[ can't Modify Stack () Browsing from the user level set in the
Can't Delete Stack Typin

g oot 8 oo . —— user's Home stack, the lower of

[ can't Peek 3 Authoring the two levels takes precedence.

[ Private Access @ Scripting

[ Set Password... ] [ Cancel ] [[ 0K ]]

The options available at the different user levels are described in “User
Levels and Options” in Chapter 1.

Unless you set a password as explained in the following two steps, anyone
can open the Protect Stack dialog box and change the user level.

3. To prevent others from changing the stack’s user level setting, dlick Set Password.
(This step is optional.)
The dialog box for setting a password appears.

4. Enter a password.
(This step is optional.)

Setting a password for the stack prevents unauthorized users from opening
the Protect Stack dialog box and changing the settings, whether or not
Private Access is selected. If you've selected Private Access as well as
setting a password, you need to use the same password to open the
stack itself.

5. Click OK.
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The tools and commands a user has access to while using the stack are
determined by both the user level you set in the stack’s Protect Stack dialog box
and the user level selected on the Preferences card of the user's Home stack.
When these two settings are different, HyperCard uses the lower setting.
(Lowermeans “closer to Browsing.”)

After you've set a password, no one can change the user level in the Protect
Stack dialog box without knowing the password (unless you remove it, as
explained in “Removing a Password” later in this chapter). You cannot find out

a password once it's been set, so make a note of the password or use one you
won't forget.

O Showing the hidden Protect Stack commawéhen the user level is set to
Browsing or Typing (either in the Protect Stack dialog box or on the
Preferences card in the Home stack), the Protect Stack command doesn’t
appear in the File menu; so you can’t change any of the protection settings.
To get the full File menu no matter what the user level is, press and hold
the 3 key while you open the File mendl

Preventing peeking at buttons and fields

When you create a stack to be used by many people, you can prevent others
from peeking at the buttons and fields in the stack. Follow these steps:

1. Choose Protect Stack from the File menu.

The Protect Stack dialog box appears.
2. Check the Can't Peek option to select it.
3. Click OK.
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Preventing script inferruption

When you display a stack in a public location (for example, at a trade show
booth or during an automated demonstration), you can prevent others from
stopping the stack’s scripts witg-. (88-period).

To prevent interruption of a stack’s scripts, follow these steps:

1. Choose Protect Stack from the File menu.

The Protect Stack dialog box appears.
2. Check the Can't Abort option to select it.
3. Click OK.

00 Can't Abort is dangerousUse this option with discretion. If this option is
turned on, the only way to stop a script before it's finished running is either
to pressig-Option-Esc (in System 7), or shut down the compuitér.

Removing a pussword
Any password you set in the Protect Stack dialog box remains in effect for the

stack until you explicitly remove it. To remove a password, follow these steps:
1. Choose Protect Stack from the File menu.
A dialog box prompts you for the password.
2. Enter the password and click OK.
The Protect Stack dialog box appears.
3. (Click Set Password.
The dialog box for setting a password appears.
4. (lick None to remove the password.

The Set Password dialog box disappears and the password protection is
removed.
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Setting user access for a stack on a file server

You can protect a stack available to users on an AppleShare file server via any
of the methods described in the preceding sections. In addition, you should be
aware of the following:

= Aswith any file on a file server, you can make the stack available to anyone
who has access to the network, or only to people who are registered users
of the file server. For information on setting file protection on a file server,
consult your network administrator.

= For a stack to be available to multiple users through a file server, the stack
must be either on a locked medium (such as a locked disk, CD-ROM, or
locked folder on the file server) or locked in the Finder. Selecting the Can't
Modify Stack option in the Protect Stack dialog box isn't enough to make
a stack available to more than one user.

= Any number of network users can use a locked stack at the same time, but
no one can make changes to the stack.

= When a stack is unlocked on a file server, only one person can use that stack
at a time. That user can make changes to the stack unless one of the
protection options has been set in the Protect Stack dialog box.
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Deleting a stack

When you delete a stack, you remove all the stack’s cards, backgrounds, and
scripts. Delete a stack only when you have no further use for it.

To delete the current stack, use the Delete Stack command from the File menu.
(This command is available when one of the General tools is selected at the
Painting, Authoring, or Scripting user level.) Unless the stack is protected from
deletion, you see a dialog box similar to this one:

Delete all ? cards in this stack?
Inside:Applications:HyperCard:Apple
Event Primer

[ Delete ] [[ Cancel ]]

If the stack is protected from deletion, you see the following dialog box:

Failed to delete stack. Stack is protected.

When you delete a stack with the Delete Stack command, it's as though you
dragged the stack to the Trash in the Finder and chose Empty Trash. If you
delete the only open stack, HyperCard returns you to the Home stack.
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Customizing Your Home Stack

You can tailor your Home stack to the way you work and to the tasks you
perform. With a few modifications, your Home stack can even serve as the
control center for all your work on the Macintosh. Your Home stack becomes
a launching pad for the applications, utilities, documents, and stacks you use
regularly.

You can organize your Home cards as you see fit. For example, you can put all

the buttons you use on one card; or you can put buttons that open applications
on one card, and buttons that open stacks on another. Or you can rename the
cards according to the categories you find most useful, and keep buttons on all

five cards. You can rearrange the order of the Home cards and change the way
each card looks.

The first two cards in the Home stack have buttons that take you to the stacks
that come with HyperCard. The buttons on the first card open the stacks that
introduce you to HyperCard, including the HyperTalk reference stack, and
some stacks that help you with various office tasks. However, you can set up
the Home stack any way that you like.

As you become more comfortable with HyperCard, you can make the Home
cards even more useful by adding buttons that are linked to your favorite
stacks, applications, and documents. You can also create buttons that go to
other cards in the Home stack itself—either to ones that already exist, or to
cards that you add. (See Chapter 6, “Working with Buttons,” for information
on creating new buttons.)

Changing the appearance of Home cards

Besides adding buttons to your Home cards, you can also change the
appearance of the Home cards by adding text and pictures.

When you add text or a picture to the background layer of a Home card, it
appears on all the Home cards in that background. (The Home stack has several
backgrounds.) When you add text or a picture to the card layer of a Home card,
it appears only on that card. (For instructions on adding text to a card or
background, see Chapter 7. For instructions on adding pictures, see Chapter 8.)
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Using the Home stack as a control center

Once you've added buttons to your Home stack for all the stacks, applications,
and documents you use frequently, you can use your Home stack as a starting
point, or control center, for all your work on the Macintosh.

To use the Home stack as your control center, you tell your computer to launch
HyperCard at startup time. The way you do this is determined by the type of
system you have (6.x or 7).

To quick-start HyperCard under System 6.x, follow these steps:

1. Go to the Finder.
2. Click the HyperCard icon once to select it.
3. Choose Set Startup from the Special menu.

A setup dialog box appears:

1 Start up “HD80” with:

@ & Finder (0 <& % Multifinder

Upon startup, automatically open:
@ HyperCard
O Gnenad fApniationy and 48
(> Finder Only

4. (lick OK.

Now when you start your computer, HyperCard will launch automatically and
the Home stack will open.
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To quick-start HyperCard under System 7, follow these steps:

—_—

Find the HyperCard icon.
(reate an alias for HyperCard.

Go to the Finder.

Find the Startup ltems folder in the System Folder.
5. Drag the HyperCard alias to the Startup ltems folder.

Startup Hemns
Now when you start your computer, HyperCard will launch automatically and
the Home stack will open.
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Working with Cards and Backgrounds

When you build HyperCard stacks, you perform many tasks that involve
creating and manipulating cards and backgrounds. You can add cards to a
stack, rearrange the cards in a stack, or copy a background from one stack to
another.

This chapter gives specific instructions for working with cards and
backgrounds. To do the tasks in this chapter, you must have your user level set
to Authoring or higher. For instructions on setting your user level, see “User
Levels and Options” in Chapter 1.
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Working with Cards
A card is arectangular area that can hold buttons, fields, and graphics. All cards
in a stack are the same size. Each card is a composite of two layers—a
foreground layer, called the card layer, and a background layer. You see the

elements of both layers when you look at a card, as if the card were a

transparent layer in front of the background. Each layer can contain its own
buttons, fields, and graphics.

Adding a new card fo a stack

When you add a new card to a stack, HyperCard always puts the new card right
after the current card. The new card automatically acquires the background of
the current card. If you want to add a new card with a blank background, you
need to add a new background. (“Creating a New Background,” later in this
chapter, gives instructions.)

New card 4\

Current card

To add a new card to the current stack, follow these steps:

1. Go fo the card you want the new card to follow.

If you want to add a new card at the end of the stack, go to the last card in

the stack by choosing Last from the Go menu (or by pres&idgr
38-right arrow).
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2. Choose New Card from the Edit menu (or press 3&-N).

The new card is inserted immediately after the card you were looking at
when you chose New Card, with the same background as that card. The
new card appears on your screen.

New card 4\

Current card Card 3 [ ;._-__. '

Creating a new first card
If you want to create a new card as the first card in the stack, follow these steps:

1. Choose First from the Go menu (or press $&-1).

The first card in the stack appears on the screen.
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2. Choose New Card from the Edit menu (or press 3&-N).

The new card is added after the first card and has the same background as

the first card.

. 2uRT
-

The new card appears on the screen.

2
Current card

3. Choose First from the Go menu again.

The first card in the stack appears on the screen again.
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4. Choose Cut Card from the Edit menu.

This removes the first card in the stack and puts a copy of it onto the
Clipboard. The card that was second in the stack is now first.

=

0 Putting the original first card back into the stacko put the former first
card back into the stack, go to the card you want the cut card to follow and
choose Paste Card from the Edit méerhe pasted card is added
immediately after the card you were looking at when you chose
Paste Card[]
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Working with large cards

When you're working with a stack whose cards are larger than the screen, you
can see only a portion of a card at a time. To look at other parts of a card that
is larger than the screen, you can use either of the following techniques:

= Press8-Shift-E and then drag the card around using the hand pcdmter ().
The pointer turns into the hand when it is over the card. When you release
the mouse button, the hand disappears. To move around the card several
times in succession, press and holddhkey until you're finished.

= Open the Scroll window by choosing Scroll from the Go menu, or by
pressinggs-E. Then use the Scroll window to scroll to other parts of
the card.

The blank area represents

To scroll to other parts of the entire card.

the card, drag from the
middle of the rectangle.

The rectangle inside the
blank region represents the
part of the card you see on
your screen.

The pointer becomes a
hand when it's in the
middle of the rectangle.

O You can work with small windows as wellou can also use either of these
techniques to view any card when the window is smaller than the card.
(“Moving and Resizing the Card Window” in Chapter 1 explains how to
resize the card window.]!l

To limit the scrolling to either horizontal or vertical movement, hold down the
Shift key while you drag.
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To hide the Scroll window, click its close box or présE.

O Keep the card window no larger than the scre@/hen you're working
with a stack whose cards are larger than the screen, keep the card window
small enough to fit on the screen. If you make the card window larger than
the screen, you can't scroll around to see all the parts of the card. (See
“Changing the Size of Cards” in Chapter 4 for instructions on making the
cards smaller.)]

Copying a card

You can copy a card into another stack or to another location in the same stack.
When you copy a card, you copy everything associated with it including its
background, graphics, fields, text, buttons, and scripts.

Here’s how to make a copy of a card:

1. Go fo the card you want to copy.
2. Choose Copy Card from the Edit menu.
This puts a copy of the current card on the Clipboard.
3. Go to the card you want the copied card fo follow.
It can be in the current stack or in any other stack.
4. Choose Paste Card from the Edit menu (or press 3&-V).

The card is pasted immediately after the card you were looking at when you
chose Paste Card. The copied card becomes the current card.

If you've copied the card from a stack whose cards are a different size,
HyperCard resizes the card so that it's the same size as the other cards in the
current stack.

The copied card acquires the name of the original card (if the original card has
a name). This means that, if the copy and the original are in the same stack, you
have two cards in the stack with the same name. You should rename one of
them so that each card in your stack has a unique name. (“Naming a Card” later
in this chapter gives instructions.)

0 Copying a card copies its script§¥hen you copy a card from one place to
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another, you copy the card’s script and any scripts associated with the
card’s buttons, fields, and background. Because scripts sometimes rely on
the characteristics of a particular stack, you can encounter problems (such
as unfamiliar messages) after you copy a card. See “Copying Parts from
Other Stacks” in Chapter 4 for the details.

Moving a card

You can move a card to a different stack or to a different place within the same
stack. When you move a card, you also move everything associated with it
including its background, graphics, fields, text (and text attributes), buttons,
and scripts.

To move a card, follow these steps:

1. Go to the card you want fo move.
2. Choose Cut Card from the Edit menu.

This removes the current card and puts a copy of it onto
the Clipboard.

3. Go to the card you want the cut card to follow.
It can be in the current stack or in any other stack.
4. Choose Paste Card from the Edit menu (or press $8-V).

The pasted card is placed immediately after the card you were looking at
when you chose Paste Card. The pasted card appears on the screen.

If you move the card from a stack whose cards are a different size,
HyperCard resizes the card so that it's the same size as the other cards in
the current stack.

O Moving a card moves its script8Vhen you move a card from one place to
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another, you move the card’s script and any scripts associated with the
card’s buttons, fields, and background. Because scripts sometimes rely on
the characteristics of a particular stack, you may encounter problems (such
as unfamiliar messages) after you move a card. See “Copying Parts from
Other Stacks” in Chapter 2 for instructions on how to correct the

problem. O

Making a card the first card in the stack

Moving a card to the first position in the stack requires several steps. First you
have to make the card the second one in the stack, and then you have to move
the first card out of the way.

To move a card to the beginning of the stack, follow these steps:

1. Go to the card whose position you want to change.
2. Choose Cut Card from the Edit menu.
This removes the current card and puts a copy of it onto the Clipboard.
3. Choose First from the Go menu (or press $&-1).
The first card in the stack appears.
4. Choose Paste Card from the Edit menu (or press 38-V).
The pasted card appears on the screen. It's now the second card in the stack.
5. Choose First from the Go menu again.

The first card in the stack appears again.
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6. Choose Cut Card from the Edit menu.

This removes the first card from the stack and puts a copy of it onto the
Clipboard. The card that was second in the stack is now first.

7. Choose Paste Card from the Edit menu.
The original first card is now the second card in the stack.

Getting information about a card
Using the Card Info command, you can get information about the current card

and change some of its properties. Follow these steps to get information about
a card:

1. Make sure you have one of the General tools selected.

2. Choose Card Info from the Objects menu.

A dialog box like the one in the following figure appears:

Card Info
Card Name: || |
Checking here is like Card number: 1 out of 9 - ThIS i.S the card’s
bending over the Card 1D: 2900 posn!onal number
corner of a page Contains 0 card fields. relative fo the other

ina book. —I— Contains 0 card buttons. cards in this stack.

+—{ 1 Card Marked
If this box is checked, —{|—{1Don't Search Card
1he Find commun(i [Jcan't Delete Card

won't look for text on

this card. I

Click here to see
the card script.
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3. When you're finished, click OK.

O Another way to open the Card Info dialog ba#thile any General tool is
selected, pres$-M to open the Message box; then typeand press
Return. (This shortcut works only if your Home stack is the one that comes
with HyperCard.) [

Naming a card

Generally, a card doesn’t have a name until you give it one. The card hame is
one way HyperCard identifies a card. You can use the card name in the
Message box to bring the card into view. And you can use the card name to
refer to the card in scripts.

To name a card or change its name, follow these steps:

1. Make sure you have one of the General tools selected.
2. (Choose Card Info from the Objects menu.

3. Type the name you want fo use for this card.

Card Info

Card Name: | | The name goes here.

Card number: 1 out of 9
Card 1D: 2900

Contains 0 card fields.
Contains 0 card buttons.

[ card Marked
[ Don't Search Card

[JcCan't Delete Card

4. (lick OK.

0 Use letters, not numberdt’s not a good idea to use a numeral as a card
name because one of the ways that HyperCard keeps track of cards in a
stack is by positional numbers. HyperCard may, for example, look for card
number 12 (the twelfth card in the stack) when you try to go to the card
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named “12.”0

Marking a card

You can mark specific cards in a stack and perform operations on them. For
example, you can print all the marked cards, scan all the marked cards, or go
from one marked card to the next. You can mark any of the cards in a stack,
whether or not they’re adjacent to one another.

Marking a card with the Get Info dialog box

One way to mark a card is by setting the appropriate option in the card’s Get
Info dialog box.

1. Go to the card you want to mark.
2. Make sure you have one of the General tools selected.

3. Choose Card Info from the Objects menu.
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4. (Check the option lubeled Card Marked to select it.

Card Info

card Name: ||

Card number: 1 out of 9
Card 1D: 2900

Contains 0 card fields.
Contains 0 card buttons.

Click here to mark the ——7 card Marked
card. If you click again [ Don't Search Card
YYOU unmu?k “’ [Jcan't Delete Card

5. Click OK.

To unmark a card, click Card Marked to deselect it.

Marking a card with the Message box

You can also mark and unmark cards by typing in the Message box.
Here’s how:

1. Choose Message from the Go menu (or press 38-M) to open the Message box (if it isn't
already open).

2. Type any of the following messages, substituting the text and the field name, number, or ID
you want fo use in your criteria for marking cards:

mark this card — This marks the
current card.

unmark cards where "MNew York” is in background field "City” — ThIS Unm“rks all 'he
cards with a background

field named City that
contains the fext
“New York.”

This unmarks
all the cards.

unmark all cards
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3. Press Return or Enter.

Once you have a set of cards marked, you can perform operations on them
by typing messages into the Message box.

print marked cards ——— This prints all the
marked cards.

This shows you all the ——f ;... marked cards
marked cards quickly,
one af a time.
go to the next marked card — This takes you fo
the next marked

card in the stack.

This takes you to the —— go ta the previous marked card
previous marked
card in the stack.

Excluding fields from fext searches
You use the Find command (in the Go menu) to search for specific text in the
fields of a stack. (“Looking for Specific Text” in Chapter 1 explains how to
search for text.) When you're searching for specific text in a large stack, you
can speed your search by excluding any fields that you know do not contain the
text you're looking for.

To prevent HyperCard from searching in the card fields and/or background
fields that appear on any particular card, follow these steps:
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1. Go to the card whose fields you want to exclude from text searches.
2. Make sure you have one of the General tools selected.
3. Choose Card Info from the Objects menu.

4. Check the Don't Search Card option to select it.

Card Info

card Name: ||

Card number: 1 out of 9
Card 1D: 2900

Contains 0 card fields.
Contains 0 card buttons.

. [ card Marked
Click here to exclude __| o't search Card

the card’s fields from [can't Delete Card
text searches.

5. Click OK.

HyperCard no longer searches in the fields that appear on this card (either
on the card layer or on the background layer).

When you want HyperCard to search in the fields that appear on this card again,
click Don't Search Card to deselect it.

Deleting a card

To remove the current card from the stack, choose Delete Card from the Edit
menu (or pres&-Delete ord8-Backspace). The current card disappears, and
you see the next card in the stack.

0 Immediate Undo can restore a deleted calfdyou delete a card by
mistake, you can bring it back by choosing Undo from the Edit menu before
you do anything elsel]

You can't delete the only card in a stack. If there’s only one card in the stack
and you want to delete it, choose Delete Stack from the File menu.
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Protecting a card from deletion
To protect a card from deletion, follow these steps:

1. Go fo the card you want to profect.

2. Make sure you have one of the General tools selected.
3. Choose Card Info from the Objects menu.
4. Check the Can't Delete Card option fo select it.
Card Info
Card Name: ||
Card number: 1 out of 9
card 1D: 2900
Contains 0 card fields.
Contains 0 card buttons.
[ card Marked
. [JDon't Search Card
prof(!lccikﬂl::r(z:g {]Can't Delete Card
from deletion.
5. Click OK.

You can’'t remove the card from the stack while the Can't Delete Card
option is turned on. You can, however, delete the entire stack, taking the
protected card with it.

If you want to delete just the card, first remove its protection by clicking Can’t
Delete Card in the Card Info dialog box to deselect it.

0 Preventing changes to a card:o prevent changes to a card, you must
protect the entire stack from modificationl.
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If you try to delete a protected card, you'll see the following dialog box:

Can't delete protected card.

Working with Backgrounds

A background serves as a template for a stack or for a related group of cards
within a stack. Whatever’s in a background is common to all cards associated
with that background. You place buttons, fields, and graphics in the
background when you want them to appear on all the cards that share the
background.

There can be millions of backgrounds in a stack. Every card in a stack could
have its own background, although that would defeat the purpose of
backgrounds. Together, the elements in a background help communicate the
purpose of the stack, or that section of the stack, by giving a similar appearance
and function to the cards that share the background. This makes it much easier
for other people to figure out what the stack is for and how to use it, and much
easier for you to create and modify the stack. You can make changes to many
cards at once just by changing elements in their common background.

To see the background layer of the current card, choose Background from the
Edit menu (or pres¥#-B). When you choose Background, you toggle back and
forth between the card layer and the background layer.
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When you're in the background layer, the menu bar is striped, and a check
mark appears to the left of the Background command in the Edit menu.

A E T I P F F T P FF P F P AP P FF PP P PP F TP AP P PP AP F P F PSP PP F PP F P Frr i s,

When you'reinthe | “'& “File “Edit Go Tools 0bjects Font  siyle &
background layer,
the menu bar has

diagonal stripes.

To see how many cards share the current background, choose Bkgnd Info from
the Objects menu.

Background Info

Background Name: |Home Cards

Background 1D: 2717
Background shared by 7 cards. This number fells
you how many cards
in the stack share the
current background.

Contains 5 background fields.
Contains ? background buttons.

[JDon't Search Background

[ Can't Delete Background
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To see how many backgrounds there are in the current stack, choose Stack Info
from the Objects menu.

Stack Info

Stack Name: [Apple Event Primer

Where: Inside:Applications:HyperCard:

Stack contains ? cards. This number tells you how

Stack contains 2 backgrounds. many buckgrounds are in

size of stack: 31 K the current stack.
Free in stack: 0 K

Card size: <416 1240

For information about adding buttons, fields, and graphics to a background, see
Chapters 6, 7, and 8.

Creating a new background

When you want some (but not all) of the cards in a stack to have a similar
appearance or to contain the same elements, you can create a new background
to be shared by just those cards. To add a new background to a stack, choose
New Background from the Objects menu. This adds to your stack a new, empty
card with a blank background, and moves you to the background layer of that
card. The new card (and, consequently, the new background) is added
immediately after the card you're looking at when you choose New
Background.

I]h_jec:ts

gution infa..
Fietd info..
Card Info...
Bkgnd Info...
Stack Info...

Hrig Chasey 2o
Sead Farthay -

New Button
New Field
New Background —

Use this command to create a new background.
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Moving between backgrounds

When you're in a stack that has more than one background, you can move
between the different backgrounds by following these steps:

1. Open the Message hox.
2. Type any of the following:

go to next background

This message takes you to the first card
of the next background in the stack.

This message takes you to the first card
of the previous background in the stack.

go to previous background

go to background "Employees

This message takes you to the first card of
the background named Employees.

3. Press Return or Enter.
You go immediately to the first card with the specified background.

If there’s no such background in the current stack, you see a dialog box
telling you so.

For information on naming a background, see “Naming a Background” later in
this chapter.

Copying a background

You can copy a background from one stack to another or from one place to
another in the same stack. To copy an existing background, you copy a card
that has that background. (When you copy a card, you copy everything
associated with it, including its background.)

To copy a background, follow these steps:

1. Go to a card that has the background you want fo copy.
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Choose New Card from the Edit menu (or press 3&-N).

You choose New Card to get a card without any card buttons or fields on it
(you're interested only in the card’s background).

Choose Cut Card from the Edit menu.

Move to the card you want the new background to follow.

It can be in the current stack or in another stack.
Choose Paste Card from the Edit menu.

The pasted card becomes the current card.

To make another card with this background, immediately choose New Card from the
Edit menu.

This creates a new card with the same background as the current card (the
card you just pasted). This new card contains only the background elements
of the copied card (that is, the background buttons, fields, graphics, and
script). You can create as many cards with this background as you like by
repeating this step.

Copying a background copies its script¥hen you copy a background

from one place to another, you copy the background’s script and any scripts
associated with the buttons and fields that are in that background. Because
scripts sometimes rely on the characteristics of a particular stack, you

may encounter problems (such as unfamiliar messages) after you copy

a background. See “Copying Parts from Other Stacks” in Chapter 4

for instructions on how to remedy this problem.

Making multiple copies of the same background

You can get copies of identical backgrounds into a stack by following
these steps:

1.
2.
3.

Go fo a card whose background you want to duplicate.
Choose Copy Card from the Edit menu.
Change any characteristic of the current background.

For example, change the background’s name.
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4. Choose Paste Card from the Edit menu.
The copied card goes into the stack with a new background.
5. If you want, restore the change you made to the original background.

The two backgrounds are now exactly the same, except for the IDs.

Getting information about a background

Using the Bkgnd Info command, you can get information about the current
background and/or change some of its properties. Here's how:

1. Make sure you have one of the General tools selected.
2. Choose Bkgnd Info from the Objects menu.

A dialog box like the one in the next figure appears.

Background Info

This is the number of cards Background Name: |Home Cards

that use this background. —{ Background 10: 2717
Background shared by ¢ cards.
With this box checked, the Contains 5 background fields.
Find command won't look at Contains 7 background buttons.
any fields on cards that use []Don't Search Background
this bu(kground_ +—[<] Can't Delete Background
J
With this box checked, at

least one card must exist

o
that uses this background. Cick here to s the

background script.

3. When you're finished, click OK.
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Naming a background

Generally, a background doesn’t have a name unless you give it one. A
background’s name is one way HyperCard identifies the background. You can
use the background name in the Message box to bring the first card with that

background into view. And you can use a background’s name to address the
background through scripts.

To name a background or change its name, follow these steps:

1. Make sure you have one of the General tools selected.
2. Choose Bkgnd Info from the Objects menu.

3. Type the background's name.

4. Click OK.

Excluding background fields from text searches

You use the Find command (in the Go menu) to search for specific text in the
fields of a stack. (“Looking for Specific Text” in Chapter 1 explains how to
search for text.) When you're searching for specific text in a large stack, you

can speed your search by excluding any fields that you know do not contain the
text you're looking for.

To prevent HyperCard from searching in all of the background fields that
belong to any particular background, follow these steps:

1. Go fo a card with the background whose fields you want to exclude from text searches.
2. Make sure you have one of the General tools selected.

3. Choose Bkgnd Info from the Objects menu.
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4. Check the Don't Search Background option to select it:

Background Info

Background Name: |Home Cards

Background 1D: 2717
Background shared by ? cards.

Contains 5 background fields.
Click here to exclude Contains 7 background buttons.

the background’s —{—7 non't search Background

fields from text [ Can't Delete Background
searches.

5. (Click OK.

O No background fields searche&etting the Don’t Search Background
option prevents HyperCard from searching in any fields on the current
background. To prevent HyperCard from searching in background fields
only on specific cards, follow the steps in “Excluding Background Fields
from Text Searches” earlier in this chaptér.

Protecting a background

When you protect a background from deletion, you tell HyperCard not to allow
the removal of the final card that has that background.

To protect a background from deletion, follow these steps:

1. Go fo a card that has the background you want to protect.
2. Make sure you have one of the General tools selected.

3. Choose Bkgnd Info from the Objects menu.
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4. (Check the Can't Delete Background option to select it.

Background Info

Background Name: |Home Cards

Background 1D: 2717
Background shared by ? cards.

Contains 5 background fields.
Contains ? background buttons.

Ifhi)k hlfre to ﬁr?'ed [J Don't Search Background

the backgrouna from — <] Can't Delete Background __“
deletion.

5. Click OK.

As long as the Can't Delete Background option is turned on, you can'’t
remove the last card with that background from the stack. (You can,
however, delete the stack, taking the protected background with it.)

To remove the background’s protection, click Can’t Delete Background in the
Bkgnd Info dialog box to deselect it.

0 Preventing changes to a backgroundou can protect a background from
deletion, but you can’t prevent changes to a background unless you protect
the entire stack from modificatior]
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Deleting a background

You can’t delete a background directly. To remove a background from a stack,
you must delete every card that uses that background. Follow these steps:

1. Go fo a card that has the background you want to delete.
2. (Choose Delete Card from the Edit menu (or press 3&-Delete or $8-Backspace).

The card disappears unless it's protected. If the card is protected, you see a
dialog box telling you so. See “Protecting a Card from Deletion” elsewhere
in this chapter for instructions on removing card protection.

If you delete a card by mistake, you can bring it back by choosing Undo
from the Edit menu before you do anything else.

3. Repeat steps 1 and 2 until you've removed from the stack every card that has the background
you want to delefe.

When Can’t Delete Background is selected in the Bkgnd Info dialog box, you
can'’t delete the final card with this background. You can, however, delete the
stack, including the protected background. “Protecting a Background” earlier
in this chapter gives information on setting and removing a background’s
protection.
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Working with Buttons

Buttons are “hot spots” you click to make things happen in stacks. A button can
take you to another card, show you a picture, launch an application, or play a
QuickTime movie.

This chapter explains how to do the following:

= create and modify buttons
= use the ready-made buttons that come with HyperCard
= use buttons to link information

To do all the tasks in this chapter, you must have your user level set to
Scripting. (“User Levels and Options” in Chapter 1 tells you how to set your
user level.)



Button Basics

You use buttons to link any piece of information—a card, an idea, a picture, an
address—to any other piece of information in any way you like. But buttons
have powers beyond linking—they can play sounds, dial a phone, or produce
visual effects.

Behind every button is a script—you click the button, and HyperCard carries
out the HyperTalk commands in the script. You can create a link without

writing the script that makes it work; HyperCard provides a mechanism to do
it for you. You can also copy buttons with pre-programmed scripts from other
stacks, including the Readymade Buttons stack that comes with HyperCard.

Tools for working with buttons
To work with buttons, you need the Button tool and the Browse tool.

Use the Button tool fo create and modify buttons.

Use the
Browse fool
to click
buttons.

To make it easy to alternate among the tools, you can “tear off” the Tools
menu to create a movable Tools palette: Drag down through the menu past its
bottom edge.
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You can use the followingg-key shortcuts to choose the tools you need for

working with buttons:

To do this... ...press this
Create a movable Tools palette Option-Tab
Choose the Browse tool 38-Tab
Choose the Button tool 38-Tab-Tab

For a more thorough explanation of these tools, see “Using HyperCard Tools”

in Chapter 4.

Button Info dialog box

You use the Button Info dialog box to get information about a button and to set

Changes to the button
appear here as you
make them.

(lick here to link the button
to another card or stack.

button characteristics.

=—————— Button Info

Button Name: |HyperCard Tour |

Card button number: 2 Style:

Family and Auto Hilite determine
the button’s highlighting behavior.

Card part number: 2 Familg:@

Card button 1D: 4
(] Show Name
Auto Hilite

] Enabled

L Show Name determines
whether the button’s name

HuperCard Tour

|
Click here to set the —|{Test styte...) [ LinkTo.. ) [ teon.. | [__0k ]

text attributes for
the name.

[ script... ][ Effect.. | [Contents...] [ Cancel ]

appears on the card.

Unless Enabled is checked, the
button will appear grayed out
and won't work.

Click here to choose You can store information

visual effect for the in a button.
button.
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To get to the Button Info dialog box:

1. Choose the Button tool (<) from the Tools menu.
2. (Click once on the button you want to work with.
3. Choose Button Info from the Objects menu.

Or, double-click the button you want to work with in step 2 and skip step 3.

Where should the button go?

Whenever you add a button to a stack, you need to decide whether you want it
in the card layer or the background layer. To decide where to put the button,
consider where you want it to appear:

= If you want the button to appear on only one card, put it in the card layer.

= |f you want the button to appear on every card in a stack, create a stack with
a single background and put the button in the background layer.

= If you want the button to appear on some of the cards in the stack (but not
all of them), create a different background for those cards and put the
button in that background only. “Creating a New Background” in Chapter
5 explains how to add a background to a stack.

A background button appears in the same location on all cards that share the
background. To add a button to a background, you must be in the background
layer; to add a button to a card, you must be in the card layer.

O Wrong layer? The most common mistake in adding a button is putting it
in the card layer when you want it in the background layer. To find out
whether the button is in the background layer, p¥&&sto see just the
background elements. If you put a button in the card layer by mistake, see
“Moving a Button from the Card to the Background” later in this
chapter.
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Locating buttons

Many of the buttons in stacks are easy to locate right away. But some buttons
are harder to find, particularly transparent ones. You can locate the buttons on
the current card and background using any of the following methods:

= While the Browse tool is selected, you can “peek” at the buttons by
pressing and holding t# and Option keys. Gray rectangles appear
around the buttons:

Thick gray rectangles
outline the buttons in
the background layer.

Dotted rectangles
outline the buttons
in the card layer.

=  When you choose the Button tool from the Tools menu, rectangles appear
around the buttons that don't already have an outline:

When you choose the Button tool and press $8-Option,
gray rectangles outline the visible buttons ...

) Message

Calls Recelfved ... and the

hidden buttons.

Tue, Jan 30, 1990 936 AM

(4803 555-5678 x23455
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Using Readymade Buttons

HyperCard comes with a stack called Readymade Buttahsontains buttons
you can copy and paste. These buttons have pre-programmed scripts that can
add power and versatility to your stacks.

The Readymade Buttons stack includes buttons for launching applications,
playing sounds, making pictures disappear and reappear, creating pop-up
fields, and much more. It also includes special tools for creating custom-made
buttons. These buttons are designed to work in virtually any stack. They don't
depend on your stack’s structure in any way.

Buttons that open stacks that come with HyperCard: Buttons that hide and show the card piciure:

ﬁ [<] Show Card Picture
: [] Hide Card Picture

dppointrnents dddresses

Buttons that open applications: A button that plays a sound:
‘!
2 )
Macw'rite MacPaint Baing
A button that A button that creates a
A button that lets A button takes you to pop-up field, and
you search for that dials the HyperCard opens and closes the
text in a stack: the phone: Help stack: field after it's created:
Find... [rial :

Copying ready-made buttons can make stack building easier and save you a lot
of time. If you see a button in any stack that does something you like, copy it
and paste it into your stack.
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Follow these steps to copy a ready-made button:

—_—

9.

Open the Readymade Buttons stack.

Go to the card that has the button you want to copy.

Choose the Button tool (<) from the Tools menu.

Click the button you want fo copy.

A moving dashed line surrounds the selected button.
Choose Copy Button from the Edit menu.

This puts a copy of the selected button (including its script) on the
Clipboard.

Go to the card or background where you want to put the copied bution.

Use the arrow keys or commands in the Go menu to navigate between cards
while the Button tool is selected. If you're not sure whether to put the
button in the card layer or the background layer, see “Where Should the
Button Go?” earlier in this chapter.

Choose Paste Button from the Edit menu.

This takes a copy of the button that’s on the Clipboard, puts it onto the
current card or background, and selects it.

. While the button is still selected, drag it to where you want it on the card.

If you place a button on the card layer and you really want it on the
background layer, see “Moving a Button from the Card to the Background”
later in this chapter.

Choose the Browse tool and click the button fo test it.

You can look at the HyperTalk commands that make the button work by
opening the button’s script (see “Opening a Button’s Script” later in this
chapter). You can also change how a ready-made button looks (see “Changing
the Appearance of a Button” later in this chapter).
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Creating a Button
Buttons come in many different styles and sizes. You can bring a button to life

by linking it to another card or writing a script for it.

(reating a transparent button
You can create a blank, transparent button very quickly.

1. Choose the Button tool (=) from the Tools menu.
2. Move the pointer anywhere on the card where you want the new button to appear.
3. Press and hold down the 38 key while you drag diagonally.

The button is automatically selected when you create it.

A newly created transparent button is, by definition, invisible (except for the
dotted line surrounding it when it's selected) and doesn’t do anything. You
need to create a use for it and give it some visible substance, either by writing
a script for it or by using some of the options in the Button Info dialog box.

Naming a button

You can give a button a name if you want to display text on it, or if you want
to address the button by name through scripts or the Message box. Follow these
steps to name a button:

1. Choose the Button tool (=) from the Tools menu.
2. (lick the button you want to name.
3. Choose Button Info from the Objects menu (or double-click the button).
The Button Info dialog box appears.
4. Type a name for the button.
It's best to give the button a name that communicates its purpose.

5. Check the Show Name option fo have the button name appear on the button.
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Making a button unclickable

Sometimes it's useful to create a button that you want to appear on a card, but
that you don’t want to be clickable yet. For example, you may want a button to
be clickable only after a user has selected text in a field or has made a specific
menu choice.

To make a button unclickable, you turn off the Enabled checkbox in the Button
Info dialog box. Follow these steps:

1. Choose the Button tool (=) from the Tools menu.

2. (Click the button you want fo disable to select it.

3. Choose Button Info from the Objects menu (or double-click the button).
The Button Info dialog box appears.

4. (Click the Enabled checkbox so that there is no “X" in it.

The button appears dimmed in the Button Preview window. It is
unclickable until you turn Enabled back on again.

0 Adisabled button needs a re-enabling scriptsabling a button isn’t very
useful unless you intend to enable it again. In most cases, you'll need to use
a script to do it—for example, using iinthen  command to enable the
button when some condition is met. The HyperTalk Reference stack shows
you how to do this.[]

Changing the Appearance of a Button

Once you create or copy a button, you can change its appearance by resizing it,
changing its style, making it highlight when it’s clicked, showing or hiding its
name, or even dimming its name so that it's unclickable. This section explains
how to make a button look the way you want it to. Another section later in this
chapter, “Working with Icons,” tells how to add, customize, and remove icons
from buttons.

0 You can change background buttons from the card layeu can change
the appearance of both card buttons and background buttons while you're
working in the card layer. You don't have to be in the background layer to
modify background buttons]
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Changing the size of a button

To resize a button, follow these steps:

1. Choose the Button tool (<) from the Tools menu.
2. (Click the button you want fo resize to select if.
A moving dashed line surrounds the selected button.

3. Drag from any corner of the button.

To resize the button in one dimension only, either horizontally or vertically,
hold down the Shift key while you drag from a corner.

0 Creating a standard-size buttorf you hold down the Shift key while you
resize a rounded rectangle or standard button, HyperCard automatically
makes the button a standard height (the same height as the buttons
produced by the New Button command).
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Choosing a button's style

A button can have any one of many styles. The following figure shows some
examples:

Button styles

NI .~ Option 1

AR Option 2 Ll

| option3 |00
S L[ 1117,

Use the following steps to set any style.

1. Choose the Button tool (<) from the Tools menu.
2. (lick the button to select it.
3. Choose Button Info from the Objects menu.

The Button Info dialog box appears.
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4. Open the Style pop-up menu.

Press here to see choices. .. ...and drag to the one you want.
= Button Info ———————— |
Home | M - Transparent — The current style
number: 1 Style:| Transparent v| Fa Opaque 15 (heCked'
 mber: 2 Rectangle
10: 2 Fﬂmilu! Round Rect
’ Shadow
............................................. Check Bos
EShﬂw Name Eemmmmm = Radio Button
Auto Hilite
ﬁ [ Enabled ;ti_nd?trd
[ shared Hilite etau
. Oval
LR et
Fopup

5. Drag down to select the style you want to use.

If you drag down far enough, the menu scrolls to show more choices. A
model of the button appears in a window in the dialog box.

6. Click OK.

About pop-up buttons

When you use any button style except pop-up, clicking the button causes a
single action—for example, you go to a different card, dial a telephone, or open
an application. But pop-up buttons present a range of choices.

Chicago

Maps . Boston
New York
Los Angeles |
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Pop-up buttons are like collapsed menus you can put anywhere. You can see
examples of pop-up buttons in any Field Info or Button Info dialog Do
Style pop-up menu is actually a pop-up button.

The name of the button appears at the button’s side (assuming that the Show
Name option is checked), with the currently selected item showing in the
collapsed window.

When you set a button’s style to pop-up in the Button Info dialog box, an
editable field called Title Width appears. Into this field you type a width (in
pixels) for the button name area. As soon as you type a width, you see the effect
of your entry reflected in the Button Preview window.

To add a list of menu items for the button, click the Contents button in the
Button Info dialog box and type a new line for each item. Click OK when
you're finished.

To use pop-up buttons effectively, you need to write scripts for them. You use
conditional statements to decide what will happen when a user selects a
particular item. (For more information, see the HyperTalk Reference stack.)

Changing the look of button text

You can change the font, style, or size of the name that’s displayed on a button
by choosing commands from the Font and Style menus and by selecting
options in the Text Style dialog box.

To set the look of a button’s name using the Font and Style menus, follow
these steps:

1. Choose the Button fool (<) from the Tools menu.
2. (Click the button you want fo change fo selet it.

A moving dashed line surrounds the selected button.
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3. Choose from the Font and Style menus to set the font, style, and size of the button’s fext.

Future v Plain -1
Garamond Bold
Gavarnie fiafic
A check mark appears next —F Geneva Underline Choose one or more Sw!es fo
fo the font you choose. Helvetica oueline | —— format text. Choose Plain to
| Garamond Lightltalic Shadem remove all other styles.
Imagellriter Condense
lvy League Extend
LED Group ——
London
McCloud 9 T
:s;:gzsquare g The best point sizes for the
New York 14 —— selected font appear outlined.
Oblige <18
Palatino 24} 1
Relief
san Francisco other... ———— Choose Other fo select o
point size not shown.

The button’s name is displayed in the font, style, and size you've chosen.

Chapter 6: Working with Buttons



If you prefer, you can use the Text Style dialog box to set the button’s text look.
To do so, select the button and choose Text Style from the Edit menu. You can
also click the Text Style button in the Button Info dialog box.

Click to select the font you want. (O, double-click to
select the font and return to your work quickly.)

Text Properties

Button Test Style Click to select a
| style: Hihens font size.
] Bold B Futura Bold
g l'J‘ ﬂd'": ine | B Futura Boldobii.
(lick to select or E UE“?:;B'HE C Futura Condense:
deselect one or more shadow | C2Ir0
d CB Futura Conden
text styles. O] Condense | 5! -
O] Extend Chicago
— Courier
. Futura Book L To use a font
Align: Geneva . | d
O Left Helvetica size not listed, type
@ Center inkDOT it here.
) Right London Sample
|

|
Click here to determine how the text ~ This shows what your
is aligned on the button. text looks like.

0 Note: You can't change the style of text that's displayed on a button with
an icon. [

Highlighting
Highlighting inverts certain buttons when you click them. In HyperCard, you
control what the highlight looks like, whether or not a button highlights when
you press it, and whether it highlights on all cards in a given background or just
on specific cards.

Making a button highlight when it's clicked

You can design a button so that it highlights momentarily when you click it.
Such a button provides visual feedback that you clicked it.
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To create a momentary highlight, follow these steps:

1. Choose the Button tool (<) from the Tools menu.
2. Double-click the button.
The Button Info dialog box appears.
3. Inthe Button Info dialog box, check the Auto Hilite option.
4. (lick OK.

Auto Hilite works as described for a button of any style, except for a checkbox
or radio button. When Auto Hilite is in effect for a checkbox or radio button,
clicking the button once highlights it and leaves it highlighted. Clicking the
button again removes the highlight.

With the Auto Hilite option turned off, you receive no visual feedback
when you click a button. Pop-up buttons, however, always behave as if Auto
Hilite is turned on.

Making a button appear highlighted on certain cards

Normally when you click a background button for which Auto Hilite is turned
on in the Button Info dialog box, the button becomes highlighted on every card
with that background. A background button for which Auto Hilite is turned off
never becomes highlighted when you click it.

Background buttons have an additional option called Shared Hilite. When
Shared Hilite is turned off, the highlight of the button can vary from card to
card—the button may appear highlighted on some cards, and not on others.
You can use this effect to signify that something is true for some cards but not
for others. Checkboxes and radio buttons are particularly good for this purpose.
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To allow a background button’s highlight to vary from card to card, follow
these steps:

1. Choose the Button tool (=) from the Tools menu.
2. (lick the button whose highlight you want to vary from card to card.
3. Choose Button Info from the Objects menu.
The Button Info dialog box appears.
4. (lick the Shared Hilite checkbox to deselect it.
When a background button is first created, this option is turned on.

5. (Click the Auto Hilite checkbox to select it, if it isn't already selected.

S=—————— Button it ="ie"ccVF=————

Button Name: |Home |

Bkgnd button number: 1 Style:
Bkgnd part number: 2 Familg'

Bkgnd button 1D: 2

[ show Name (lick Auto Hilite
P [ Auto Hilite — o select it.
[ Enabled
[ shared Hilite — (lick Shared Hilite to

S Preview deselect it

(Tent style...) [ Linkto... ) [ tcon.. ] (L€ ]
[ script... ][ Effect.. | [Contents...] [ Cancel ]

6. (Click OK.

Now, if you want the button to appear highlighted on any particular card, you
have to go to that card and click the button.
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(reating a family of butions

You create a family of buttons when you want to make sure that a user selects
only one out of a series of options. A button family is a group of two or more
buttons that share the same family number in the Button Info dialog box. When
one button in a family is highlighted, all the other buttons in that family are
unhighlighted.

You can create up to 15 families on each card, and up to 15 families on each
background. To create a family of buttons, follow these steps:

1. Move fo the card or background where you want fo create the button family.
2. Choose New Button from the Objects menu.
A new button appears selected on the current card or background.
3. With the new button still selected, choose Button Info from the Objects menu.
The Button Info dialog box appears.
4. Select a style for the button from the Style menu.
You can use any style, but radio buttons are typically used for families.
5. Select a family number from the Family menu.

Unless you want to add this button to an existing family, choose a number
not already in use for a family in this domain.

Make other selections in the Button Info dialog box as appropriate to your needs.
Click OK.

Drag the button where you want it to be.

Repeat steps 2 to 8 for each button in this family.

Be sure to use the same family number for each button in this family. For
aesthetic reasons, you should also use the same button style (typically the
radio button style) for each button in the family.

When you add a button to a family (that is, give it a family setting of anything
except “none”), its Auto Hilite option is automatically turned on.
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Family-making timesaver
If the only difference between buttons in a family is the button name, you can

save time by following these steps:
1. Follow steps 1 to 7 in the previous procedure.
2. Option-drag the new button where you want it to be.
This creates and drags an exact copy of the button.
3. Repeat step 2 as many times as necessary.

4. When you have created enough buttons, double-click each button to bring up its Button Info
dialog box and rename the button.

You can add or remove a button from a family at any time.

0 Prime the highlight pumpWhen you first assign existing buttons to a
family, some of the buttons may already be highlighted. Click any button
in the family to set the initial highlight and to turn off all other
highlights. 0

Working with lcons

Displaying an icon on a button is one good way to indicate visually what the
button does. An icon you assign to a button becomes part of the button. When
you select the button and drag it around on the card, the icon moves with it.

Assigning, changing, or removing an icon

To assign a new icon to a button, change a button’s icon, or remove a button’s
icon, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. Double-click the button you want to work with.

The Button Info dialog box appears.
3. Inthe Button Info dialog box, click lcon.

The Icon Chooser dialog box appears.
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4. Select an icon for the button, or remove the icon.

Choose Icon

lcon 1D: (none)

Ay )

To display an icon on the
button (or assign the
button a different icon),
click to select the icon
you want.

Seroll, if necessary, fo
find the icon you want to
display on the button.

%
&
%
=

R

Epe

(g ] [ Nome ] [ ok

Click here if you want to
remove the button’s icon.

5. Click OK.

Your button displays the icon you've chosen.

Combining fext with an icon
You can add text to a button that already has an icon. Follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. Double-click the button.

The Button Info dialog box appears.
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3. Type the text you want to add to the button in the Button Name field.
4. Make sure the Show Name option is checked.

5. Click OK.

The text appears along with the icon on your button. To see all the text, you
may have to enlarge the button:

B

ane Murnbe
5

To resize the button, drag from any corner.

0 Note: You can't change the style of text on a button with an idon.

(reafing a new icon

Using the HyperCard Icon Editor, you can modify the icon displayed on a
button, create an icon of your own, add icons to your stacks, and copy and
move icons between stacks. To create a new icon, follow these steps:

1. Choose Icon from the Edit menu (or press 3¢-1).

The Icon Editor opens. If you haven't created an icon, and no icons are
attached to this stack, the New Icon dialog box appears and you can skip
the next step.
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2. Choose New Icon from the File menu (or press 3&-N).

Any icon already in the Icon Editor clears, preparing for you to draw a
new icon.

Icon Editor

Name: | 10:[ 15536

4 of 4

[k ]

3. Draw the icon using the icon tools and the commands in the Icon Editor menus.

See “Icon Editor Menus and Tools” later in this chapter for instructions.
4. Give the icon a name and/or an ID, if you want.

HyperCard assigns a unique ID to each icon if you don’t provide one.

5. When the icon looks the way you want it, click OK to save the icon in your stack (or choose
New Button from the Edit menu if you decide you want to assign the new icon to a button now).

The Icon Editor closes and your card appears. Your new icon is saved in
the current stack. You can see it in the Icon Chooser dialog box (and assign
it to other buttons) whenever this stack is open.

If you've chosen the New Button command, a selected button with the new
icon appears in the center of the card.
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Modifying a button’s icon

To modify the icon of an existing button, follow these steps:

1. Choose the Button tool (<) from the Tools menu.

2. (Click the button o select it.

3. Choose Button Info from the Objects menu (or double-click the button).
The Button Info dialog box appears.

4. (Click lcon.

The Icon Chooser dialog box displays icons that are part of HyperCard,
your Home stack, and any stacks or other files you have open that have
icons assigned to them:

Choose lcon

The ID, name, and —
file location of the
selected icon

| lcon ID: 1017 "Phone” from "HyperCard B2"

The selected icon is

the one currently

assigned to the
— button.

— You can change the
icon on the button
by dlicking a
different icon.

Click here to edit the selected icon.
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5. Click Edit.

If the selected icon isn’t part of the current stack, the following dialog
box appears:

This icon is not in this stack. Do you want
acopy? .
Y If you dick Cancel, the Icon
Click OK to add the [ ok ] [Ccancer }—+——— Editor closes without adding
icon fo the current the icon to your stack.

stack and edit the icon.

If the icon isn’t already part of the current stack, HyperCard makes a copy
of the icon and adds it to the current stack. The Icon Editor opens:

HyperCard assigns a unique
ID to each icon—or you
Name:|Bill | 10:| 2002 } can use your own.

Icon Editor

What the icon looks like

Number of icons

ok ) attached to this stack

|
Use the scroll bar to see and edit
other icons attached fo this stack.

6. Edit the icon using the icon tools and the commands in the Icon Editor menus.

See “Icon Editor Menus and Tools” later in this chapter.
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7. Give the icon a name and an ID.
HyperCard assigns a unique ID to each icon if you don’t provide one.

8. When the icon looks the way you want it to, either click the scroll bar to go to another icon or
click OK.

If you click the scroll bar in the Icon Editor to go to another icon after
editing the current one, HyperCard asks whether you want to save
your changes.

The only icons you see when you move around in the Icon Editor are those
attached to the current stack. If the icon you've been working on was
copied from another stack, the changes you make affect only the copy of
the icon in the current stack. The original remains intact in the stack it came
from (or in the HyperCard file, if it's part of HyperCard).

When you click OK, the Icon Editor closes, and the edited icon appears on
the button. This icon is now part of your stack. You can see it in the Icon
dialog box (and assign it to other buttons) whenever this stack is the current
one.

0 Quick Icon Editor accessTo open the Icon Editor quickly, choose the
Button tool from the Tools menu, click the button whose icon you want to
modify, and presggé-I. [

O About ID’s: An ID is a unique identification number that HyperCard
attaches to objects (backgrounds, cards, fields, buttons—but not stacks)
and icons. HyperCard assigns the ID when the object or icon is created. An
ID remains unchanged for the life of an object; however, you can change
the ID of an icon. In most cases, the ID of an object or icon is of interest
only to advanced HyperTalk scripters.
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lcon Editor menus and tools
This section describes the menu items in the Icon Editor and the Icon Editor
tools for modifying an icon’s appearance.

As you make changes to an icon in the Icon Editor, they're reflected in the
small picture to the right of the magnified icon.

Icon Editor

Name:|Bill | 1:[2002

the edifing area fo the left, you
can see the actual icon size here.

Icon tools

The Icon Editor has three tools for working with icons: Pencil, Select, and
Hand. A tool appears when you roll the mouse over the icon editing area and
hold down a key as described in the following table.

«..by holding
Use this tool... down this key... ...to perform this function
Pencil (none) Turn a pixel on or off in the icon window (drag to turn on or
off more than one pixel).
Select Command Select some or all of the image in the icon window; then cut
or paste.
Hand Option Move the current image around in the icon window. The

image is clipped at the borders of the icon editing.area

Shift-drag with any of the tools to limit vertical or horizontal movement.
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Icon Editor menus

When the Icon Editor opens, the menu bar displays the following menus: File,
Edit, Icon, and Special. You use the commands in these menus for
manipulating icons and moving from one icon to another in the Icon Editor.

File menu
The following table describes the commands in the File menu.

Command Keyboard shortcut  What the command does

New Icon #B-N Creates a new (blank) icon in Icon Editor dialog box,
first presenting the chance to save any unsaved
changes to the current icon; clears the Icon Editor
window; assigns a default ID to the new icon.

Close Icon Editor  38-W Closes Icon Editor, presenting the chance to save any
unsaved changes to the current icon.

Duplicate Icon #-D Duplicates the current icon, first presenting the
chance to save any unsaved changes to the current
icon.

Quit HyperCard  38-Q Quits HyperCard, first presenting the chance to save

any unsaved changes to the current icon.

Edit menu

The Edit menu has the usual edit commands (Undo, Cut, Copy, Paste, Clear).
The last command, New Button, creates a new button on the current card or
background (if Background is the currently selected layer) using the image of
the icon currently in the Icon Editor. The Icon Editor closes, and you end up
back at the current card or background with the new button selected.
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Icon menu
The following table describes the commands in the lcon menu.

Command Keyboard shortcst  What the command does
Erase Power key E* Erases the whole image of the current icon.
Pickup ®-P Turns the pointer into a “snapshot” tool, a small box

that you can move anywhere on the screen. When you
click, the image under the box appears in the Icon

Editor.

Keep #-K Saves any changes you've made to the icon without
leaving the Icon Editor.

Revert Power key R* Reverts to the last saved image of the icon, discarding
any changes you've made since.

First ¥H-lordh-- Goes to the first icon in the current stack.

Prev 38-2 or - Goes to the previous icon in the current stack.

Next -3 0r1 Goes to the next icon in the current stack.

Last 3b-4 ordb-1 Goes to the last icon in the current stack.

Find 8-F Searches for a specific icon by name or ID.

* Power keys work when you have the Power Keys option selected on the Preferences card in
your Home stack. Striking a single key does the work of choosing a specific menu command.
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Special menu
The following table describes the commands in the Special menu.

Command Keyboard shortcut What the command does

Flip Horizontal Power key H* Flips the icon horizontally around an imaginary center

axis.

Flip Vertical Power key V Flips the icon vertically around an imaginary center axis.

Frame Power key F Draws a border around the entire icon.

Gray Power key G Dims the icon.

Invert Power key | Makes the icon appear in inverse—black squares become
white, and white squares become black.

Mirror Horizontal Power key M Makes the right half of the icon a mirror image of the left
half.

Mirror Vertical Power key X Makes the bottom half of the icon a mirror image of the
top half.

(notin menu) Power key [ Rotates the icon 9€ounterclockwise.
Rotate 90 Power key ] Rotates the icon®9€lockwise.
Shadow Power key S Draws a shadow to the right and bottom of the image.

* Power keys work when you have the Power Keys option selected on the Preferences card in
your Home stack. Striking a single key does the work of choosing a specific menu command.

Working with a selected part of an icon

When an area of the icon is selected, the commands in the Special menu work
only on the selected area, as do the commands Undo, Cut, Copy, Paste, and
Clear in the Edit menu. Power key O (the letter O, not zero) makes the selection
opaque (hiding whatever it's over when it appears on a card), and Power key T
makes it transparent (letting “white” areas show whatever is beneath when the
icon appears on a card).

If you Option-drag a selected area, you create a copy of the selection.
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Duplicating an icon in the current stack

To create an icon that looks similar to an icon you already have, start by
duplicating the one you have. You can duplicate an icon in the current stack or
copy it to another stack using the Icon Editor.

To duplicate and modify an icon in the current stack, follow these steps:

1. Choose lcon from the Edit menu (or press 3&-1).
2. Do one of the following:

= Scroll through the icons to find the one you want to duplicate.

Icon Editor

Name:|Bill | 10:[ 2002

Cancel

Click the arrows or the
scroll bar to scroll through
the icons, one at a time. | |

= Choose Find from the Icon menu to search for the icon by name or ID.
3. Choose Duplicate Icon from the File menu.

HyperCard creates a new icon in the current stack that’'s an exact copy of
the original icon, except the ID of the copy is one number higher than the
ID of the original (or the next available ID, if that one is taken). Initially,
the icon has no name.

4. Edit the new icon.

Use the methods described in “Icon Editor Menus and Tools” earlier in
this chapter.

5. (Click OK to leave the Icon Editor and save the icon.
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Getting an icon from another stack

You can'’t see an icon in a stack, or assign it to a button, unless it’s stored with
that stack, with your Home stack, or with HyperCard itself. If you see an icon
in another stack that you'd like to use in one of your stacks, you can copy or
move it into your stack by following these steps:

1.
2.
3.

Go to a stack that has the icon you want to copy or move.
Choose Icon from the Edit menu (or press 3&-1).

Scroll through the icons to find the one you want (or choose Find from the lcon menu to search
for the icon by name or D).

Another way to get to the icor8elect a button that has the icon on it (if
there is one), and then preééd. The Icon Editor opens with that icon
displayed in it.(J

Choose Copy lcon from the Edit menu.

This puts a copy of the current icon onto the Clipboard.
Click OK to close the Icon Editor.

Go to the stack where you want the icon.

Choose lcon from the Edit menu.

Choose Paste Icon from the Edit menu.

The pasted icon appears in the Icon Editor.

You can edit the new icon (as described in “Icon Editor Menus and Tools”
earlier in this chapter), click OK to leave the Icon Editor and save the icon;
or click Cancel to discard the pasted icon and leave the editor.

Be sure to attach icons to your stadkn icon that you see in your stack
might not be part of that stack—it could be part of your version of
HyperCard or part of your Home stack. If an icon that you're using isn'’t
part of the stack, other people may be unable to see it when they use your
stack on their own systems. Icons that are attached to your stack appear in
the Icon Editor. To attach an icon to your stack, selectitin the Icon Chooser
window; then click Edit. A dialog box appears if the icon is not already part
of your stack, asking if you want to make it 40.
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Deleting an icon from a stack
When you have icons in your stack that you no longer need, you can delete

them to save disk space. Follow these steps:
1. Choose lcon from the Edit menu to open the lcon Editor.

2. Scroll through the icons fo find the one you want to delete (or choose Find from the Icon menu
to search for the icon by name or D).

3. Choose Clear Icon from the Edit menu.

This removes the icon from the stack for good—the Undo command can'’t
bring it back.

4. C(lick OK to close the Icon Editor.

Linking Information

To create a link between related pieces of information, you create a button and
link it to another card or stack. When you click a button that’s linked to another
card, that card appears immediately.

Links are one way. To move back and forth between two cards, you need two
links—one in each direction:

|
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You can link a button to a card or stack using any of the following methods:

= Use the LinkTo box.
= Write a short script.

= Use the special linking tools in the Readymade Buttons stack.

Using the LinkTo method

To use the LinkTo method for linking a button to any card or stack, follow
these steps:

1. Create a new hutton.

2. With the Button tool sfill selected, double-click the button you want to link .
The Button Info dialog box appears.

3. In the Button Info dialog box, click LinkTo.
The LinkTo box appears:

You can close the LinkTo
box without creating a link
by dlicking the close box or

the Cancel button.

Link to:

[ This Card | [ This Stack | [ Cancel |

O LinkTo is not like standard dialog boxeBhe LinkTo box doesn’t work
like a standard Macintosh dialog box. You don’t respond right away when
you see the LinkTo box; you first use the HyperCard navigation methods
(such as the Go menu commands) to locate the card or stack to which you
want your button linked

4. Before you dlick a button in the LinkTo hox, go to the card you want to link the button to.

The LinkTo box doesn’t disappear—it stays on the screen while you move
from card to card. If the LinkTo box gets in your way, you can drag it by
its title bar to another location.
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5. When you're looking at the card or stack you want to link the button to, click the option in the
LinkTo box that reflects where you want the button to take you.

Click the This Card option if you want to link the button to the current card.
Click the This Stack option to link the button to the first card in the current
stack (no matter which card you're looking at).

After you click one of these options, HyperCard returns you to the card that
contains the button you've just linked with the button still selected.

6. To test your new link, choose the Browse tool from the Tools menu and click the button.

You should end up on the card you've just linked to. If not, repeat the
LinkTo procedure or try the scripting procedure described in the next
section, “Scripting a Link.”

O LinkTo replaces the previous link. you use the LinkTo method to link a
button that already has a link, the new link replaces the previousone.
Scripting a link
As an alternative to using the LinkTo box, you can write a script that links a

button to another card or stack. To do this, you must have your user level set to
Scripting, as explained in “User Levels and Options” in Chapter 1.

Follow these steps to script a link:

1. If you're linking the button fo a specific card, find out the card’s name, number, or ID.

To find this information, go to the card and choose Card Info from the
Objects menu.
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The Card Info dialog box appears. Make a note of the card’s name, number,
or ID:

Card Info
Card Name: (Welcome to... i Card's name
card number: 1 out of 12 Card's pOSiﬁOﬂﬂ'
Card's ID —f- card 10: 3915 number relaive fo other
Contains 0 card fields. cards in this stack

Contains 13 card buttons.

[ Card Marked
[ Don't Search Card

[ Can't Delete Card

2. Go to the card that contains the button for which you're creating a link.
3. Press and hold the 38 and Option keys while you dick the button once.

The button’s script opens. It should look like this:

E[J=——— Script of card button id
Seripting language : HyperTalk b

o mouselp

end mousellp

4. Ifyou didn't create this button especially for this task, and if there's any text in the script other
than the figure, don't go any further.

The additional text indicates that the button is designed for another
purpose. Unless you're familiar with HyperTalk, it's best to close the script
by clicking its close box, and then create or find another button to link.
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5. If the script looks like the figure, type any of the following, substituting the card name, card
number, card ID, or stack name for the card or stack you want fo link the button to:

E[I&=———=— Script of card hutton £
on mouselp . o
g0 to card “eard name®  — Takes you fo the card with the specified name
end mousellp
S[[=——= Script of card button
oh mouselp N of
99 to cord 4 Takes you fo the card with the specified number
end mousellp
E[[=———— Script of card button £
on mouselp . o
aa to card 1D 8 Takes you fo the card with the specified ID
end mouselp
S[I=————= Script of card button |
oh mouselp . o
g0 to stack "stacknane” ————————— Takes you to the stack with the specified name
end mousellp
S[I=——— Script of card hutton
o mouselp . o
g0 to card “card name” in stack "stack name” Takes you fo the card with the specified card
end mouselp N . ofe
name in the stack with the specified stack name

6. Press Enter.

7. Totest your new link, choose the Browse tool from the Tools menu (if it isn't already selected)
and dick the button.

You should end up on the card you wrote the script for. If not, check your
script for typos and make sure the card name, number, or ID matches the
one you typed in the script.

Adding a visual effect

You can add visual effects to HyperCard buttons to make movement between
cards and stacks more noticeable and visually interesting. For example, you
can add a visual effect that produces an image of a venetian blind closing as
you move from one card to another. Or, you can add a visual effect that makes
one card seem to fade away gradually as the next one appears.
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To add a visual effect to a button, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. Double-click the button.

The Button Info dialog box appears.
3. Inthe Button Info dialog box, click Effect.

4. Choose a visual effect for the button:

Uisual Effect

Effect for bkgnd button id 2:
The name of the ——f-{visual effect checkerboard | lick one of
selected visual effect ick one of these
appears here barn door open Speed: buttons to select how
" . parn door close O Fast vickly the effect
heckerboard q Y
chec @ Normal | ddi
dissolue S stow appears and disappears.
iris open i lery Slow
iris close
push left
push up
push down Cancel

Click an item in this list fo select a
visual effect for your button.

5. Click OK.

To test the new visual effect, choose the Browse tool from the Tools menu and
click the button. You see the visual effect as you go to the card that the button’s
linked to.
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O Visual effects happen on link¥'ou don't see the visual effect unless the
button is linked to a card or stack. “Linking Information” earlier in this
chapter explains how to link a button to a card or stack.

To see what all the visual effects do, repeat this procedure to assign different
visual effects to buttons.

O Visual effects on multiple monitorsf you're using more than one monitor
with your computer, the visual effect won’t show if the card window spans
across monitors[]

Copying a Button

You can duplicate a button on the same card, or copy a button to another card,
background, or stack. When you copy a button, you also copy its attributes—its
style, name, icon, script, and so on.

Copying a button on the same card
To duplicate a button on the same card or background, follow these steps:

1. Choose the Button tool (<) from the Tools menu.
2. (Click the button you want fo copy to select it.

You can select the button from the card layer, whether it's a card button or
a background button. A moving dashed line surrounds the selected button.

3. Option-drag the button.

As you drag, you create an exact duplicate of the button. If the original is a
background button, the duplicate is a background button. If the original is
a card button, the duplicate is a card button.

To limit its movement to a horizontal or vertical direction only, Shift-drag
the button.
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Copying a button to another card or background
To copy a button to another card or background, follow these steps:

1.
2.
3.

6.

Choose the Button fool (<) from the Tools menu.
Click the button you want to copy fo select it.
Choose Copy Button from the Edit menu.

You can also pres$-C. A copy of the selected button (including its script)
goes on the Clipboard, replacing whatever was on the Clipboard before.

Go to the card or background where you want the button to appear.

Use the arrow keys or commands in the Go menu to navigate
between cards.

Choose Paste Button from the Edit menu.

You can also pres$-V. The copy of the button on the Clipboard goes onto
the current card or background, with the button selected.

If you copied a background button to the card layer of the same card, the
copy is pasted directly over the original. To see the original, you have to
drag the copy away.

While it's still selected, drag the button to where you want it.

After you copy a button from another card or stack, test the button to make sure
it works properly. To test the button, choose the Browse tool and click the
button. If clicking the button produces a message that begins with “Can’t
Understand ...” or “Never heard of ...”, see “Copying Parts from Other
Stacks” in Chapter 4 for advice on how to proceed.
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Moving a Button Around on a Card or Background

You can move a button wherever you like on the card or background. To
reposition a button on the card or background, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. (lick the button you want to move to select it.

Whether the button is in the card layer or the background layer, you can
select it from the card layer. A moving dashed line surrounds the selected
button.

3. Drag either from the middle of the button or from one of its edges (not a corner):

Avoid dragging from the =
corners or you'll change ' Drag from the button’s
the size of the button. s} cenfer fo move it.

To limit its movement to a horizontal or vertical direction only, Shift-drag the
button. You can select and move only one button at a time.

0 Check the button on all cardsAfter you reposition a background button,
look through the cards on which the button appears to make sure it isn't
obscured by any card objectsl.

6-40 Chapter 6: Working with Buttons



Moving elements from layer to layer

HyperCard puts different kinds of elements into different layers. Together, all
these layers make up the card you see.

Background picture

Background buttons
and fields

Card picture
‘ Card buttons and fields

What you see when

The background you look at the card

picture is fixed in a
layer by itself—it's
always behind the
background buttons The card picture is also
and fields and all the fixed in a layer by |
card elements. itself—it's always

behind the card buttons

and fields, and in front

of all the background

elements.

Background buttons and fields collectively go on a different layer than do card
buttons and fields. Within each of these layers, HyperCard places each new
button or field you add (whether you've created it or copied it) on its own
sublayer in front of the button or field that you added immediately before it. “In
front of” means closer to you.
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Button numbers and field numbers

HyperCard assigns numbers to the buttons and fields as you add them. The first
field you add is field number 1, the second is field number 2, and so on.
Likewise, the first button you add is button humber 1, the second is button
number 2, and so on. The numbers reflect how far away the elements are from
you—the farther away an element is, the lower its number. These numbers
appear in the Button Info and Field Info dialog boxes as the card or background
button numbeor field number

This was added first.

............................. Th|S was udded Se(ond.

[unﬂ-l— Field 27— This wos added third.
_'_ﬁ ..................... \ ........ e ThIS was udded founh.
Clml_ Field 3——— This was added fifh.

-——'—— This was added sixth.
(B

Part numbers

Although HyperCard numbers the buttons and fields separately, it places each
new element immediately in front of the previous element (within the same
layer), whether it's a button or field. HyperCard also assigratanumbeito

each button and field. The element’s part number appears in its Info dialog box.

While the button or field number refers to the position of that element (closer
or farther away from the front) within the set of other elements of its kind on a
given card or background, the part number refers to the position of that element
within the combined set of both buttons and fields on a given card or
background. For example, if the ordering of buttons and fields within a card is
card field 1, card field 2, card button 1, and card field 3, the part number of card
button 1 is 3.
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Overlapping parts

HyperCard numbers the card buttons and fields separately from the
background buttons and fields. The card elements are always in front of all the
background elements.

This layering of buttons and fields becomes evident when the elements overlap.
Elements that are closer to you can obscure elements that are farther away. If
this happens, you can either move the elements apart so they don't overlap, or
you can try either of the following:

= Reorder the buttons and fields. You can move any button or field closer or
farther, within its layer.

= Make some of the elements transparent, so you can see other elements
through them. Buttons, fields, and graphics can all be made transparent
or opaque.

The following sections describe these solutions.

Reordering elements

Overlapping buttons and fields can cause visual and functional problems in
your stack. For example, a button covered by a field (or by another button)
can’t respond when you try to click it. To solve the problem of overlapping
buttons and fields, you can reorder them to bring the ones you need to see and
use into full view.

0 Card objects are always in front of background objedtke buttons and
fields in the card layer are always in front of the background buttons and
fields. Although you can reorder the background buttons and fields relative
to one another, you can never move them closer to you than any of the card
elementsYou can, however, make card elements transparent so you can
see through them to the background elements, as explained in the next
section. O

O Button techniques work with field§Vhile the techniques mentioned in
this section are phrased in terms of buttons, they work equally well for
fields. O
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To move a button closer or farther (relative to the other buttons and fields in
the same layer), follow these steps:
1. Choose the Button tool (<) from the Tools menu.
2. (Click the button you want to move closer or farther fo select it.
A moving dashed line surrounds the selected button.

3. Choose Bring Closer from the Objects menu to move the button forward one position, or
choose Send Farther to move it back one position.

Each time you move a button back one position relative to another button
in the same layer, its button number and part numbers in the Button Info
dialog box decrease by one. Each time you move a button forward one
position relative to another button in the same domain (card or
background), its button and part numbers increase by one.

4. Repeat step 3 until the button is where you want it.
5. Choose the Browse tool (<) to deselect the button.

You can move the selected button all the way forward (giving it the highest part
number, equal to the sum of all the buttons and fields in its domain) or all the
way backward (giving it a part number of 1) using thHdsikeey shortcuts:

To do this ... Press

Send the button to the back.  38-Shift- — (minus)

Bring the button to the front.  &8-Shift- + (plus)

As you reorder buttons, the numbers of all the affected buttons change to reflect
their new positions. Each button’s part and button numbers (shown in the
Button Info dialog box) reflect its front-to-back position, relative to the other
elements in the same layer. (The button farthest away is button number 1, and
its part number will be the lowest of all the buttons in that layer. The closer a
button is to the front relative to other elements in the same layer, the higher
its number.)
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O You can use scripts to reorder buttor8ometimes it's useful to reorder
fields and buttons while a stack is running. In such a case—especially if
your stack will be used by people who don’t know all of HyperCard's
subtleties—you must write a script to do it. For example, to make sure that
button “Home” is front-most, youtan use a line of code like this:

set the partNumber of card button "Home" -
to the number of parts

See theHyperCard Script Language Guider details. (I

O The button and part numbers change, not the buttonAbutton’s 1D
remains constant, no matter where the button is relative to other buttons
and fields. O

Making a button opaque or transparent

To see background or card elements through a button that covers them, you can
make the button transparent. Conversely, to give a button more prominence,
you can make it opaque.

Follow these steps to make a button opaque or transparent:

1. Choose the Button tool (<) from the Tools menu.
Click the button you want to change to selet it.

Choose Button Info from the Objects menu.

Choose the appropriate button style from the Style pop-up menu to make the button opaque
or transparent.

Click OK.

0 Most button styles are opaqué one way or another, most button styles
don't let what's beneath them show through. The only truly transparent
styles are the styles Transparent and Otal.

S
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Moving a Button Around in the Stack

You'll often find after you've created a button that it's in the wrong place—it's
on the card layer when it should be on the background, it's in the background
when it should be on the card layer, or it's on the wrong card altogether. This
section shows you how to move a button around within the current stack.

Moving a button from the card to the background

It's easy to put a button in the card layer by mistake when you intend to put it
in the background. If this happens, you can move the button from the card layer
to the background layer (of the same card) by following these steps:

1.
2.

Choose the Button tool (<) from the Tools menu.

Click the button you want to move fo select it.

A moving dashed line surrounds the selected button.

Choose Cut Button from the Edit menu.

This removes the button from the card and puts it on the Clipboard.
Go to the background layer.

Choose Background from the Edit menu.

Choose Paste Button from the Edit menu.

This takes a copy of the button on the Clipboard, puts it in the current
background, and selects it. The pasted button appears in the same position
from which it was cut.

While it's still selected, drag the button to where you want it.

Because you can'’t see the elements in the card layer while you work in the
background, you may be unable to tell whether you're putting the button in
the right place. If this happens, you can choose Background from the Edit
menu again to go back to the card layer, and then select and drag the button
from the card layer.
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Moving a button from the background to the card

Follow these steps to move a button from the background layer to the card layer
of the same card:

1. Choose the Button tool (<) from the Tools menu.
2. (Click the button you want fo move fo select it.
A moving dashed line surrounds the selected button.
3. Choose Cut Button from the Edit menu.
This removes the button from the background and puts it on the Clipboard.

4. Ifyou're in the background layer, go to the card layer by choosing Background from the
Edit menu.

If you're already in the card layer, skip this step.
5. Choose Paste Button from the Edit menu.

This takes a copy of the button on the Clipboard, puts it on the current card,
and selects it. The pasted button appears in the same position from which it
was cut.

6. While it's still selected, drag the button to where you want it.

Moving a button to another card or background

You can move a button to another card in the same stack, or to a card in another
stack. When you move a button, its attributes—it’s style, name, icon, scripts,
and so on—move with it.

Follow these steps to move a button to another card or background:

1. Choose the Button tool (=) from the Tools menu.
2. (lick the button you want to move to select it.

A moving dashed line surrounds the selected button.
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3. Choose Cut Button from the Edit menu.

This removes the selected button from the current card and puts it on the
Clipboard.

4. Go to the card or background where you want to put the button.

Keeping the Button tool active, use the arrow keys or commands in the Go
menu to navigate between cards.

5. Choose Paste Button from the Edit menu.

This takes a copy of the button on the Clipboard, puts it on the current card
or background, and selects it.

6. While the button is still selected, drag it to where you want it on the card.

After you move a button from another card or stack, test the button to make
sure it works properly. To test the button, choose the Browse tool and click the
button. If clicking the button produces a message that begins with “Can’t
understand ...” or “Never heard of ..."”, see “Copying Parts from Other Stacks”
in Chapter 4 for advice on how to proceed.

Opening a Button's Script

Looking at the script of a button is a good way to learn how the button works.
To look at a button’s script, you must have your user level set to Scripting. Here
are four ways to open a button’s script:

= With the Browse tool or Button tool selected, press and holi tkesy and
the Option key while you click the button.

= With the Button tool selected, press and hold the Shift key while you
double-click the button.

= Choose the Button tool from the Tools menu, click the button to select it,
and hold down the Shift key while you choose Button Info from the
Objects menu.

= Choose the Button tool from the Tools menu, double-click the button to
open the Button Info dialog box, and then click Script.

To close a script, click its close box or press Enter. (For details about
HyperCard scripts, read th&yperCard Script Language Guide
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Deleting a Button

You can remove a button from a stack by following these steps:

1. Choose the Button fool (<) from the Tools menu.

2. (Click the button you want fo delete fo select it.

3. Choose Clear Button from the Edit menu, or press Delete or Backspace.

To retrieve a button you have just deleted, choose Undo from the Edit menu (or
press¥-Z).
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Working with Text and Fields

Text is a major component of most HyperCard stacks, particularly stacks
designed for managing large amounts of information.

Most of the stack text is ifields—rectangular areas on a card where you can
type and edit text easily. This chapter gives instructions for working with text
in fields.

To do all the tasks in this chapter, you must have your user level set to
Scripting. (“User Levels and Options” in Chapter 1 tells you how to set your
user level.)



Adding Visible Text

7-2

HyperCard has three types of visible text:

= text stored in a field
= text attached to a button
= paint text

For most purposes, it's best to use fields to add text to a stack. Field text is easy
to edit; you can select any part of the text in a field and change it, move it, copy
it, or delete it. You can also move field text around on a card by selecting and
dragging the field. And you can search for specific text in fields.

You can use the Shared Text option to create a background field that displays
the same text on every card, which means you can create text labels made up
of editable text.

You can also use buttons to add text labels to a card or background. A button
can’'t show much text, but button text is easy to move around on the card
because it moves when you move the button.

Paint text can’t be edited. Once you finish typing paint text, it “dries.” To
change it, you have to erase it and retype it. Paint text is useful for adding a
permanent label to a graphic. And you can create special effects with paint text
using commands in the Options menu which appears whenever a Paint tool is
selected. (Chapter 8 describes paint text.)
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Paint fext in the card layer

This wild pig Tives only
in the Chaco region of

Paraguay. Roads and Fleld text IhuI thunges

farming are destroying its

habitat. Because it is so fmm curd fo curd
7 rare and elusive, science
- knows Tittle about it

Where does it live?

|
A background button that displays text

Deciding Where a Field Belongs

To create a place for text, you add a field to a card or background. Whenever
you add a field, you need to decide whether you want to put it in the card layer
or the background layer. To decide where to put the field, consider where you
want the field to appear, and where you want its text to appear:

= If you want the field and its text to appear only on one card, put the field in
the card layer.

= If you want the field to appear on every card in the stack, or in a major
section of the stack, but you want to type different text into the field on each
card, put the field in the background layer.

= If you want the field to appear on every card in the stack, or in a major
section of the stack, and you want it to display the same text on each card,
put the field in the background layer and turn on the Shared Text option in
the Field Info dialog box.

= If you want a field to appear on some of the cards in the stack, but not all
of them, create a different background for those cards and put the field in
that background only. (“Creating a New Background” in Chapter 5
explains how to add a background to a stack.)

A background field appears in the same location on all the cards that share the
background.
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To add a field to a background, you must be in the background layer; to add a
field to a card, you must be in the card layer. To go to the background layer,
press¥-B. When you're in the background layer, stripes appear in the menu
bar. If you pres$s-B repeatedly, you move back and forth between the card
layer and the background layer.

0 Wrong layer? The most common mistake in adding a field is putting it in
the card layer when you want it in the background layer. (To find out
whether the field is in the background layer, p88sB to see just the
background elements.) If you put a field in the card layer by mistake, see
“Moving a Field from the Card to the Background” later in this chapter.

Tools for Working with Fields

7-4

To work with fields and field text, you need both the Field tool and the
Browse tool:

Use the Field tool for creating
and manipulating fields.

Use the Browse tool for
entering and editing text
(in addition to browsing).

To make it easy to alternate between the tools, you can “tear off’ the Tools
menu to create a movable Tools palette. To divalg down past the bottom of
the menu or beyond either side.

You can use the followingg-key shortcuts to choose the tools you need for
working with fields:

To do this... ...press this
Tear off Tools menu Option-Tab
Select Browse tool 38-Tab

Select Field tool 38-Tab-Tab-Tab
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Field Info dialog box

You use the Field Info dialog box to get information about a field and to set
field characteristics.

Insertion point moves to next field Adds rules below text (except Stops automatic text wrap
when you press Return from last line. — inscrolling fields). at right edge of field.
Layer of this field relative [ =————"rr01d 11if; =====—o——ooo—cx Prevents text from heing
to others in this domain entered or changed.
card or background i : i TR
( g I)_ Field Name: |ldea List | Clicked line highlights
[~ Bkgnd field number: 53 tle: in locked field.
Layer of this object relative —{- Bkgnd part number: g6 ) .
o others in this domain Bkgnd field 1D: 175 _'% b““'ftTuﬁ“‘ User can Shift-select multiple
((urd or bu(kground) = Hzlt]o se:—:; |ines fOf hlghllghhng in
A dog lost in the woldr ] Multiple Lines | locked field.
Two bears in love f i
How this field looks A beaver 10ses his d EE::‘ET;?:{";QM_
with the current A bird smiles at a w L[ show Lines Adgs mﬁrgi(n;s along the left
options selected PPYTS— O Auto Tab and rignt edges.
P Preview L[] Don't Search
[ shared Text '
et Keeps space between lines constant
((ox ))|[cancer | || evenif text size of individual
characters changes.
|
Prevents Find from Makes text in a background
looking in field. field appear on all cards
in the background.

To get to the Field Info dialog box:

1. Choose the Field tool on the Tools menu.
2. (Click the field you want to work with once.
3. Choose Field Info from the Objects menu.

You can also double-click the field you want to work with in step 2 and skip
step 3.
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Copying ready-made fields

HyperCard comes with a special stack called Readymade Fields that contains
fields you can copy and paste into your stacks. These fields have
pre-programmed scripts that add power and versatility to your stacks.

The Readymade Fields stack includes fields that automatically display the date,
time, current card number, or calendar months. This stack also has fields that
expand or shrink when you click them, fields that perform calculations on
values you type into them, fields that sort their text alphabetically, fields that
perform metric conversions, and much more.

You don’'t need to know HyperTalk to make these fields work. You just need
to understand what they do, so that you can use them appropriately in your
stacks. These fields are designed to work in virtually any stack. They don’t
depend on your stack’s structure in any way.

Afield that always displays the current date: Fields that convert measurements you type in them:
Thu, Jan 11,1990 e e e | |  12.7cm ||
Feet/Meters: | .3048 meter |
Afield that always displays the current Vil s |__.8361 meter |
card number: Miles/Kilometers: | 9434km |
Farenheit/Centigrade: | 37 C |

card 8 of 15

Afield that always displays the current month’s
Afield that always displays the current fime: calendar when you lick it:

12 Jamvary 1320
713-37 PM Su Mo Tu We Th Fr.  Sa

FoBn2.10 11 12 12
14 15 1e 17 .12 19 20

Fields that can perform calculations on a B 2 B AR A
numbers you type in them:

5 [ 2 [

7 5

333 Z

Total: 345 hverage: 3
=] =]
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Copying ready-made fields makes stack building easier and saves you time.
Follow these steps to copy one of the ready-made fields:

1.
2.
3.

8.

Open the Readymade Fields stack.

Go to the card that has the field you want fo copy.

Choose the Field tool from the Tools menu (or click it on the Tools palette).
The pointer changes to an arrow ().

Click the field you want to copy to select it.

A moving dashed line surrounds the selected field.
Choose Copy Field from the Edit menu.

Go to the card or background where you want to put the copied field.

Keeping the Field tool active, use the arrow keys or commands in the Go
menu to navigate between cards.

If you're not sure whether to put the field in the card layer or the
background layer, see “Deciding Where a Field Belongs” earlier in this
chapter.

Choose Paste Field from the Edit menu.

This takes a copy of the field from the Clipboard, puts it on the current card
or background, and selects it.

While the field is still selected, drag it to where you want it on the card.

If you want to enter text into the field after you copy it, choose the Browse tool;
then click in the field and type.

0 Can't type into the field™ake sure you're working in the card layer. If

you see stripes in the menu bar (indicating that you're working in the
background layer), pregs-B to return to the card layefl
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Creating a field

To create a new field, follow these steps:
1. Go to the card or background where you want to put the field.
2. Make sure you have one of the General tools selected.

3. Choose New Field from the Objects menu.

This automatically selects the Field tool and creates a new rectangular field.
The field appears in the center of the card window and is selected, so you
can move it or resize it easily.

0 Another method:You can create a new transparent field by choosing the
Field tool and the®8-dragging diagonally[]

,7 Choose the Field tool and $8-drag from here. ..

You can have as many fields on a card or a background as can fit. Fields can
overlap to any depth.
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Entering and Editing Text in a Field

Entering and editing text in a HyperCard field is just like working with any
other Macintosh text. You can click anywhere in the field and begin typing;
delete text with the Delete or Backspace key; and drag to select text for
copying, cutting, or editing. You can also copy text to and from a field by way
of the Clipboard to and from other fields and applications.

O Where’s the field?A transparent, empty field is invisible when the Field
tool isn’t selected. This makes it difficult to locate the field when you're
ready to enter text into it. One way to locate the field is to move the Browse
tool around; the pointer turns into an I-beam when it's over an editable
field. Another way to locate a transparent field is to press Tab repeatedly,
which moves you through each editable field on the current card and
background, one field at a time. If the field has text in it, the text is
highlighted; otherwise, the insertion point shows in that fiéld.

To enter and edit field text, follow these steps:

1. Choose the Browse tool from the Tools menu.
2. Move the Browse tool over the field you want to edit.

The Browse tool pointer turns into an I-beam when it's over an editable
field. If you don'’t see the I-beam pointer, read the next section, “Where’s
the I-Beam Pointer?”

3. Click inside the field to position the insertion point where you want to enter or edit fext.

You can also select text you want to replace. If you click in an empty field,
the insertion point appears at the left edge of the line you click.
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4. Start typing.

If you type more text than can fit in a field, the remaining text goes off the
bottom of the field. But this text isn’t lost, it's just hidden from view. To
see the hidden text, make the field bigger.

If you type mare PIfuou type more test

text than will tthan.will fitina .

fit ina field, you| ifield, you can't see it

clan't cop it 1intil ‘until oy enlarge the |
ifield,

To see text you've fyped

beyond the borders of

afield ...

... enlarge the field by choosing the
Field tool from the Tools menu and
then dragging from any corner.
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Where's the |-beam pointer?

Sometimes the Browse tool doesn’t turn into an I-beam () when you move it
over a field that you want to edit. Here are some typical instances when that
happens, and what you can do about it:

= Thefield is locked. To unlock the field, follow the instructions in “Locking
and Unlocking a Field” later in this chapter.

= The Shared Text option is turned on in the Field Info dialog box and you're
working in the card layer rather than the background layer. B&® go
to the background layer. (See “Making Field Text Appear on Every Card”
later in this chapter for more information about the Shared Text option.)

= The Shared Text option it turned on in the Field Info dialog box, and
you're working in the background layer rather than the card layer. Press
38-B to return to the card layer.

= Your user level is set to Browsing. For instructions on changing the user
level, see “User Levels and Options” in Chapter 1.

= Thetextyou're trying to edit is either paint text or button text, not field text.
To see whether it's field text, choose the Field tool from the Tools menu
and click the text. If the area becomes selected (surrounded by a moving
dashed line), it's field text; otherwise, it's not. See Chapter 6 for
information about changing the text on a button, or Chapter 8 for
information on changing paint text.

Preventing text wrap in a field

Normally when you type into a field, your text wraps when it reaches the right
side of the field—that is, words that don't fit completely on the line move to
the next line. You can customize a field so that its text doesn’t wrap. When you
use this feature, you don’t see the text you type beyond the right side of the field
unless you press Return as you type to move from line to line.

To prevent text from wrapping in a field, follow these steps:

1. Choose the Field tool from the Tools menu.

2. Click the field to select it.

3. Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.
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4. Click the Don't Wrap checkbox to select it.

=—————— Field Info

Field Name: |ldea List

Bkgnd field number: 53
Bkgnd part number: 86
Bkgnd field 1D: 175

[& dog 1ost in the wo
{| Two bears in love
i| A beaver loses his df

Style:| Scrolling -

[ Lock Teuxt

[ Don't Wrap

[<] Auto Select

[ M™ultiple Lines
[1Wide Margins
[IFixed Line Height

L Click here to prevent text

from wrapping in a field as
you type.

& bird smiles at a w [] show Lines
: [ Auto Tab
[0 Don't Search
[ shared Text
C=) (e

5. Click OK.

Text won't wrap as you type in the field, and it disappears from view if you
type beyond the right edge. Any text you type beyond the right side of the field
is still there; it’s just hidden. You can see it by turning off Don’t Wrap or by
enlarging the field.

When you turn on Don’'t Wrap for a field that already has text in it, HyperCard
continues to put text on the first line of the field, extending beyond the right
edge of the field, if necessary, until it comes to a Return character. The text that
was below the first line disappears from view, but it’s still in the field. You can
see it again by turning off Don’t Wrap.
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Using arrow keys to move through text

Normally, the arrow keys move you through cards. But when the Arrow Keys
in Text option is selected on the Preferences card in your Home stack, you can
use the arrow keys to move the insertion point through text while you're typing
in fields. This makes text editing easier.

Moves inserfion Moves inserfion point down through
point left lines in a field, or to the end of the
through fext line in the Message box

s

Moves insertion  Moves insertion point up

point right through lines in a field, or to

through text the beginning of the line in
the Message box

When Arrow Keys in Text is turned on and the insertion point is blinking in a
field or the Message box, you use the Option key with the arrow keys to move
through cards in a stack.

[] seealso: “Arrow Keys in Text Option” in Chapter 1.
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Moving from one field to another

While you’re entering text into fields, you can move from one editable field to
the next by pressing Tab. When you press Tab, you go to the field with the next
higher field number. Field numbers are assigned to fields in the order you add
them. The first field you add is field 1, the second is field 2, and so on. If the
insertion pointis in field 3 and you press Tab, the insertion point moves to field

number 4; if there are only three fields, the insertion point moves from field 3
to field 1.

to here. ..
Pressing Tab takes

you from here. ..

... and finally
back to here.

Pressing Shift-Tab moves you backwards through the fields. Locked fields are
excluded; you can’t Tab to a locked field.

A Warning: When you tab to a field that already contains text, all the text is
selected. Typing at this point erases all the old text in the field and replaces
it with what you type. To preserve the old text and add new text to it, click
in the field where you want to type. If you accidentally erase all the old text,
immediately choose Undo from the Edit menw.
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A field’s number (which determines the field’s position in the tabbing order)
appears in the Field Info dialog box. Choose the Field tool from the Tools menu
and double-click the field to see the Field Info dialog box.

Field Info

Field Name: [Idea List |

This'nmpber (!gier{rlines —I- Bkgnd field number: 53 syyle:[ Scrolling =

the field's position in the Bkgnd part number: 86
tabbing order. Bkgnd field 1D: 175

[< Lock Teut

(<] Don't Wrap

(<] Auto Select

[0 M™ultiple Lines

[ Wwide Margins
[JFixed Line Height
[ Show Lines

dog lost in the woliy:
w0 bears in love
beaver 1oses his
bird smiles at a wi

- [] Auto Tab
Preview
[ Don't Search
Sh d Text
Tent style... [ Shared Tex
Cox ) Coancer)
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If you have both card fields and background fields on the card, pressing
Tab takes you from one field to the next, according to the sequence in the
next figure.

If the Auto Tab option is turned on in the Field Info dialog box, you can go to
the next field by pressing Return (instead of Tab) when the insertion point is
in the last visible line of the field.

To turn on the Auto Tab option for a field, follow these steps:

1. Choose the Field tool from the Tools menu.
Double-click the field.

Click Auto Tab to select it.

Click OK.

Note: Auto Tab doesn’'t work for a scrolling field.

O &= w N
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Undoing your typing

To undo typing mistakes while you're editing field text, you can do any of the
following:

Erase text to the left of the insertion point, one character at a time, by
pressing Delete or Backspace.

Drag to select the incorrect text and retype it, or press Delete or Backspace
to erase it.

Choose Undo from the Edit menu (or pré&&). Undo undoes your last
text editing (or stack editing) operation.

Choosing the Look of Field Text

You can determine the look of field text in two ways:

You can set the default text format including the font, size, style, alignment,
and line spacing for the field as a whole.

You can set the font, size, and style for individual characters, words, or
phrases in the field.

The default text format options you choose for the field apply to the whole
field. All text you type in the field has these attributes unless you style it
individually.

Setting default attributes for field text

To choose the default text attributes for a field, follow these steps:

1.
2.
3.

Choose the Field tool from the Tools menu.

Select the field by clicking it.

Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.

Click Text Style.

The Text Style dialog box appears.

Alternate method:You can also open the Text Style dialog box by clicking
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Click to select or deselect
one or more text styles.

to select the field with the Field tool, and then choosing Text Style from the
Edit menu (or pressing-T). O

Choose from the options in the Text Style dialog box to set the default text format for the field.

Click to select a font. (Or, double-click

to select the font

and close this hox.)

Click to select a font size

(measured in points).

=—————— Text Properties

Field Text 5t
| Style:
[JBold
[ 1talic
O underline
[] Outline
[ shadow
[JCondense
| [1Entend

See “Grouping Text” later
in this chapter for an
explanation of this style.

f] Group

Align:
@ Left
) Center

|g\|e Defaults
Athens

B Futura Bold
BO Futura BoldObli
C Futura Condensed
Cairo
CB Futura Conden.
Chicago

Courier

Futura Book
Geneva
Helvetica
inkDOT

London

Line
16 height:

If Fixed Line Height is on,
you can change the default
number of points between
lines here.

i (v 3

Sample

C[')Hight
|

The alignment you select applies

to all the lines in

When you're fi

a field.

nished, dick OK.

This is what your text
looks like.

Type here fo use a
font size not listed.

The text in the field appears in the new default format, and any new text
you type into the field acquires the same format.

Losing text tops7f you set one font size for a field and change it to a larger
size later, the tops of the characters can disappear. To fix this, turn off the
Fixed Line Height option in the Field Info dialog box. Doing so lets the line
height of the field vary to accommodate the size of your text.

To set just the font, size, and style for a field, click the field with the Field tool
chosen and make choices from the Font and Style menus.

0 Preset size, style, and fontiext for new HyperCard fields is preset to
12-point plain Geneva left-aligned]
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Setting attributes for individual pieces of text

You can change the attributes for individual characters in a field, overriding the
field’s default settings for those characters. Here's how:

1. Choose the Browse tool from the Tools menu.
2. Drag with the |-beam pointer to select the text you want to change.

If you don't see the I-beam pointer, consult “Where’s the I-beam Pointer?”
earlier in this chapter.

3. Choose Text Style from the Edit menu and make the changes you want.

Alternatively, you can make choices from the Font and Style menus.

Future +Plain
Garamond Ilnld_ ]
. Gavarnie fiafic )
Click to choose a font; a —.geneva Underline
check mark appears Helvetica Oulline '

next to the selected font. I Garamond Lightltalic Shadom | L (Click fo choose one or

Imagellriter Condense more stvles.
Extend ¥

lvy League #ien
LED Group
London 9 =
:“':"_’“"S 1 Click to choose a point size for
Monace. iare 12 | the text. The best sizes for the
New York ¢g§ selected font appear outlined.
Oblige 26
Palatino
Relief ather.. Choose Other fo select a
San Francisco point size not shown.
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You can use the followingg-key shortcuts while you’re working with
individual pieces of field text:

To do this ... ...press this
Select all the text in the field 38-A

* Bold the selected text 38-Shift-B

* Condense the selected text 36-shift-C

Restore the selected text to the field’s default text format ~ &8-Shift-D

Restore the field to its previous contents, undoing all recent 38-Shift-Z
changes

* Extend the selected text 38-Shift-X

Change the selected text to the next font (alphabetically)  §8-Shift-F or 38-Shift-[

Change the selected text to the previous font (alphabetically§8-Shift-]

* Group the selected text 38-shift-G

* ltalicize the selected text 38-Shift-1

* Outline the selected text 38-Shift-0

* Underline the selected text 38-Shift-U

Make the selected text a smaller font size 38-Shift-<

Make the selected text a larger font size 38-Shift->
Decrease the field's line height &8-Shift- — (minus)
Increase the field’s line height 38-Shift- + (plus)

* If the style is already in effect, pressing Sekey combination undoes it.

0 Varying text sizesif you set varying text sizes within a field and you want
the field’s line height to adjust to the different sizes, make sure the Fixed
Line Height option is turned off. When you click Fixed Line Height to
deselect it, the Show Lines option in the Field Info dialog box
automatically turns off if it's turned ori]

Restoring text fo the default format

You can restore reformatted text to the default text format for the field (as set
in the Text Style dialog box). Follow these steps:
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1. Choose the Browse tool from the Tools menu.
2. Drag with the |-beam pointer to select the text you want to change.

If you don't see the I-beam pointer, see “Where’s the I-beam Pointer?”
earlier in this chapter.

3. Press 38-Shift-D.
The selected text is restored to the default attributes for the field.

Making field text appear on every card

Use the Shared Text option in the Field Info dialog box to create a background
field that displays the same text on every card. This option appears only in the
Field Info dialog box for background fields.

To get the same field text to appear on every card, follow these steps:

1. Create a field in the background.

See “Creating a Field” earlier in this chapter for instructions.
2. Double-click the field.

The Field Info dialog box appears.
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Click the Shared Text checkbox to select it.
Click OK.
Choose the Browse tool from the Tools menu.

Go to the background layer (if you're not already there) by pressing 38-B.

Click in the field and type the text you want to display on every card.
When you finish, return to the card layer.
8. Choose Background from the Edit menu, or press 32-B.

When the Shared Text option is turned on for a field, you can enter or edit text
in the field only while you're in the background layer. If you're in the card
layer, you won't see the I-beam pointer when you move the Browse tool over
a field for which the Shared Text option is turned on.

When you turn off Shared Text, the text you've entered in the background layer
becomes hidden (although it's still there), and you can edit the field only from
the card layer.

Two sets of text

You can think of background fields as potentially having two different sets of
text; the Shared Text setting determines which set of text you see:

= When you turn on Shared Text, any text you've entered in the background
layer appears, and text you've entered in the card layer disappears.

= When you turn off Shared Text, any text you've entered in the background
layer disappears, and text you've entered in the card layer appears.

0 Shared text isn't searchedf the Shared Text option is turned on for a
field, the Don't Search option is turned on automatically. This means that
HyperCard doesn'’t search in the field when you ask it to look for
specific text. [
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Locating Fields

Many of the fields in stacks are easy to locate right away, but some are harder
to find. You can use either of the following methods to locate all the fields on
the current card and background:

= Choose the Field tool from the Tools menu. Lines appear in all the fields
(except scrolling fields, which have a visible scroll bar).

When you choose the .... lines appear in the fields.
Field tool...

Job/Cs

n
156 2ol

Recalculate Clear Fields
Print Report

= While the Browse tool is selected, you can look at both the buttons and
fields by pressing and holding tB& Shift, and Option keys. Gray
rectangles appear around the buttons and fields. Then, while you're still
holding down the§ and Option keys, release the Shift key—the dotted
rectangles around the fields disappear. Pressing and releasing the Shift key
repeatedly while holding down tl3 and Option keys makes the field
rectangles appear and disappear.

Changing the Appearance of a Field

Once you've created or copied a field, you can change its appearance by
resizing it, changing its style, adding margins, or displaying lines in it. This
section explains how to make a field look the way you want it to.
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Dotted rectangles outline the

fields in the card layer.
— Thick gray
rectangles outline

Collection Catalog Gbject 1 Yampi Basket the fields in the
i Composition: i Brass bu(kground Iuyer.
EColor: yellow L
{Dates from; 1886-1890
EDimensions: 12° % 16
{Weight: 3 1bs,

O Note: You can change the appearance of both card fields and background
fields while you're in the card layer. You don't have to be in the
background layer to modify background fields.

[l see also: “Choosing the Look of Field Text” earlier in this chapter.

Changing the size of a field

You can change the size of a field whether or not it has text in it. When you
change a field’s size, any text in it wraps appropriately to conform to the new
size (assuming that the Don’t Wrap option is turned off in the Field Info
dialog box).

To resize a field, follow these steps:

1. Choose the Field tool from the Tools menu.
2. Click the field you want fo resize to select .

A moving dashed line surrounds the selected field.
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3. Drag from any corner of the field:

Drag from any corner region fo
resize the field.

To resize the field in one dimension only, either horizontally or vertically,
Shift-drag from a corner.

If you shrink a field so that there’s not enough room for all the text, the text at
the bottom of the field disappears from view. But the text is still there—if you
enlarge the field (or you scroll the text in the case of a scrolling field), the text
becomes visible again.

0 Check all cards.After you resize a background field, look through any
cards affected by the field change to make sure the text looks all fight.

Choosing a field's style

A field can have any one of five styles: transparent, opaque, rectangle, shadow,
or scrolling. (The style of a field has no bearing on the style of its text.)

The background shows through
transparent fields.

The scroll bar becomes gray
when the text runs off the
bottom of the field.
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This is what the
field looks like.

To set the style for a field, follow these steps:

1. Choose the Field tool from the Tools menu.

2. (lick the field to select it.

3. Choose Field Info from the Objects menu (or double-click the field).

The Field Info dialog box appears.

4. Press the Style pop-up menu and drag to the style you want to use.

A model of the field appears in a window in the dialog box.

=———— Field Info

Field Name: |ldea List

Makes the field transparent,
r with no visible border.

Transparent |

Bkgnd field number: 53
Bkgnd part number: 86
Bkgnd field ID: 1?5

Two bears in love

& dog lost in the woodg

A beaver loses his darm|;
A bird smiles at a woly!

Text Style...

Style: .~Rectangle

Makes the field opaque

without a visible border.

Scrolli

ng
1L

dp
[ Auto Selec
[ Multiple Lines

[ Wwide Margins
[JFised Line Height
[ Show Lines

[] Auto Tab

[ Don't Search

[ shared Text

ok || [ cancel ]

5. Click OK.

a thin black border.

Makes the field opaque with
a shadow along the right side
and hottom.

\\L Makes the field opaque with

Makes the field opaque, with
a border and a scroll bar
along the right side.

O About scrolling: Choosing the Scrolling option adds a vertical scroll bar to
the selected field. You view text in a field with a scroll bar the same way
you view text in any scrollable window. (For details about scrolling in
windows, see the documentation that came with your comptiter.)

You can use this procedure to change any field’s style, even after you type text
into the field. The text remains unaffected.
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Adding margins

Adding margins to a field makes the text easier to read. When you add margins
to a field, you get extra space on the right and left sides of the text in the field.
As a result, text may take up more vertical space.

To add margins to a field, follow these steps:

1.
2.
3.

Choose the Field tool from the Tools menu.

Click the field to select it.

Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.

Click the Wide Margins checkbox to select it.

Click OK.

Wide Margins is Wide Margins is
selected in the not selected in the
Field Info dialog Field Info dialog
box for this field. ||bo# for this field.

Displaying lines in a field

You can display lines in all field styles except scrolling fields. Lines are

especially useful for making a transparent field visible so you can see where to
type in it.

To display lines in a field, follow these steps:

1.
2.
3.

Choose the Field tool from the Tools menu.

Click the field to select it.

Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.

Click the Show Lines checkhox to select it.
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5. Click OK.

Show Lines is Show Lines is not
selected in the selected in the
Field Info dialog Field Info dialog

box for this field. box for this field.

Highlighting clicked lines

You can automatically highlight the line that a user clicks in a field, treating the
clicked line as a selection from a list. For example, you can put a list of books
in a field; and when the user clicks the name of a book, the name highlights,

and (assuming you have included the appropriate scripts) the stack shows a
summary of that book’s most important elements in another field.

A field whose lines automatically highlight is callelishfield. To create a list
field, follow these steps:

1. Choose the Field tool from the Tools menu.
2. (lick the field o select it.
3. Choose Field Info from the Objects menu or (double-click the field).
The Field Info dialog box appears.
4. (lick the field's Lock Text checkbox fo select it.
5. Click the field's Auto Select box to select it.
The field’s Don’t Wrap option is automatically checked.
6. To let the user highlight multiple lines, click the Multiple Lines checkbox fo select it.
7. Click OK.

The user selects a single line by clicking it, or if Multiple Lines is also selected
in the Field Info dialog box, a range of lines by dragging or Shift-clicking.

O Scripting information: The number of the selected line(s) is returned in the
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Naming a Field

Copying a Field

selectedLine function. O

Each field can have a hame associated with it. You use field names mostly for
referring to fields through scripts or the Message box. A field name can have
up to 254 characters in it, and you can use any character in a field’s name.

Follow these steps to name a field:

1.

Choose the Field tool from the Tools menu.

2. Click the field you want fo name to select it.
3. Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.
4. Type a name for the field.
Field Info

Field Name: |Idea List | Type here fo add or

Bkgnd field number: 53 syyte: change the field's name.

Bkgnd part number: 86 =
5. Click OK.
O Script writers take notelf you change the name of a field, be sure to

change its name everywhere you refer to it in a script, too. For example, if
you rename a field “Wrigley” and you use the old name “Chester” in a
script, the script doesn’t work properly; it can't find the field it needs.

You can duplicate a field on the same card, or copy it to another card,
background, or stack. When you copy a field, you also copy its attributes (that
is, its name, style, script, text format settings, and so on). You can copy a field
either with or without its text contents.
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Copying a field on the same card
Follow these steps to duplicate a field on the same card:

1.
2.

Choose the Field tool from the Tools menu.
Click the field you want to copy fo select it.

Whether the field is in the card layer or the background layer, you can
select it from the card layer. A moving dashed line surrounds the
selected field.

Option-drag the field.

As you drag, you create an exact duplicate of the field. If the original is a
background field, the duplicate is a background field. If the original is a
card field, the duplicate is a card field.

To limit the new field’s movement to a horizontal or vertical direction only,
Shift-drag from the middle of the field.

Option-drag can't duplicate textTo duplicate a field with its text intact,
you must copy and then Shift-paste the field. See the next section for
detailed instructions]

Copying a field to another card or background

To copy a field to another card or background, follow these steps:

1.
2.
3.

Choose the Field tool from the Tools menu.
Click the field you want to copy fo select it.
Choose Copy Field from the Edit menu.

This makes a copy of the selected field (including its script) and puts it on
the Clipboard.

Go fo the card or background where you want to put the field.

Use the arrow keys or commands in the Go menu to navigate between cards
while the Field tool is selected.
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5. (Choose Paste Field from the Edit menu.

This takes a copy of the field that's on the Clipboard, puts it on the current
card or background, and selects it.

If you copy the field and its text from the card layer to the background
layer, you can't see the text until you return to the card layer at the end of
this procedure.

If you copy a background field to the card layer of the same card, the copy
is pasted directly over the original. To see the original, drag the copy away.

0 Note: To paste the field with its text intact, press and hold the Shift key as
you paste.[]

6. While it's still selected, drag the field to where you want .

If you copied the field and its text from the card layer to the background
layer and the text isn't visible, return to the card layer to see the text.

Moving a Field Around on a Card or Background

You can place a field wherever you like on the card or background. To
reposition a field on the card or background, follow these steps:

1. Choose the Field tool from the Tools menu.
2. Click the field you want fo move to select it.

Whether the field is in the card layer or the background layer, you can select
it from the card layer. A moving dashed line surrounds the selected field.

3. Drag from the middle of the field, or from one of its edges (not a corner).

~+——— Drag from anywhere in this area
(except from within the dotted lines)
: : to move the field around.

To limit the field’s movement to horizontal or vertical directions only,
Shift-drag from the middle of the field.
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4. Click anywhere outside the field to deselect it (or choose the Browse tool).

You can select and move only one field at a time.

Check for obscuritiesAfter you reposition a background field, look

through the cards in that background to make sure the moved field hasn't
become obscured. Because all objects on the background layer are behind
objects on the card layer, a background field can become partially or totally
covered by a button or field on the cafd.

When elements overlap

HyperCard puts different kinds of elements into different layers. Together, all
these layers make up the card you see. This layering of buttons and fields
becomes evident when the elements overlap. Elements that are closer to you
can obscure elements that are farther away. If this happens, you can either
move the elements apart so they don'’t overlap, or you can try either of the
following:

Reorder the fields and buttons. You can move any field or button closer or
farther, within its layer.

Make some of the elements transparent, so you can see other elements
through them. (Buttons, fields, and graphics can all be made transparent
or opaqgue.)

For a detailed discussion of overlapping elements and of reordering, see
“Moving Elements from Layer to Layer” in Chapter 6. While that discussion
focuses on buttons, what applies to buttons applies equally well to fields.

Changing the opacity of a field

To see background or card elements through a field that covers them, make the
field transparent. Conversely, to give a field more prominence, make it opaque.

Follow these steps to make a field opaque or transparent:

Chapter 7: Working with Text and Fields



1. Choose the Field tool from the Tools menu.

2. (lick the field you want to change to select it.

3. Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.

4. Choose an appropriate field style to make the field opague or transparent.

Field Info

Idea List Transparent
Opaque

Bkqgnd field number: 53 Style: .~ Rectangle

Choosing this style makes the

Field Name: — field transparent.

Bkgnd part number: 86 Choosing any other
Bkgnd field 1D: 175 L Scrolling __ style makes the field
& Auto Select opaque.

A dog lost in the WDDEIEE

i ] [ Multiple Lines
| Two bears in love

[0 wide Margins

{| A beaver loses his dam

[JFixed Line Height
[ Show Lines

| & bird smiles at & woly

[J Auto Tah

Preview [ Don't Search
[ Shared Text
[[ [1].4 ]] [ Cancel ]

5. Click OK.
Moving a Field Around in the Stack

You'll sometimes find after you create a field that the field is in the wrong
place. It's on the card layer when it should be on the background, it's in the
background when it should be on the card layer, or it's on the wrong card
altogether. This section shows you how to move a field around within the
current stack.
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Moving a field from the card fo the background

It's easy to put a field in the card layer by mistake when you intend to put it in
the background. If this happens, you can move the field from the card layer to
the background layer (of the same card) by following these steps:

1.
2.

Choose the Field tool from the Tools menu.

Click the field you want to move to select it.

A moving dashed line surrounds the selected field.

Choose Cut Field from the Edit menu.

This removes the field from the card and puts it on the Clipboard.
Choose Background from the Edit menu fo the background layer.

Choose Paste Field from the Edit menu.

This takes a copy from the field on the Clipboard, puts it in the current
background, and selects it. The pasted field appears at the same position
from which it was cut. If you pasted the text along with the field, you can’t
see the text until you return to the card layer at the end of this procedure.

Note: To paste the field with its text intact, press and hold the Shift key as
you paste[]
While it's still selected, drag the field to where you want it.

Because you can’t see the elements in the card layer while you're working
in the background, you may not be able to tell whether you're putting the
field in the right place. If this happens, you can p#&d3to go back to the

card layer, and then select and drag the field from the card layer.

Choose Background from the Edit menu to return to the card layer.

Now you'll see any pasted text.

Moving a field from the background to the card

Follow these steps to move a field from the background layer to the card layer
of the same card:
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1. Choose the Field tool from the Tools menu.
2. (Click the field you want fo move to select it.
A moving dashed line surrounds the selected field.
3. Choose Cut Field from the Edit menu.
A dialog box appears, asking you to confirm the deletion.

4. (Click Delete in the dialog box to remove the field from the background and put it on
the Clipboard.

5. Ifyou're in the background layer, go to the card layer by pressing $6-B.
If you're already in the card layer, skip this step.
6. Choose Paste Field from the Edit menu.

This takes the cut field from the Clipboard, puts it on the current card, and
selects it. The pasted field appears at the same position from which it
was cut.

O Note: To paste the field with its text intact, press and hold the Shift key as
you paste[]

7. While it's still selected, drag the field to where you want .

Moving a field to another card or background

You can move a field to another card in the same stack, or to a card in another
stack. When you move a field, its attributes (that is, its style, name, scripts, and
so on) move with it. You can move a field either with or without its text.

Follow these steps to move a field to another card or background:

1. Choose the Field tool from the Tools menu.
2. Click the field you want to move fo select it.
A moving dashed line surrounds the selected field.

3. Choose Cut Field from the Edit menu.
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If the field is a background field, a dialog box appears asking you to
confirm the deletion.

Go to the card or background where you want to put the field.

Use the arrow keys or commands in the Go menu to navigate between cards
while the Field tool is selected.

Choose Paste Field from the Edit menu.

This takes the cut field from the Clipboard, puts it on the current card or
background, and selects it. The pasted field appears at the same position
from which it was cut. If you moved the field and its text from the card layer
to the background layer, you can’t see the text until you return to the card
layer (at the end of this procedure).

Note: To paste the field with its text intact, press and hold the Shift key as
you pastell
While the field is still selected, drag it to where you want it.

If you moved a field and its text from the card layer to the background layer
and the text isn't visible, choose Background from the Edit menu to return
to the card layer and see the text.

Locking and Unlocking a Field

You can lock a field to prevent changes to its text. To lock a field, follow
these steps:
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1.
2.
3

Choose the Field tool from the Tools menu.

Click the field to select it.

Choose Field Info from the Objects menu (or double-click the field).
The Field Info dialog box appears.

Check the Lock Text option to turn it on.

Click OK.

When the Browse tool passes over a locked field, the tool doesn’t change
to the I-beam pointer. This lets you know that you can't edit the field.
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O Lock Text doesn't stop scriptingeven though the Lock Text option of a
field is turned on, the text in the field can be changed through a script or
through a HyperTalk command entered through the Message box.

Grouping Text

When a field is locked, each individual word of text in the field has the
potential to behave much like a button. By writing a script, you can make
something happen when a user clicks a word in the field.

You can also make any group of words or characters in a field respond in the
same way to a single click in any part of that group of text. What happens when
you click text, whether or not it's grouped, depends on the scripts in the stack.

To group text so that it responds to a click as a single unit, first make sure the
field is unlocked (as described in the previous section, “Locking and Unlocking
a Field"). Then follow these steps:

1. Choose the Browse tool from the Tools menu.
2. Drag with the |-beam pointer fo select the text you want to group.

If you don't see the I-beam pointer, see “Where’s the I-beam Pointer?”
earlier in this chapter.

3. Choose Group from the Style menu (or press 38-Shift-G).

To make grouped text responsive to clicks, you must write a script. (See the
HyperTalk Reference stack ahiyperCard Script Language Guider more
information.)

Excluding a Field from Text Searches

You can prevent HyperCard from searching in any particular field during text
searches. Follow these steps:

1. Choose the Field tool from the Tools menu.
2. (lick the field to select it.
3. Choose Field Info from the Objects menu.
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Delefing a Field

4. Check the Don't Search option fo turn it on.
Unchecking the Don’t Search option turns it off.

5. Click OK.

[] seealso: “Excluding Fields from Text Searches” and “Excluding
Background Fields from Text Searches” in Chapter 5.

You can delete a field whether or not it has text in it. When you delete a field,
any text in the field is deleted as well.

Follow these steps to delete a field:

1. Choose the Field tool from the Tools menu.
2. (Click the field you want to delete fo select it.
3. Choose Clear Field from the Edit menu (or press Delete or Backspace).

If the field is a background field, a dialog box appears asking you to
confirm the deletion.

Delete this field and its text from all 3
cards of this background?

[ DEI?tE ) (Cancer (lick Delete to confirm that

L you want to remove the field.

To retrieve a field that you've deleted, immediately choose Undo from the Edit
menu (or pres&s-Z).



Working with Graphics

This chapter describes the graphic elements you can create or manipulate with
the Paint tools. Such elements include lines, shapes, patterns, pictures, and
paint text.

This chapter explains how to do the following:

= create and edit black-and-white graphics

= copy graphics from another stack or from the same stack

= import graphics created by HyperCard or by other applications
= use the many HyperCard tools for working with graphics

To do the tasks in this chapter, you must have your user level set at least to
Painting. (The section “User Levels and Options” in Chapter 1 explains how to
set your user level.)



Adding Graphics to a Card or Background

Each card can have its own unique graphics in the card layer, plus background
graphics it shares with other cards. Whenever you add a graphic element to a
stack, you need to decide whether you want it in the card layer or the
background layer:

= If you want the graphic to appear on every card in the stack, put it in the
background layer. A background graphic appears in the same location on
all the cards that share the background.

= If you want the graphic to appear on only one card, add it to the card layer.

= If you want the graphic to appear on some of the cards in the stack (but not
all of them), consider creating a different background for those cards and
putting the graphic in that background only. (“Creating a New
Background” in Chapter 5 explains how to add a background to a stack.)

To add a graphic to a background, you must be in the background layer; to add
a graphic to a card, you must be in the card layer.

To go to the background layer, pré@s3. When you're in the background
layer, stripes appear in the menu bar. If you piegsrepeatedly, you move
back and forth between the card layer and the background layer.

Tools for Working with Graphics
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To create and work with graphics, you use the Paint tools in the Tools menu.

— The Paint tools
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The functions of the Paint tools are described briefly in the figure that follows.
Detailed instructions for using these tools appear throughout this chapter.

Select tool Lasso selects Pencil draws thin
r=n selects graphics. Q non-rectangular ‘:-f? free-form lines.
L—d graphics.

Brush paints with Eraser erases Line fool draws

é Ll:l(it;l::]renl L LI:(; ;)}:rcl ;)ofuu — straight lines.
drag it over.

Spray tool Rectangle tool Rounded Rectangle
e spritzes paint draws tool draws

E onto the screen in [ rectangles. - rectangles with
the current rounded corners.
pattern.

Bucket fills Oval tool Curve tool draws

enclosed areas and - draws ovals 0 free-form lines
@a solid black areas and circles. and shapes.

with the current

pattern.

Paint Text tool Regular Polygon tool

A types fext that's [::] Polygon tool < creates polygons
part of o graphic. creates polygons with irregular
with regular sides.
sides.

To make it easy to alternate between the tools, you can “tear off” the Tools
menu to create a movable Tools palette. To dodhég down past the bottom

of the menu or beyond either side. (You can also press Option-Tab.) While you
have the Tools palette open, you can select a tool by clicking it on the palette.
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Graphics commands and menus

Selecting a Graphic

8-4

When a Paint tool is active, the File menu contains the Import Paint command,;
use it to bring graphics created by other applications into HyperCard.

When you choose one of the Paint tools, two new menus appear: Paint and
Options. The Objects, Font, and Style menus disappear temporarily while
you're working with the Paint tools. Use the commands in these menus to
create and manipulate graphics.

[] seealso: “Using HyperCard Tools” in Chapter 4.

Before you can modify, move, or copy a graphic, you must first select it. There
are many different ways to select a graphic. The method you use depends on
the shape and size of the particular graphic elements you want to select. This
section explains all the methods for selecting graphics.

To select a graphic, you must be working in the same layer as the graphic. If the
graphic is in the background layer, you can only select it from the background
layer. If it's in the card layer, you can only select it from the card layer. If you
try to select a graphic and it doesn’'t become selected, chances are the graphic
is in the background layer and you’re working in the card layer. (It's also
possible that the element you're trying to select is actually a button or field.
Chapters 6 and 7 explain how to select buttons and fields.)

Once you select a graphic, it stays selected until you choose a tool or click
outside the selection.

O Graphics are selected differently than are icoAs icon is part of a
button. To select it, you have to select the button that displays it. If you're
not sure whether a particular element is a graphic, choose the Button
tool (=) from the Tools menu, click the element, and drag it. If a moving
dashed line appears around the element and you can move it by dragging,
it's a button. Chapter 6 gives instructions for working with buttdns.
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Selecting a rectangular area
To select a rectangular graphic element or a rectangular area of a paint picture,

follow these steps:
1. Gotothe card or background that contains the graphic element or the area you want fo select.

Pressing$-B takes you to the background layer. (When you're in the
background layer, stripes appear in the menu bar.) If you #&&ss
repeatedly, you move back and forth between the card layer and the
background layer. If you don’t see the graphic you want while you're in the
background layer, the graphic is in the card layer.

2. Choose the Select tool (z~3) from the Tools menu.

You can also click it on the Tools palette. The pointer changes to a
crosshair ).

3. Move the crosshair poiner to one corner of the area you want to select.
4. Drag diagonally to the opposite corner of the area.

A moving dashed line surrounds the selected area.

38-drag diagonally with the Select tool from here. ..

The moving dashed line
snaps around the graphic
to eliminate extra white
space from the selection.

... tohere.

O For a tighter selection:To eliminate extra white space from the selection,
press thég key while you drag; when you release the mouse button, the
moving dashed line snaps in to select the smallest rectangular area
surrounding the graphid.

If the area you select is too much or not enough, you can deselect the graphic
by clicking the card outside the selection.
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Selecting a nonrectangular area

To select a nonrectangular graphic element or a nonrectangular area of a
picture, follow these steps:

1. Gotothe card or background that contains the graphic element or the area you want to select.
2. Choose the Lasso (=) from the Tools menu (or dlick it on the Tools palette).
The pointer turns into a lasso.

3. Drag around the graphic you want fo seledt.

The tip of the line trailing out of the
Lasso determines what you select.

You don’'t need to drag completely around the graphic; HyperCard completes
the selection by drawing a straight line between the point where you start
dragging and the point where you stop.

When you release the mouse button, the edges of the selected graphic shimmer.
If there was any filled space surrounding the graphic on the same layer, it's
eliminated from the selection.

The edges of the selected
graphic shimmer.

O If you want to include the surrounding fill spac€o lasso a graphic
without eliminating the surrounding fill space, Option-drag with the Lasso
tool. This selects exactly the area you drag arounhd.

If you select too much or not enough, you can deselect the graphic by clicking
the card outside the selection.
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Selecting an individual graphic element

There are several ways to select a single graphic element without any of the fill
space that surrounds it, including the method described in the preceding
section, “Selecting a Nonrectangular Area.” This section describes two
additional methods.

Use the following technique when you want to select a specific graphic element
quickly and exclude the surrounding fill space, or if your hand isn't steady
enough to use the Lasso with precision:

1. Go fo the card or background that contains the graphic you want fo select.

2. Choose the Select tool (:-2) from the Tools menu (or click it on the Tools palette).
The pointer changes to a crosshaiy. (

3. Move the crosshair pointer to one corner of the graphic.

4. Option-drag diagonally to the opposite corner of the graphic.

You can also choose Select from the Paint menu (or gFesafter you
drag to the opposite corner (instead of before you drag). This automatically
chooses the Lasso and selects the graphic.

Press and hold the Option key and drag
diagonally with the Selection tool from
here...

The selected graphic
shimmers.

If the area you select is too much or not enough, click the card outside the
selection to deselect the graphic.
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You can use the following technique to select a graphic element that has no
breaks in it—that is, one composed entirely of connected black dots or
surrounded by an unbroken line. This technique is useful for selecting small,
solid graphic elements.

1. Go to the card or background that contains the graphic you want fo select.
Choose the Lasso from the Tools menu.

Move the Lasso’s tip into the graphic.

Press the 38 key while you click the graphic.

3 A

Select the graphic by The edges of the
$8-clicking it with the selected graphic
tip of the Lasso. shimmer.

Immediately after you draw a single graphic element (and before you click
anywhere), you can select the element you just created by choosing Select from
the Paint menu. The Select command selects only the graphic element you
created since the last time you pressed the mouse button. If you haven't just
created a new graphic, the Select command selects all the graphics in the layer
in which you’re working.

This technique is particularly useful if you have just drawn a shape very close
to or actually touching another shape, and you need to move the new shape.
You can even draw a new shape on top of an old one, choose Select, and then
drag the new shape away without changing the old shape. You can also use the
Select command to select an area you just erased.

If the Power Keys option is turned on (and the Message box is hidden), you
can press S instead of choosing Select. See “Using Power Keys” later in this
chapter for more information.
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Selecting all graphic elements on a card or background

When your card or background picture is made up of several individual graphic
elements, you can select them all at once to make changes to them, copy them,
or move them.

Select all the graphic elements in the current card layer or background layer
(excluding the whitspace between them) by using one of these methods:

= Choose Select from the Paint menu, or pgess.

= Double-click the Lasso on the Tools palette.

= If the Power Keys option is turned on (and the Message box is hidden),
press S.

When you're in the card
layer and you choose Select
from the Paint menu, all the
card graphics become
selected. ..

@ Nature and science

i Odds and ends

Beasts

Buildings

Communication and media '}{f People
H : ekl

yperCard miscellany a4 x Small treasures
Icon ideas Transportation

Macintosh miscellany

< @

Stack Overview Horme

..... but the background graphics don't.
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Selecting the enfire card picture or background picture

When you want to copy, delete, or change the entire card picture or background
picture, you can select the whole picture in one rectangular selection the size
of the card.

Select the entire picture by using one of these methods:

= Choose Select All from the Paint menu, or péésA.
= Double-click the Select tool on the Tools palette.

= Choose the Lasso from the Tools menu, and then presskibg while you
click the card or background.

= If the Power Keys option is turned on (and the Message box is hidden),
press A. (See “Using Power Keys” later in this chapter for more
information.)

= Choose the Select tool from the Tools menu and drag diagonally from one
corner of the card or background to the opposite corner.

A moving dashed line surrounds the selected card or background picture. To
deselect the picture, click the card or background anywhere, or choose a tool
from the Tools menu.
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Copying Graphics That Come with HyperCard
The easiest way to get art into your stacks is to copy graphics that already exist.
Copying graphics can simplify the stack-building process. HyperCard comes
with several stacks that contain graphics you can copy and paste into

your stacks. The Art Bits stack, for example, is filled with all kinds of
illustrations. Here are some examples:

When you see a graphic you like in one of these stacks, copy it and paste it into
your stack. Follow these steps:

1.
2.
3.

Open the stack that contains the art.
Go to the card that has the graphic you want fo copy.
Select the graphic you want.

For instructions on selecting a graphic, see “Selecting a Graphic” earlier in
this chapter.

Choose Copy Picture from the Edit menu.
Go to the card or background where you want to put the graphic.

You can use the arrow keys or commands in the Go menu to navigate
between cards while you have the Select tool or Lasso selected.

Choose Paste Picture from the Edit menu.

This takes a copy of the graphic from the Clipboard, puts it on the current
card or background, and selects it.
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7. While the graphic is still selected, drag it to where you want it on the card.

The graphic is opaque right after you paste it. To see through the graphic to
the elements behind it, select it (if it isn’'t already selected) and choose
Transparent from the Paint menu.

[] see also: “Changing the Appearance of a Graphic” later in this
chapter.

Undoing Your Mistakes

Painting with Brush,
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If you make a mistake while you're working with the Paint tools and
commands, you can undo your last operation by choosing Undo from the Edit
menu (or pressingg-Z, Esc, or the tilde) before you do anything else.

You can erase a mistake by choosing the Eraser from the Tools menu and
dragging over the graphic. You must be working in the background layer to
erase a background graphic and in the card layer to erase a card graphic.

To erase in a straight horizontal or vertical line, press Shift while you drag. To
erase the entire graphic from the current layer, double-click the Eraser on the
Tools palette.

[J seealso: “Reverting to the Last Version of a Graphic” later in this
chapter.

Bucket, and Spray Tools

Three of the tools in the Tools menu are analogous to everyday painting
implements. These tools work much like the implements they represent:

= Brush &) works like a paint brush.
= Spray tool iy ) works like a can of spray paint.
= Bucket &) works like a bucket full of paint.

You use these tools with the patterns in the Patterns menu. This section
explains how.
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Painting with the Brush tool

The Brush works like a paint brush; it leaves a swath of “paint” in its path. You
can use the Brush to paint an area with any pattern. The HyperCard default
pattern is solid black.

Follow these steps to paint with the Brush:

1. Go fo the card or background where you want the paint.

2. (Choose the Brush (&) from the Tools menu (or click it on the Tools palette).
The pointer changes to the current Brush shape.

3. Drag where you want to paint.

Paint appears in the current pattern where you drag. To paint in a straight
horizontal or vertical line, Shift-drag.

O To erase with the Brushis-drag with the Brush to erase any existing paint
in the path.O

If you want to paint with a different pattern, choose the pattern you want from
the Patterns menu before you drag with the Brush.
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If you want to paint with a different brush shape, choose Brush Shape from the
Options menu, or double-click the Brush on the Tools palette. The Brush Shape
dialog box appears:

Brush
mne . N | -
e S N = e

A box appears around the
selected brush shape.

The different brush shapes create different effects when you paint. The
following figure shows some examples:

B,
S~

Brush shape

i

Fffect
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Painting with the Spray tool

The Spray tool spritzes paint onto the screen in the selected pattern.
Follow these steps to paint with the Spray tool:

1. Go to the card or background where you want the paint.

2. Choose the Spray tool () from the Tools menu (or click it on the Tools palette).
The pointer changes to the Spray tool poir::2r ().

3. Drag where you want o paint.

Spray paint appears in the current pattern where you drag. The more you
spray back and forth over the same area, the more the pattern becomes
apparent. Some patterns don’t show up until you thoroughly covered

an area.

Shift-drag to spray in a straight horizontal or vertical line.
0 To erase with the Spray too$s-drag with the Spray tool to eragey
existing paint.[

If you want to spray with a different pattern, choose from the Patterns menu
before you drag.

Filling an area with a pattern

You fill any area on a card or background with a pattern by using either the
Bucket (in the Tools menu) or the Fill command (in the Paint menu). Before
you fill an area, you choose the pattern you want to fill it with.

This section describes two different methods for filling an area. The method
you use depends on whether the area you want to fill is completely enclosed.

O Filling shapes: If you know before creating a shape that you want to fill it
with a pattern, you can fill the shape automatically as you draw it. For
instructions, see “Drawing a Shape Filled with a Pattern” later in this
chapter.[
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Filling an enclosed area
When you want to fill an area that’'s completely enclosed (that is, completely

surrounded by an outline), follow these steps:
1. Go to the card or background that contains the enclosed area you want fo fill

If the outline enclosing the area is in the background layer, go to the
background layer. If it's in the card layer, make sure you're in the card
layer. If the outline is composed of several different graphic elements, they
must all be in one layer.

2. Choose the pattern you want from the Patterns menu.
3. Choose the Bucket (%) from the Tools menu.
Or click it on the Tools palette. The pointer changes to the Bucket.

4. Move the Bucket pointer so that the tip of the stream pouring from it is within the enclosed
space you want to fill, and then click:

This is the part of the
Bucket that dispenses paint.

Cutline-style Paint text
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If there are any gaps in the outline that encloses the area you want to fill, paint
spills out and fills the surrounding area, too. If this happens, immediately
choose Undo from the Edit menu, or prés&, Esc, or the tilde. Then check
carefully for gaps in the outline before using the Bucket again; repair the gaps
using the Pencil, Line, or other appropriate tool.

Enclosed area Gap

0 To check for gapsiJse FatBits from the Options menu to make checking
for gaps easier. For details, see “Magnifying a Graphic for Editing” later in
this chapter.O

Filling an unendlosed area
To fill an area that isn't completely enclosed by an outline or other graphics,

follow these steps:

1. Go fo the card or background that contains the area you want to fill.
2. Choose the pattern you want from the Patterns menu.

3. Select the graphic element or the area you want to fill.

If you want to fill a specific graphic element, you can select it with either
the Select tool or the Lasso as explained in “Selecting an Individual
Graphic Element” earlier in this chapter. If you want to fill a blank area,
select it with the Select tool as explained in “Selecting a Rectangular Area.”
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4. Choose Fill from the Paint menu.

The selected area fills with the current pattern.

Select the graphic you want fo fill. .. ... and choose Fill
from the Paint menu.

If the Power Keys option is turned on, you can press F instead of choosing Fill.

Creating Your Own Patterns
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You can change any pattern in the Patterns menu or replace it with a pattern of
your own creation. When you change or create a pattern, the new pattern is
saved with the stack you're working in. To change or create a pattern, follow
these steps:

1. Choose any graphics tool.
A title for the Patterns menu appears on the menu bar.

2. (Click the pattern you want to replace on the Patterns menu or Patterns palette.
To create a Patterns palette, press Shift-Tab.

3. Choose Edit Pattern from the Options menu.

Or you can double-click the pattern on the Patterns palette in step 2 and skip
this step. The pattern editor appears with the pattern you selected.

4. Edit the pattern.

Clicking a black square makes it go away; clicking where there is no square
makes one appear.
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5. (Click OK to save the new pattern.

The new pattern takes the place of the one that was selected in the
Patterns menu.

Changes you make to a pattern affect only graphics drawn with that pattern in
the future; graphics previously drawn with the old pattern retain the old pattern.

Using a pattern that appears on the card

You can replace a pattern in the Patterns menu with a pattern that appears
anywhere on the card. Follow these steps:

1.

Choose any graphics tool.

A title for the Patterns menu appears on the menu bar.
Click the pattern you want to replace on the Patterns menu or Patterns palette.
To create a Patterns palette, press Shift-Tab.

Choose Edit Pattern from the Options menu.

Or you can double-click the pattern on the Patterns palette in step 2 and skip
this step.

The pattern editor appears holding the pattern you selected.
Click the card to select the pattern you want to add to the palette.
The pattern you click replaces the pattern in the Edit Pattern dialog box.

A pattern’s definition area is 8 pixels by 8 pixels. The place where you click
is considered to be the center of the new pattern. So the pattern is defined
as everything in a 4-pixel radius (or so) around the click point

Click OK to save the pattern.

The new pattern replaces the one selected.
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Drawing Lines and Shapes

The Tools menu provides tools for drawing lines and shapes— including
circles, ovals, rectangles, polygons, and free-form shapes. This section
explains how to create lines and shapes with these tools.

k| D B

P 7

é s Bl These tools are for

CH |- 1 drawing lines and shapes.
HlOo|© o]l

A0 0|

[l seealso: “Drawing Shapes with Patterns and Different Line Widths”
later in this chapter.

Drawing a line or free-form shape
To draw a straight line or a free-form line or shape, follow these steps:

1. Go to the card or background where you want the line or shape.
2. Choose the tool you want to use from the Tools menu.

If you want to draw a straight line, choose the Line t=ol (). To draw a
free-form line or shape, choose the Curve t=al (). The pointer changes to
a crosshair<).
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3. Drag where you want to draw the line or shape.

If you're using the Line tool, Shift-drag to draw a straight line at°aatfgle
from horizontal, or at an angle that's a multiple of. B change the angle of
a straight line while you’re drawing it, change the direction of the mouse as
you drag.

When you use the Line tool, you can draw a straight line from its center point
by first turning on the Draw Centered option. To turn on Draw Centered,
choose it from the Options menu. (A check mark appears next to it in the menu
when this option is on.) To turn off Draw Centered, choose it again.

If the Power Keys option is turned on and the Message box is hidden, you can
also press C to turn Draw Centered on or off. (“Using Power Keys” later in this
chapter explains the Power Keys option.)

Drawing circles, ovals, and rectangles
To draw a circle, oval, or rectangle, follow these steps:

1. Go fo the card or background where you want the shape.

2. Choose a tool from the Tools menu.

To draw an oval or circle, choose the Oval tezl (). To draw a rectangle or
square, choose either the Rectangle ™l ( ) or the Rounded Rectangle tool
(o) from the Tools menu. The Rounded Rectangle tool draws rectangles
and squares with rounded corners.

The pointer changes to a crosshaiy. (
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3. Drag diagonally to draw the shape.

To draw a circle, oval, or rectangle, select the appropriate

tool; then drag diagonally from one corner...
... tothe

opposite corner. :l

Shift-drag to draw a perfect circle or square.

To move the shape around on the card while you're drawing it, @#ress
before you release the mouse button. You can releag&kég to continue
creating the shape, and then press$itkey again to move the shape. Once

you release the mouse button, you have to select the shape before you can
move it (“Selecting a Graphic” earlier in this chapter explains how).

To draw a shape from the center outwards, first turn on the Draw Centered
option by choosing it from the Options menu. When Draw Centered is turned
on, a check mark appears next to it in the menu. To turn off Draw Centered,
choose it again.

If the Power Keys option is turned on and the Message box is hidden, you can
also press C to turn Draw Centered on or off. (“Using Power Keys” later in this
chapter explains the Power Keys option.)
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Drawing a regular polygon

To draw a regular polygon (one whose sides are all the same length), follow
these steps:

1. Go fo the card or background where you want the polygon.
2. Choose the Regular Polygon tool (3) from the Tools menu.
The pointer changes to a crosshair. (

3. If you want to select the number of sides for your polygon, choose Polygon Sides from the
Options menu (or double-click the Regular Polygon tool on the Tools palette).

The Polygon Sides dialog box appears.

This step and the next step are optional. If you don’t select the number of
sides before you draw the polygon, it's either a square (the default shape)
or the last shape you selected in the Polygon Sides dialog box.

4. (Click the shape that corresponds fo the polygon you want to draw.

The shape you select remains in effect unfil you change it by
selecting a different shape.

Polygon Sides

HO SISO O

A box appears around
the selected shape.
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5. Drag diagonally to draw the polygon.

The polygon is drawn
from the center. .. ... outward.

To move the polygon around on the card while you're drawing it, pgess
before you release the mouse button. You can releag&kég to continue
creating the polygon, and then press3hkey again to move the shape, as

long as you continue to press the mouse button. Once you release the mouse
button, you need to select the shape before you can move it (“Selecting a
Graphic” earlier in this chapter explains how).

To rotate the polygon while you're drawing it, drag with a circular motion.
If you press Shift while you drag with a circular motion, the polygon rotates
only in 15 increments, which makes it easier to position at exactly the
angle you want.

With the Regular Polygon tool, the shape is always drawn from the center
outwards, whether or not Draw Centered is checked in the Options menu.

Drawing an irregular polygon

To draw a polygon whose sides aren’t necessarily the same length, follow
these steps:

1. Go to the card or background where you want the polygon.
2. (Choose the Polygon tool ( <) from the Tools menu.
The pointer changes to a crosshair (+).
3. Click ot the point where you want to begin the first side of the polygon.

The Polygon tool works differently from the other tools; you don't hold
down the mouse button to draw.
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(Follow the steps counter-
clockwise around the graphic.)

. Without holding down the mouse button, move the crosshair pointer to draw one side of

the polygon.

You can draw the side of the polygon at & dBgle from horizontal, or at

an angle that's a multiple of 15y pressing the Shift key as you move the
mouse. To change the angle of the side while you're drawing it, change the
direction of the mouse as you drag.

. When the side of the polygon is the length you want it, click to fix it in place.
. Repeat steps 4 and 5 for each additional side of the polygon.
. To finish the shape, click the starting point.

Alternatively, you can double-click or pre¥sZ at any point to stop
drawing, whether or not the shape is complete. Pre$&ifglso deletes
the line that was drawn since you last clicked.

8. Draw this side by

moving the pointer
9. Click here fo without holding down
finish the shape. the mouse button. 7. Click here.
6. Draw this side by
moving the pointer
without holding down

1. Click here to start
the shape.

_|_ the mouse button.

2. Draw this side by
moving the pointer
without holding down
the mouse button.

—— 5_(lick here.

3. Click here. 4. Draw this side by moving the pointer
without holding down the mouse button.
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Drawing with the Pencil

You can use the Pencil to create free-form lines and shapes and touch
up graphics.

To draw with the Pencil, choose it from the Tools menu and drag where you
want to draw. Shift-drag to draw a straight horizontal or vertical line with
the Pencil.

Use the Pencil only for thin lines. The Pencil can only draw thin solid lines, and
shapes and pictures composed of thin solid lines. It can’t draw thick lines, nor
can it draw shapes or lines that have patterns. Use the Line tool for thick and
patterned lines.

Drawing Shapes with Patterns and Different Line Widths

8-26

This section explains how to create lines and shapes that have patterns, and
lines and shape borders in varying line widths.

.5
0
[

—— Use these tools to draw shapes and lines wit
patterns and different line widths.

RGO/

C10|01R[Y
RNG|0] /[

C0|0
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Drawing a shape filled with a pattern
When you know before creating a shape that you'll want it filled with a pattern,
you can fill the shape automatically as you draw it. Follow these steps:

1. Choose the pattern you want the shape to have from the Patterns menu.

2. Choose Draw Filled from the Options menu to turn it on.

When Draw Filled is turned on, a check mark appears next to it in the menu.
Choosing Draw Filled again turns it off.

O A shortcut: You can also turn Draw Filled on or off by double-clicking
any of the shape tools on the Tools palette (except the Regular

Polygon tool). [

The Tools menu looks different when Draw Filled is turned on:

I | D |

i | L

iz~ [AlF~=

T I:Ir:] iE . e l}l puti:ern uppleurs inside
f fools.

@)]C){::J {% e shape tools

AlD| A

The Tools menu The Tools menu

when Draw Filled when Draw Filled

is turned off is turned on

3. Draw the shape.
Choose the tool for the shape you want to draw from the Tools menu, and
then drag to draw the shape. (See “Drawing Lines and Shapes” earlier in
this chapter for more detailed instructions.)
When you finish drawing the shape, it automatically fills with the
selected pattern.
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0 Draw Filled with the Curve tool and Polygon todF.Draw Filled is turned
on while you’re using the Curve tool or the Polygon tool, HyperCard draws
a straight line connecting your starting and ending points when you finish
drawing; then it fills the shape with the selected pattérn.

TN

Using the Curve tool with Using the Curve tool with
Draw Filled turned off Draw Filled turned on

HyperCard
draws this line.

O Filled shapes without bordersTo draw a filled, borderless shape, turn on
Draw Filled; then hold down the Option key while you draw the shape.

Drawing with different line widths

Before you draw a line or shape, you can select the thickness of the line or the
shape’s border. Follow these steps:

1. Choose Line Size from the Options menu (or double-click the Line tool on the Tools paletie).
The Line Size dialog box appears.

2. Toselect a line thickness, click it:

Line Size

Click the line that represents the line

Dl I I I I width you want.

A box appears around the
selected line width.
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3. Draw the line or shape.

Choose the tool for the line or shape from the Tools menu, and then drag to
draw the shape. (See “Drawing Lines and Shapes” earlier in this chapter for
more detailed instructions.)

O A shortcut for selecting line width&Vhen the Power Keys option is turned

on (and the Message box is hidden), you can type a number from 1 to 8 to
select a line width while any Paint tool is selected. (See “Using Power
Keys” later in this chapter for more informatiori.)

1 2 3 4dor5 bor7 8 —— Power keys

These power keys don't
work when the Line Size

dialog hox is open.

Moving a Graphic Around on a Card or Background

You can place a graphic wherever you like on a card or background. To
reposition a graphic on a card or background, follow these steps:

1.
2,

Go to the card or background that has the graphic you want to move.

Select the graphic.

“Selecting a Graphic” earlier in this chapter tells how to do it.
Position the pointer over the selected graphic so that it changes to the arrow pointer.
Drag the selected graphic.

Shift-drag to move the graphic straight horizontally or vertically.

Can't drag the graphic?f you think you selected a graphic but you can’t
drag it, you may be trying to move a background graphic from the card
layer. Pres$8-B and try again. If you still can’t drag it, it's either a button
or a field. Chapters 6 and 7 explain how to move buttons and figlds.
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Creating Special Graphic Effects
You can use the Paint tools in combination with one or more of the commands
in the Options menu to create a variety of special effects. This section shows
examples of the effects you can create.

Drawing in multiples

You can draw multiple lines or shapes using the Draw Multiple option in the
Options menu.

F
U
B

r=1
1

L-a

Co0%m
R[C|O] /[

-
-

Draw Multiple works
with these tools.

C|0|0

I
E:-E
H
A

To draw multiple lines or shapes in a single stroke, follow these steps:

1. Choose Draw Multiple from the Options menu to turn it on.

When Draw Multiple is turned on, a check mark appears next to it in the
Options menu. Choosing Draw Multiple again turns it off.

2. Draw a line or shape.

Choose the tool for the line or shape you want from the Tools menu, and
then drag to draw the shape. (See “Drawing Lines and Shapes” earlier in
this chapter for more detailed instructions.)
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Rounded Regular

Rectangle Oval Polygon
Line tool Rectangle tool tool tool tool

Draw Multiple
turned off

Draw Multiple
turned on

Draw Multiple and
Draw Centered
turned on

@@

To control the spacing between the multiple images, press the Option key in
combination with a number from 1 to 9 before you drag. The higher the number
you type, the farther apart the images are.

=0 EXO) BT [

Option-3 Option-5 Option-7 Option-9

If the Power Keys option is turned on (and the Message box is hidden), you can
press M to turn Draw Multiple on or off. (See “Using Power Keys” later in
this chapter for more information.)

Chapter 8: Working with Graphics 8-31



8-32

Aligning graphics

You can use the HyperCard Grid option to help you line up graphic elements
and position them more precisely. To turn on the Grid option, choose it from
the Options menu. When Grid is turned on, a check mark appears next to it in
the menu. Choosing Grid again turns it off.

When Grid is turned on, the movement of the pointer is constrained to an
invisible grid whose lines are 8 pixels apart (just under one-eighth of an inch).
As you draw graphics with the Line tool and shape tools, or drag graphics to
move them around, they’ll be aligned to this invisible grid. The grid also
constrains the movement of the Select tool as you select graphics and the
movement of the I-beam as you try to position the insertion point to type
Paint text.

0 Grid works best with Grid-created graphicthe Grid option is most
helpful for aligning graphics that were created with the Grid option turned
on. If you create graphics with Grid turned off and then turn Grid on,
HyperCard has a difficult time aligning the graphics because their sizes and
positions don’t conform to the grid’s intervalsl.

I the grid were visible, it would
look like this. The graphics you
create while the Grid option is
turned on are aligned to the grid.
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Adding Paint Text

| S

=l T

& |e? | -

E Do) L] ——— The Grid option works
Hlo|o ) with these tools.
AlD|Z Al0]|z]

You can create some interesting visual images when several options in the
Options menu are turned on at the same time. And you can add to the variety
by holding down various modifier keys while you draw with different options
turned on. Experiment with different combinations to see what happens.

If the Power Keys option is turned on (and the Message Box is hidden), you
can press G to turn Grid on or off. (See “Using Power Keys” later in this
chapter for more information.)

Paint text is text you create with the Paint Text tool. It looks like the text you
type in fields, but you use the Paint tools to create, move, copy, and change
paint text.

Paint text is especially useful when you need to include text as part of a picture
(for example, as a picture title or labels) or whenever you want text to behave
more like a picture than text. You can select both a picture and paint text at once
with the same tool and use the same commands on them. And you can create
special effects with paint text by using commands in the Paint and Options
menus (for example, Rotate, Slant, Distort, and Perspective).

To add paint text to a card or background, follow these steps:

1. Go to the card or background where you want the Paint fext.
2. (Choose the Paint Text tool (A.) from the Tools menu.

The pointer changes to an I-beeln ( ).
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3. To select a font and style for the text, do one of the following:

Choose Text Style from the Edit menu

Pressi8-T.

You see the Text Style dialog box.

The preset format for paint text is 12-point plain Geneva left-aligned with

a line height of 16 points.

4. Choose from the options in the Text Style dialog box.

Click to select the font you want. (You
can also double-click to select the font
and return to your work quickly.)

|

(lick to select a font size
(measured in points).

Text Properties

Click to select or deselect —|
one or more text styles.

The alignment you —
select applies to each

line you type.

Paint Text Style

The choices you make in this dialog box stay in effect until you change them,
or until you restart HyperCard. The preset format is restored when you restart

HyperCard.

Chapter 8: Working with Graphics

Stute: Athens
114
E?tm::! B Futura Bold ;]
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O Extend Chicago Line
Courier height:
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O Right London S@m[@ﬂ@
This shows what

your text looks like.

Double-click the Paint Text tool in the Tools palette.

This number determines

L space between lines.

To use a font size not
listed, type it here.



5. Click where you want to position the inserfion point and begin typing.

While you're typing, you can press Delete or Backspace to delete one
character to the left of the insertion point. And you can press Return to start
a new line of text.

As long as the insertion point is still blinking, you can change the font,
style, and size of the text you're typing by choosing Text Style from the
Edit menu and changing the settings in the Text Style dialog box. All the
text you typed since you last clicked or since you last pressed Enter is
changed to the new font, style, and size.

As soon as you click anywhere, choose another tool, choose Keep from the
Paint menu, switch into or out of the background, or move to another card, the
text becomes part of the picture (its attributes become fixed). To change the
text or its attributes, you have to erase it and start again.

0 Quick text pickup tip:To select paint text that you just finished typing,
pressis-S immediately, before you click anywherig.

0 Painttextis not searchablerou can’t use the Find command to search for
paint text. To HyperCard, paint text is just another graphic. If you think that
you'll want to search later for what you're typing now, create a field and
enter the text in the field using the Browse tddl.

Turning field text into paint text

You can turn existing field text into paint text, if you decide that you'd like to
make it part of a picture. Follow these steps:

1. Choose the Browse tool from the Tools menu.

The pointer becomes an I-begIn ( ) when you move it over the field. (If you
don'’t see the I-beam, see “Where’s the I-beam Pointer?” in Chapter 7.)

2. Drag with the |-beam o select the field text you want to change.
3. Choose Copy Text from the Edit menu.

Or, if want to remove the text from the field, choose Cut Text from the
Edit menu.
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4. Choose any Paint tool from the Tools menu.
5. Go to the card or background where you want the text.
6. Choose Paste Text from the Edit menu.

The text appears in the center of the card, surrounded by a moving
dashed line:

______________________________________________ T
To move the selected text, To change the shape of the
drag any part of it. selection, press the 32 key

and drag from a corner.

While the text is still selected, you can format it by choosing Text Style from
the Edit menu and changing the settings in the Text Style dialog box. The text
becomes part of the picture after you click outside the selected area.

Chapter 8: Working with Graphics



When Elements Overlap

HyperCard puts different kinds of elements into different layers, as shown in
the following figure. Together, all these layers make up the card you see.

Background picture

Background buttons
and fields

Card picture

Card buttons and fields

What you see when

The background él you look at the card.
picture is fixed in a T

layer by itself—it's l > 0.8

always behind the £ (0

background buttons The card picture is also | 0 (-

and fields and all the fixed in a layer by ol

card elements. itself—it's always

behind the card buttons
and fields, and in front
of all the background
elements.

The graphics in the card layer (referred to collectively as the card picture) are
behind all the buttons and fields in the card layer, but they're in front of all the
elements in the background layer. This means graphics in the card layer can
obscure the background elements, but they can be obscured by the buttons and
fields in the card layer.

Graphics can also obscure one another. Graphics in the background layer
(referred to collectively as the background picture) can get lost behind graphics
in the card layer, and a graphic that you created recently can cover graphics that
were drawn earlier in the same layer.
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When elements overlap so that some graphics obscure, or are obscured by,
other elements, you can either rearrange the elements so they don’t overlap, or
you can make some of the elements transparent so you can see other elements
through them. “Moving a Graphic Around on a Card or Background” earlier in
this chapter explains how to reposition graphics on the card or background. The
next section explains how to make graphics opaque or transparent. (Chapters 6
and 7 give instructions for rearranging buttons and fields and making them
opaque or transparent.)

Making a graphic opaque or fransparent

To see elements that are obscured by a graphic, make the graphic transparent.
Conversely, to make a graphic more prominent, make it opaque.

Follow these steps to make a graphic opaque or transparent:

1. Select the graphic.
“Selecting a Graphic” earlier in this chapter gives instructions.

2. Choose Transparent or Opaque (as appropriate) from the Paint menu.

A graphic ... made opaque
element. .. and moved.

A graphic made transparent
element. .. and moved.
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When you first create or paste a graphic, it's opaque; that is, it covers the
graphics beneath it. You can make the new graphic transparent by choosing
Transparent immediately after you create it (before you click anywhere) or, if
you pasted it, by choosing Transparent while it’s still selected. Transparent
affects just the graphic you created since the last time you pressed the mouse
button if nothing else is selected.

If the Power Keys option is turned on, you can press O to make the selected
graphic opaque, or press T to make it transparent. (“Using Power Keys” later
in this chapter explains the Power Keys option.)

Changing the Appearance of a Graphic

HyperCard includes many commands and options for changing the look of an
existing graphic, including commands that edit a picture pixel by pixel and
commands that flip a graphic upside down or backwards. This section
describes all the ways you can modify graphics and Paint text.

[] seealso: *“Using Power Keys” in this chapter
* “Using Modifier Keys with Paint Tools” in this chapter
* “Double-Clicking Paint Tools” in this chapter
Magnifying a graphic for editing

You can zoom in on a section of a picture to do close-in finish work and edit
your picture one pixel (dot) at a time. Follow these steps:

1. Select the part of the picture you want to work on.

“Selecting a Graphic” earlier in this chapter gives instructions.
2. Do one of the following:

= Choose FatBits from the Options menu.

= Double-click the Pencil on the Tools palette.

= Choose the Pencil tool; then press3hkey while you click the part of
the graphic you want to edit.
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You move the window
by dragging from here.

You close the window by
clicking its close box.

HyperCard zooms in on the part of the graphic you selected-(dicked
with the Pencil) and magnifies it. If nothing is selected and you haven’t
38-clicked anything with the Pencil, HyperCard zooms in on the graphic
you were just working with (or on the center of the card if you weren'’t
working on a graphic).

3. Edit the graphic.

You can use any of the Paint tools to modify the graphic; they all work at
the magnified scale.

When the Pencil is selected,
you add or remove a single
pixel at a fime by dlicking.

This window displays an actual-size version of the graphic
that reflects changes as you make them.
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If you want to edit a different part of the picture, Option-drag the magnified
graphic with the hand pointer.

As you drag the card with the hand To see a different section of the card, press
pointer, this window shows the Option while you drag the card with the hand
actual-size version of the part of the pointer.

card you're looking at.

4. When you're finished editing the graphic, turn off FatBits by doing any of the following:
= Choose FatBits from the Options menu.

= Click in the little window that shows the actual-size version of
the graphic.

= Double-click the Pencil on the Tools palette.
= Press Option-F.
= With the Pencil selecte@-click the magnified picture.

= Choose the Browse todf-( ), the Buttontc= ( ), or the Field Epl ( )
from the Tools menu.
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Changing the size of a graphic

To resize a graphic, follow these steps:

1. Select the graphic.

2. $&-drag from a corner or an edge of the selected graphic.

®

The original

L

; R N

graphic e
To resize it To make it wider, narrower, B\
proportionately, taller, or shorter, press 38 W
press $&-Shift and and drag from an edge. ol
drag from a corner.

0 Can't drag the graphic?f you think you selected a graphic but you can’t
drag it, you may be trying to resize a background graphic from the card
layer. Pres§8-B and try again. If you still can’t drag it, it's either a button
or a field. (Chapters 6 and 7 explain how to move buttons and figlds.)

Changing the pattern of a graphic
There are three ways to change the pattern of a graphic:
= Use the Fill command to fill the graphic with a different pattern.
= Use the Bucket to “pour” a different pattern into the graphic.

= Use the Pickup command to give the graphic the same pattern as another
graphic on the card.
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Using the Fill command to change a graphic's pattern

Using the Fill command is the most reliable way to change the pattern of a
graphic. To change the pattern of a graphic using the Fill command, follow
these steps:

1. Select the graphic.

“Selecting a Graphic” earlier in this chapter gives instructions.
2. Choose the Fill pattern you want from the Patterns menu.
3. Choose Fill from the Paint menu.

The selected graphic acquires the selected pattern.

Patterns

The original 1. Select the 2. Choose a pattern. 3. Choose Fill from
graphic graphic. the Paint menu.

If you just created a graphic element and you haven't clicked anywhere, the Fill
command works on the new element (that is, just the element you created since
you last pressed the mouse button).

If the Power Keys option is turned on, you can press F instead of choosing Fill.
See “Using Power Keys” later in this chapter for more information.

Using the Bucket to change a graphic’s pattern

Using the Bucket to change the pattern of a graphic works best when you want
to fill a solid dark area with a lighter pattern. If you try to use this technique to
fill a lightly patterned area with a darker pattern, the results are unpredictable;
the pattern may change, but not necessarily to the one that you selected. If you
try to use this technique to fill a dark non-solid area with a lighter pattern, you
may not see any change at all.
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0 Make sure the area is enclosedse the Bucket to change a graphic’s
pattern only if the graphic is completely enclosed. Otherwise, paint can
spill out and fill the surrounding areél

To change a graphic’s pattern with the Bucket, follow these steps:

1. Go to the card or background that contains the graphic.
2. Choose the Fill pattern you want from the Patterns menu.
3. Choose the Bucket (<) from the Tools menu.
You can also click it on the Tools palette. The pointer changes to a bucket.

4. Move the Bucket so that the tip of the stream pouring from it is within the graphic, and
then click.

This is the part of the Bucket
that dispenses paint.

If paint spills out into the surrounding area, immediately choose Undo from the
Edit menu, or press Esc or the tilde.
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Using the Pickup command fo change a graphic’s pattern

To give a graphic the same pattern as another image on the card, follow
these steps:

1. Select the graphic you want to change.

2. Drag the selected graphic over the part of the card that has the pattern you want fo give
the graphic.

3. While the graphic s still selected, choose Pickup from the Paint menu (or if the Power Keys
option is turned on, press P).

The selected graphic picks up the pattern of the image behind it, whether or
not that image is a pattern.

Leave the graphic selected. Don'’t click outside the selection.

4. Drag the selected graphic away.

: 180
1.Selectthe 2. Move the 3. Choose Pickup 4. Drag the
graphic. selected from the Paint graphic
(Its edges graphic over menu. away.
will the pattern
shimmer.) you want to

give it.

O If the pattern doesn’t changdf you selected a graphic in the card layer
and it doesn’t acquire the pattern behind it when you choose Pickup, or if
the graphic disappears, the pattern is probably in the background layer. A
graphic can only pick up a pattern in the same layer. If there’s no pattern
behind the graphic in the same layer, the graphic turns wihite.
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Inverting a graphic

To invert a graphic so that white becomes black and black becomes white,
follow these steps:

1. Select the graphic.
“Selecting a Graphic” earlier in this chapter gives instructions.

2. Choose Invert from the Paint menu.

%
s

1. Select the graphic. 2. Choose Invert from the Paint menu.

If you just created a graphic element and you haven't clicked anywhere, the
Invert command works on the new element (that is, just the element you
created since you last pressed the mouse button).

If the Power Keys option is turned on, you can press | instead of choosing
Invert. (“Using Power Keys” later in this chapter explains the Power
Keys option.)
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Making a graphic darker or lighter

To darken or lighten a graphic, follow these steps:

1. Select the graphic.

2. Choose Darken from the Paint menu to make the graphic darker, or choose Lighten to
lighten it.

Choosing the Darken command darkens the selected graphic by randomly
turning white pixels black. Choosing the Lighten command randomly turns
black pixels white. If you choose either of these commands repeatedly,
more pixels are changed each time.

I {/
Y

¥,

The original graphic 1. Select the graphic. 2. Choose Darken from
the Paint menu.

m m

The original graphic 1. Select the graphic. 2. Choose Lighten from
the Paint menu.

If you just created a graphic element and you haven't clicked anywhere, the
Darken and Lighten commands work on the new element (that is, just the
element you created since you last pressed the mouse button).

If the Power Keys option is turned on, you can press D instead of choosing
Darken, or L instead of choosing Lighten. Pressing and holding D makes the
selected graphic darker and darker; pressing and holding L makes it lighter and
lighter. (See “Using Power Keys” later in this chapter for more

information.)
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Outlining a graphic
To add an outline to a graphic, follow these steps:
1. Select the graphic.
2. Choose Trace Edges from the Paint menu.

An outline appears around the parts of the selected graphic that were
originally black. Each time you choose Trace Edges, another outline
is added.

© © @

The original ~ Trace Edges Trace Edges Trace Edges
graphic once twice three times

If you just created a graphic element and you haven't clicked anywhere, the
Trace Edges command works on the new element (that is, just the element
you created since you last pressed the mouse button).

If the Power Keys option is turned on, you can press E instead of choosing
Trace Edges. Pressing and holding E keeps adding outlines. (See “Using Power
Keys” later in this chapter for more information.)
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Rotating a graphic 90°
To rotate a graphic 90follow these steps:
1. Select the graphic.

2. (Choose Rotate Left from the Paint menu to rofate the selected graphic 90° to the left, or
choose Rotate Right fo rotate it 90° to the right.

If you just created a graphic element and you haven't clicked anywhere, the
Rotate Left and Rotate Right commands work on the new element (that is, just
the element you created since you last pressed the mouse button).

If the Power Keys option is turned on, you can press [ (the left bracket key)
instead of choosing Rotate Left, or ] (the right bracket key) instead of choosing
Rotate Left. If you press and hold one of these power keys, the graphic keeps
rotating. (See “Using Power Keys” later in this chapter for more information.)

“Slanting, Rotating, or Distorting a Graphic” later in this chapter explains how
to rotate a graphic in increments smaller thah 90
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Flipping a graphic vertically or horizontally

To flip a graphic vertically or horizontally, follow these steps:

1. Select the graphic.

2. Choose Flip Vertical from the Paint menu to flip the selected graphic vertically, or choose Flip
Horizontal to flip it horizontally.

If you just created a graphic element and you haven't clicked anywhere, the
Flip Vertical and Flip Horizontal commands work on the new element (that
is, just the element you created since you last pressed the mouse button).

If the Power Keys option is turned on, you can type V instead of choosing Flip
Vertical, or type H instead of choosing Flip Horizontal. If you press and hold
one of these power keys, the graphic keeps flipping. (“Using Power Keys” later
in this chapter explains the Power Keys option.)
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Slanting, rotating, or distorting a graphic

You can slant or add perspective to a graphic, or rotate or distort it. Follow
these steps:

1. Select a rectangular area with the Select tool (:73).

You must select the area as described in “Selecting a Rectangular Area”
earlier in this chapter. (A Lasso selection doesn’t work.)

2. From the Options menu, choose Rotate, Slant, Distort, or Perspective.

Choose the command that describes the effect you want to create with the
graphic. A rectangle with handles appears around the selected graphic.

3. Drag the handles to change the graphic's appearance.

Drag the handles to
change the appearance
of the graphic.

The handles remain around the graphic until you click outside it. You can
drag the handles as many times as you like to create the effect you want.

4. When you're finished, click outside the graphic.

These commands work with all graphics, including Paint text. Experiment with
them to see what kinds of effects you can create. You can return a graphic to
its original state by choosing Undo or by pressiig, Esc, or the tilde, no
matter how many times you dragged its handles.
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Using Power Keys
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When the Power Keys option is turned on, you can perform an operation on a
graphic by pressing a key instead of making a menu choice.

To turn on Power Keys, check the Power Keys box on the Preferences card in
the Home stack. The Power Keys option is available at the Painting and higher
user levels. You can also turn on the Power Keys option by choosing it from
the Options menu, visible whenever a Paint tool is selected.

You'll find examples of the use of the power keys in earlier sections of this
chapter. All the power keys and their effects are listed in the following table:

Command Power key Menu
Black pattern B Patterns
Darken D Paint
Draw Centered (on/off) C Options
Draw Multiple (on/off) M Options
Fill F Paint
Flip Horizontal H Paint
Flip Vertical Y Paint
Grid (on/off) G Options
Invert | Paint
Lighten L Paint
Opaque (0] Paint
Pickup P Paint
Revert R Paint
Rotate Left [ Paint
Rotate Right ] Paint
Select S Paint
Select All A Paint
Trace Edges E Paint
Transparent T Paint
White pattern W Patterns

0 The Paint Text tool turns off power key&hen you're using the Paint Text
tool, the power keys are temporarily disabléd.
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Using Modifier Keys with Paint Tools

When you hold down modifier keys (Command, Shift, or Option) while you
drag with different Paint tools, you alter the effects of some of the tools. The
following table lists the effects. (Paint tools that aren’t affected by the modifier
keys aren't listed.)

Modifier key
Tool Command Shift Option
Select Selects tightly Moves selection Duplicates selection
horizontally or vertically
Lasso Lassos everything Moves selection Duplicates selection
horizontally or vertically
Line No effect Draws at F5angles Draws with pattern
Eraser Erases in white Erases straight horizontdly effect
or vertically
Pencil Enters/leaves  Draws straight horizontally No effect
FatBits or vertically
Rectangle No effect Draws a square Creates a patterned
border
Curve No effect No effect Creates a patterned
border
Brush Erases what you Paints straight horizontally No effect
paint over or vertically
Spray Erases what you Sprays straight horizontallyNo effect
spray over or vertically
Rounded Rectangle No effect Draws square with rouncCreates a patterned
corners border
Polygon No effect Draws at 1&ngles Creates a patterned
border
Oval No effect Draws a circle Creates a patterned
border
Regular Polygon No effect Rotates in°iBcrements  Creates a patterned
border
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Double-Clicking Paint Tools

You can double-click certain Paint tools on the Tools palette as a shortcut for
choosing menu commands. The following table shows the effects of
double-clicking Paint tools.

Double-click this... ...to do this

Brush Bring up Brush Shape dialog box
Bucket Hide/show Patterns menu

Curve tool Turn on/off Draw Filled option
Eraser Erase entire picture

Lasso Lasso every element on current card/background
Line tool Bring up Line Size dialog box

Oval tool Turn on/off Draw Filled option

Paint Text tool Bring up Text Style dialog box
Pencil Turn on/off FatBits

Polygon tool Turn on/off Draw Filled option
Regular Polygon tool Bring up Polygon Sides dialog box
Rectangle tool Turn on/off Draw Filled option
Rounded Rectangle tool Turn on/off Draw Filled option
Select tool Select entire picture

Saving the Graphics on a Card or Background
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While you're working on the graphics of a particular card or background, the
changes you make to the graphics are stored in a temporary location; they're
not automatically saved to your disk, as are your other changes. HyperCard
assumes that you may decide to throw away your graphics changes, so it
doesn’t save them automatically along with everything else. This gives you the
freedom to experiment with the Paint tools and then get back your original
graphics.
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To save all the graphics on the current card or background use one of the
following methods:

= Choose Keep from the Paint menu (or p&8si).
= Switch to or from the background layer by presség.
= Go to another card or stack.

= Quit HyperCard.

Reverting to the Last Version of a Graphic

While you're working with graphics, you can retrieve the last saved version of
the graphics on the current card or background by choosing Revert from the
Paint menu. Choosing Revert restores the graphics you had on the current card
or background before you last saved them with one of the methods described
in the preceding section, “Saving the Graphics on a Card or Background.”

O Revertis different from Unddrevert undoes all the changes you made to
the graphics on the current card or background since they were last saved,
whereas Undo undoes only the most recent unsaved change.

You can also restore a portion of the last saved version of the picture on the
current card or background by selecting the part you want to restore and
choosing Revert. “Selecting a Graphic” earlier in this chapter includes
instructions for selecting part of a picture.

The Revert command is most useful when you're creating graphics in stages.
Once you complete a stage and it's just the way you want it, you can “freeze”
it with the Keep command. Then you can begin work on the next stage,
confident that your last stage is saved and that you can start over from that
point, if necessary.

If the Power Keys option is turned on (and the Message box is hidden), you can
press R instead of choosing Revert. “Using Power Keys” earlier in this chapter
explains the Power Keys option.
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Copying a Graphic
This section explains how to duplicate a graphic on the same card and how to
copy a graphic to another card, background, or stack.

Copying a graphic on the saume card

To make a duplicate of a graphic on the same card or background, follow
these steps:

1. Go to the card or background that has the graphic you want to duplicate.
Select the graphic.

Position the pointer over the selected graphic so that the pointer changes to an arrow.

Option-drag the selected graphic.

As you drag, you create an exact duplicate of the graphic. Shift-drag to
move the copy straight horizontally or vertically.

0 Can't drag the graphic?f you think you selected a graphic but you can’t
drag it, you may be trying to duplicate a background graphic from the card
layer. Pres§8-B and try again. If you still can’t drag it, it's either a button
or a field. Chapters 4 and 5 explain how to move buttons and figlds.

¥-Option-drag to make multiple copies of the graphic. A trail of copies follows
the pointer. You can preset the spacing between each image in the trail by
pressing Option along with a number from 1 to 9 before you drag. The larger
the number you type, the greater the spacing between the copies.

—
= |
e

Option-1 pressed before Option-7 pressed before
dragging dragging
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To copy a graphic to a different card or background, follow these steps:

—_—

Go to the card or background that has the graphic you want fo copy.
Select the graphic.

Choose Copy Picture from the Edit menu.

Go to the card or background where you want to put the graphic.

You can use the arrow keys, the navigator palette, or commands in the Go
menu to move between cards while you have the Select tool or the Lasso
selected.

Choose Paste Picture from the Edit menu.

This takes a copy of the graphic from the Clipboard, puts it on the current
card or background, and selects it. The graphic is pasted in the same
position it was copied from. If there’s a button or field in the same location,
the pasted graphic is hidden behind it as explained in “When Elements
Overlap” earlier in this chapter. Try moving the button or field to see the
graphic.

If you want to reposition the graphic, drag it to where you want it while it's still selected.

A graphic is opague right after you paste it. To see through the graphic to
the elements behind it, select it and choose Transparent from the
Paint menu.

Moving a Graphic from the Card to the Background

It's easy to put a graphic in the card layer by mistake when you intend to put it
in the background. If this happens, you can move the graphic from the card
layer to the background layer of the same card by following these steps:

1.

Go to the card that has the graphic you want to copy.

You must be in the card layer to move a card graphic. If you see stripes
appear in the menu bar, you're in the background layer. 8&s8 go to
the card layer.

Select the graphic.
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Choose Cut Picture from the Edit menu.
Go to the background layer.
Choose Paste Picture from the Edit menu.

This takes a copy of the graphic from the Clipboard, puts it in the current
background, and selects it. The graphic is pasted in the same position it was
copied from. If there’s a button or field in the same location on the
background layer, the pasted graphic is hidden behind it as explained in
“When Elements Overlap” earlier in this chapter. Try moving the button or
field to see the graphic.

If you want fo reposition the graphic, drag it to where you want it while it's still selected.

Moving a Graphic to Another Card or Background

To move a graphic to a different card or background, follow these steps:
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1.

6.

Go to the card or background that has the graphic you want fo move.
Select the graphic.

Choose Cut Picture from the Edit menu.

Go to the card or background where you want fo put the graphic.

Use the arrow keys or commands in the Go menu to navigate between cards
while the Select tool or the Lasso is selected.

Choose Paste Picture from the Edit menu.

This takes a copy of the graphic from the Clipboard, puts it on the current
card or background, and selects it. The graphic is pasted in the same
position it was copied from. If there’s a button or field in the same location,
the pasted graphic is hidden behind it as explained in “When Elements
Overlap” earlier in this chapter. Try moving the button or field to see the
graphic.

If you want fo reposition the graphic, drag it to where you want it while it's still selected.

A graphic is opaque right after you paste it. To see through the graphic to the
elements behind it, select it and choose Transparent from the Paint menu.
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Importing a Graphic

You can bring any MacPaint-format picture into HyperCard by following
these steps:

1. Make sure you have one of the Paint fools selected.
2. Choose Import Paint from the File menu.
A directory dialog box appears.
3. Use the directory dialog box to locate and open the file with the picture you want fo use.

HyperCard pastes the imported picture onto the current card or
background, starting with the upper-left corner of the imported picture.

O Preparing to import a pictureBefore you import a picture, make sure the
part of the picture you want to paste is in the document’s upper-left corner;
or make sure the card you want to paste it on is large enough to
accommodate the picture, including any blank space that’s in the upper-left
corner of the picture. “Changing the Size of Cards” in Chapter 4 explains
how to adjust the card sizél

Once you import a picture, you can work with it just as if you'd created it in
HyperCard.

0 Bringing in graphics via the ClipboardYou can bring any picture into
HyperCard via the Clipboard. Copy the picture to the Clipboard first;
then paste it into HyperCard using the Paste Picture command in the
Edit menu. O

Exporting a Snapshot of a Card and/or Background

You can take a snapshot of the current card and background or of just the
current background and save it as a MacREonument. To do it, use the
Export Paint command in the File melftihis command is available only
when a Paint tool is selected.) Follow these steps:

1. Move fo the card you want to capture as a snapshot.

Or, to get a shot of just the background, move to the appropriate
background layer.
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Choose Export Paint from the File menu.
A directory dialog box for saving a file appears.

Use the directory dialog box to specify where you want the file saved and type a name for

the file.
Click OK.

Export Paint createsMacPaint document that contains the image of the
current card and/or background and saves it on a disk under the name you
give it. The image of the full-sized graphic gets saved, even if you're using
FatBits.

HyperCard exports only a picture of the card and/or background. The saved
picture has none of the functional attributes of the card—for example, the
scripts aren’t saved with the picture. If you have a palette, the Message box, the
FatBits window, or the Scroll window open on the screen, their images aren’t
included with the exported picture.

Creating a Miniature Picture of a Card

You can create a miniature picture of a card, like the miniatures you see when
you choose Recent from the Go menu. Follow these steps:
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1.

Go to the card you want fo capture as a miniature picture.
Choose Copy Card from the Edit menu.
Go to the card or background where you want fo put the miniature picture.

Press and hold the Shift key while you choose Paste Card from the Edit menu (or press
g8-Shift-V).

The miniature appears selected in the center of the card window.

This is just a picture of a card—none of the normal card attributes or scripts
from the original card are pasted with the miniature.
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Deleting a Graphic

To delete a graphic, you can use any of the following techniques:

To delete a new graphic just after you add it (before you click anywhere
else), press Delete, Backspace, or Clear, or choose Clear Picture from the
Edit menu. This is not reversible; you can't bring back a graphic that was
deleted immediately after it was added.

To delete any graphic, first select it using one of the techniques described
in “Selecting a Graphic” earlier in this chapter. Then press the Delete,
Backspace, or Clear key, or choose Clear Picture from the Edit menu. If
you delete a selected graphic by mistake, you can bring it back by
immediately choosing Undo from the Edit menu or pres#irgy Esc, or

the tilde.

To erase any graphic, choose the Ere<=r () from the Tools menu and drag
over the graphic. (To erase a background graphic, you must be working in
the background layer. To erase a card graphic, you have to be in the card
layer.) Shift-drag to erase in a straight horizontal or vertical line.

The background revealedf you see a picture appearing under the Eraser
as you drag it over a card picture, you're exposing a part of the background
that was covered by an opaque card picture. If you don’t want the
background elements to show, you can cover the#g-tyagging with the
Eraser. (This “erases” with white paint.) Of course, you can go to the
background layer and delete the elements, but first check to make sure they
aren’t needed on the other cards that share the background.

To erase the entire picture on the current card or background, double-click
the Eraser on the Tools palette. This wipes out the picture on the current
card or background, and then selects the tool you were using just before you
double-clicked the Eraser. This technique is useful for cleaning up your
screen after you've been experimenting with the Paint tools. (If you
double-click the Eraser by accident, choose Undo from the Edit menu
immediately, or pres$-Z, Esc, or the tilde.)
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Printing

This chapter explains how to print information in a stack. You can print a single
card, specific cards in a stack, an entire stack, the contents of a field, or a report
that displays the contents of specific fields. You can also create different report
templates for a stack and copy and paste report templates from one stack to
another.

If you're familiar with HyperTalk, you have even more printing options—for
example, you can print a specific rectangular area of a card, a range of
consecutive cards, or a document from another application. The HyperTalk
Reference stack describes these options.

You can do most of the tasks described in this chapter no matter what your user
level is set to. The text tells you if a specific user level is called for.



Preparing to Print

9-2

Before you can print with HyperCard, you must have the appropriate printer
driver (also called printing resource) for your printer in your System Folder.
You must also make sure that your printer’s icon is selected in the Chooser
desk accessory. The documentation that came with your computer describes
how to install printer drivers and how to use the Chooser.

Once you have the appropriate printer driver installed and selected, you can
give HyperCard information about your paper and printing preferences by
using the Page Setup command before you print.

0 Use Page Setup if something changéshe settings in the Page Setup
dialog box reflect your paper size and printing preferences, you don't need
to use the Page Setup command until you want to change the settings. You
do, however, need to use Page Setup whenever you change the printer that
you're using (for example, when you change from an ImageWriter to a
LaserWriter). O

To change the settings in the Page Setup dialog box, follow these steps:

1. Make sure you have one of the General tools selected.
2. Choose Page Setup from the File menu.

The Page Setup dialog box appears. The options in this dialog box vary,
depending on what kind of printer and which version of system software
you have.
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3. Select the options you want in the Page Setup dialog box:

Imagellriter 0 oK
(Ilf]k ﬂ:-]e OP'll)O“ —-Paper: @ US Letter ) A4 Letter
that describes 3 us Legal > International Fanfold
'he size Of ) Computer Paper -
Orientation Special Effects: []Tall Adjusted
your paper. 050 % Reduction
% [ONo Gaps Between Pages
| |
Print Print

vertically  horizontally

LaserlWriter Page Setup 7.1 mm(
Click the option —f- Paper: @ us Letter (A4 Letter TobioTd Click here for
that describes OusLegal O B5 Letter O Tabloi ~]  [(cancel) additional
the size of Reduce or % Printer Effect_s: _ — opfions.
your paper Enlarge: [ Font Substitution? — ———
’ Orientation [ Text Smoothing? N
o z [ Graphics Smoothing? These options
Al 1= tavailab
il [ Faster Bitmap Printing? aren't available
] for the
Print Print ImageWriter.

verfically  horizontally

4. (lick OK.

The options you select in the Page Setup dialog box are saved with the
current stack. They're in effect when you print the stack (or any part of it)
using the Print Field, Print Card, Print Stack, or Print Report commands.

You can change the Page Setup settings at any time by repeating this
procedure.
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Printing a Single Card

To print a single card in a stack, follow these steps:

1. Go to the card you want to print.
2. Make sure you have one of the General tools selected.
3. Choose Print Card from the File menu (or press $&-P).

HyperCard prints the current card according to the settings you selected in
the Page Setup dialog box.

O Displaying the Print dialog boxTo display the Print dialog box, hold
down the Shift key when you choose Print Card. That way, you can select
options such as “print quality” and “number of copiegl”

Printing an Entire Stack

To print all the cards in the current stack, follow these steps:

1. Make sure you have one of the General tools selected.
2. Choose Print Stack from the File menu.

The Print Stack dialog box appears.
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This area shows the
layout of the printed

page.

To space the cards, drag
any card image other
than the one in the
upper-left corner.

To add text to the | .

header, type here.

3. Select the options you want in the Print Stack dialog box:

Change the margins by Click here to print successive Press here to see a pop-up
dragging either corner cards from the top of the menu for choosing the size
handle. page or from left. of printed cards.
Print Stack ee—oo—————
@ All cards :
Print order:
This opfion spaces cards
Printed card size: 50 you can fold the
[ split-page format —— Il printed sheet down the
[ High-quality printing middle without creasing
Dimensions: [Inches __Ju any card's image.
liew: 0.500
@ Margins
Osize  0.73 Press here to see o
_ | © Spacing | 0.500 pop-up menu for choosing
Header: the unit of measurement
| 1| for the dimensions shown
below.
Click here to add the date,  Click here to insert  Click these buttons to view
time, stack name, and/or a fab between the page margins, card
page number to the header. items in the size, or card spacing
header. at the right.

O If you have a LaserWriterWhen the Precision Bitmap Alignment (4%
reduction) option is selected in the LaserWriter Page Setup dialog box, the
measurements you see for Margins, Size, and Spacing in the Print Stack
dialog box are slightly larger than they appear on the printed page.
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4. Click Print.

The Print dialog box appears. The options in this dialog box vary,
depending on what kind of printer and which version of system software
you have. For information about these options, see the documentation that
came with your computer.

| LaserlWriter “Scribe” 711 Iﬁ Print I
I:upies:lil Pages: ® Al ) From: To:

Cover Page: (& No (O First Page O Last Page

Paper Source: @ Paper Cassette ) Manual Feed

Print: () Black & White @ Color/Grayscale

Destination: (@ Printer ) PostScript® File

Imagellriter 7.0 m
Quality: ) Best @ Faster o Draft

Page Range: (@ All ) From: I_I To: I_I Cancel
Copies: Iil

Paper Feed: @ Automatic O Hand Feed

5. Select the options you want in the Print dialog box, and lick OK.

HyperCard prints the cards in the current stack according to the settings you
selected in the Page Setup dialog box, the Print Stack dialog box, and the
Print dialog box.

Once you print a stack, HyperCard remembers the format and header you used
for that stack. The next time you print the same stack with the Print Stack
command, HyperCard displays the same format and header in the Print Stack
dialog box.
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Printing Specific Cards

To print specific cards in the current stack (instead of printing the entire stack),
follow these steps:

1. Mark the cards you want to print.

To mark a card, check the Card Marked option in that card’s Card Info
dialog box. Your user level must be set to 4 or higher on the User
Preferences card of the Home stack to see the Objects menu.

You can also mark cards using HyperTalk commands. For more
information refer to thélyperCard Script Language Guide.

2. Make sure you have one of the General tools selected.
3. Choose Print Stack from the File menu.

The Print Stack dialog box appears.
4. Select the options you want in the Print Stack dialog box.

5. (Click “Marked cards” as shown here:

Print Stack §|

3 ANl cards

@ Marked cards

Print order: =21

Printed card size:

Click here to print only the
marked cards in the stack.

6. Click Print.

The Print dialog box appears. The options in this dialog box vary,
depending on what kind of printer and which version of system software
you have. The documentation that came with your computer describes
these options.
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7. Select the options you want in the Print dialog box and click OK.

HyperCard prints the marked cards in the current stack according to the
settings you've selected in the Page Setup dialog box, the Print Stack dialog
box, and the Print dialog box.

Once you print specific cards in a stack, HyperCard remembers the format and
header you used for that stack. The next time you print the same stack with the
Print Stack command, the same format and header appear in the Print Stack
dialog box. However, you need to tell HyperCard each time you want to print
only the marked cards in a stack by clicking “Marked cards” in the Print Stack
dialog box; otherwise, it assumes you want to print all the cards in the stack.

Printing the Text in a Specific Field
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To print the text that appears in a specific field on a particular card or
background, follow these steps:

1. Go to the card that has the text you want to print.
2. Make sure you have one of the General tools selected.
3. Choose Print Field from the File menu.

The Print Field dialog box appears. To specify print quality and other
options, hold down the Shift key as you choose Print Field. The standard
Print dialog box appears after you finish step 5.
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Click here to print card fields.

Click the field you
want to print.

Select this option to print the
field just as it appears on the
card. If you turn off this
option, HyperCard prints the
field using the full width of
the paper.

Printing a Report

4. Select the field whose text you want to print:

Print Field

Select a field to print:

Click here to print background fields.
—— ) Card fields (lg“) Background fields

card title |t
Home
ng&'gg:;ﬁun This list shows either all the card fields
= or all the background fields on the
Contents of Teld: current curd”or bucl;grognd, depending
E1957-1993 Apple Computer, Inc. All Rights on Whether ((."d f|e!d5 or
Reserved. “Background fields” is selected above.

—H—T[] Use width of field

[[ 0K ]] [ Cancel ]

This box shows some of the
text in the selected field.

5. Click OK.

HyperCard prints the text in the specified field according to the settings
you've selected in the Page Setup dialog box and the Print Field dialog box.
If you're printing a background field that contains different text on every
card, HyperCard prints only the text that appears in the field on the
current card.

You can prepare custom reports that display the field text in a stack in any way
you like. You can create and save up to 16 report templates for a stack. You
could, for example, create a table-style report template, a template for printing
the results of calculations, and a template for printing labels—all for the same
stack. You can also copy and paste report templates from one stack to another.

You can control the appearance and placement of each element in a
report—including the font, size, and style of the text. You can also choose to
invert a report item, and to build a frame around it. Reports, however, contain
no graphics.
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To print a report from the current stack, follow these steps:

1. Make sure you have one of the General tools selected.
2. Choose Print Report from the File menu.
The Print Report dialog box appears.
3. Ifyou've created a report template you want to use, choose it from the Reports menu.

HyperCard dims the File menu and displays a special Edit menu plus a
Reports menu. To create your own report template now, click Cancel and
go to the next section, “Creating a Report Template.”

4. (lick “Marked cards” if you want your report to include only text from the marked cards in
the stack.

Or, if you want to print text from all the cards in the stack, skip this step.
“All cards” is the preset option. When it's selected, text from all the
cards prints.

Print Report "Untitled Report" §|

fAll card -
IIIIIIIII 9] Ma::;dscards
Print order: %E
IR

Click here to print only from the
marked cards in the stack.

O If you have a LaserWriterWhen the Precision Bitmap Alignment (4%
reduction) option is selected in the LaserWriter Page Setup dialog box, the
measurements you see for Margins, Size, and Spacing in the Print Report
dialog box are slightly larger than on the printed page. It's a good idea to
turn off the Precision Bitmap Alignment option before you print a
report.

5. Click Print.
The Print dialog box appears.
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6. Select the options you want in the Print dialog box and click OK.

HyperCard prints text from the cards in the current stack according to what
you decided in step 4, the settings in the current report template, and the
settings in the Page Setup and Print dialog boxes.

Mailing labels: If you want to print mailing labels on a LaserWriter, be
sure to usenly labels made especially for LaserWriters or
photocopiers.[

Creating a Report Template

To create a report template for the current stack, follow these steps:

1.
2.

Make sure you have one of the General tools selected.

Choose Print Report from the File menu.

The Print Report dialog box appears, and the menu bar changes.
Choose New Report from the Reports menu.

A dialog box appears so that you can name your report template.
HyperCard automatically inserts “Untitled Report” into the Report Name
box. To enter a new name, just type it. You don’t need to select “Untitled
Report” first.

If you don’t give your report template a new name, your report template is
named “Untitled Report” even if an existing report already has that name.

Report MName:

Type a name for your —| —{Left-Handed Clock Makers |
report femplate here
and then dick OK.
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4. In the Print Report dialog box, set up the layout for your report:

Click to print successive cards’ cells from the fop of
the printed page to the hottom or from left to right.

% Print Report "Untitled Report" E
i

You change the margins by
dragging either corner handle.

......... @ Al cards [ Print... |
To resize the cells (OMarked cards (“Cancer | Click *Dynamic
U .
drag from here. Print order: % Cancel height” to make each
cell as deep as
Each cell represents @® Fined height necessary fo show
the area reserved for O Dynamic height all its text.

one card's fext.

[ Precision adjustments

Press here to see

- Dimensions: Inches vi
View: pop-up menu for
@® Margins ' choosing the unit of
8 :ize ) 0.75 measurement for the
Click these icons o add —j—,— = ——2——F | >pacing dimensions shown
X Header: B :
the date, time, stack cader: [&1 O & F | below.

| Latest Bear Count
name, and/or page i

number to the header. [

To add fext fo the Click toinsert a Tab  Click these buttons fo view the
report header, between items in page margins, cell size, or cell
type here. the header. spacing at the right.

For more exact control over margins, cell size, and cell spacing, select
Precision adjustments. That way, measurements change in increments of
single pixels.

If you can’t decide on a layout now, go on to step 5. You'll have another
chance later in this procedure to use this dialog box to set up or adjust
the layout.

5. Do one of the following:
= Choose Report Items from the Edit menu.
= Press#-E.

= Double-click any cell in the Print Report dialog box.
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The Report Items dialog box appears with a new menu bar. You use this
dialog box to specify what text you want in your report by adding report
items. The report items you specify print for each card.

Report Items of "Untitled Report”

N I T B
Cancel

This represents the
area reserved for o
cell (one card’s text).

The ruler reflects the unit of ——1—
measurement you selected
from the pop-up menu in
the Print Report dialog box.

When the cells are larger
than the area shown in this
dialog hox, these scroll
bars become active.

6. Choose New Item from the ltems menu fo add an item to the report (or press 38-N).

A small rectangle appears, outlined by a moving dashed line to indicate that
it's selected. This rectangle represents one item of your report.

7. While the item is still selected, choose ltem Info from the Items menu (or double-click
the item).

The Item Info dialog box appears.
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8. Specify the contents of the item:

You can type a fext string or a HyperTalk expression

(such as the number of this card ) here ...
Item Info
..... or dlick a field Contents of item:
in this list to specify [field "Copyright” |
a bmkgmund field Background fields: [<] Font [ size
as the report item. card title [] [ Geneva wv| [ 9 ] T These PI(:P'UP
H : menus become
Th N Copyright B styre B Line height active when
iti aimn
e report item prints in card Position || O e you turn on
the number of columns b H rtatlc Font or Size
specified here. (The fext —| —Eolumns:[l [J Underline  Align: )
doesn’t appearin -~ ll | ert [ outline @ Left
columns in the Report Ll Shadow O center
. P . Frame: — [] Condense ) Right
Items dialog box, but it ETop | [JBottom O] Extend
prints in columns.) DOteft | []Right
Check this to have the item You can enclose the item within  Select Font, Style, and/or Size to format the
appear as white text against a frame, or put lines along one  contents of the box labeled “Contents of item.”
a black background. or more sides as you see fit. (The font, style, and size you choose here affect

only the printed report—nof the field itself.)

If you want the item to be the contents of a card field, you must specify the
card field (by its name, number, or ID). To do so, type a HyperTalk
description of the card field into the box labeled “Contents of item.” For
example, you could type any of the following to specify a card field:

card field “Name”
card field 5
card field ID 7
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You can also define an item to be any text you want by simply typing the
text between quotation marks in the “Contents of item” box. Or you can
define the item to be a particular word or words from a field—or any text
or value you can describe with HyperTalk—Dby typing the appropriate
HyperTalk expression into the “Contents of item” box. Here are some
examples:

"This text appears in every cell."

word 2 of background field "Name"

first line of background field "Name"

word 1 to 5 of background field "Job"

the number of this card

See the HyperTalk Reference stack orHllgperCard Script Language

Guidefor more information about HyperTalk expressions.

For non-scripters: The “Contents of item” box is an advanced feature.
You can either type some text between quotation marks into this box, or
skip it entirely and click a field name from the “Background fields” list that
appears below it[]

Select whatever options you want.

You can set the font, size, style, and alignment for the text of the item, as
well as the number of columns the item prints in. You can also choose to
have this item appear in inverted text (white text on a black field), as well
as within a frame of from one to four sides.

Click OK.

You return to the Report Items dialog box. The small rectangle, still
selected, contains the text you specified in the Item Info dialog box. If you
specified fields, the text comes from the specified fields on the current card.

To resize the item, drag it from any corner. To move it, drag it from the
middle. To nudge a selected report item one pixel at a time, press the
arrow keys.
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1.

You can cut, copy, and paste items to and from the Report Items dialog box
using commands in the Edit menu. You can also duplicate an item by
Option-dragging it.

Repeat steps 6 through 10 to add more items fo your report.

12. When you've added all the items you want, click OK to return to the Print Report dialog box.

Refine your layout in the Print Report dialog box if necessary.

13. Do one of the following:

= Click Print to print a report now.

Follow the steps in the section called “Printing a Report” earlier in
this chapter.

= Click Cancel if you choose not to print.

14. Click Save to save the changes to your report template.

Copying or Moving a Report Template to Another Stack

If you have a report template for one stack that you think would work well in
another stack, you can copy or move it by following these steps:

9-16

1.

Go to the stack that has the template you want to copy or move.

Make sure you have one of the General tools selected.

Choose Print Report from the File menu.

From the Reports menu, choose the report template you want o copy or move.

Do one of the following:

= Choose Copy Report from the Edit menu to copy the report template.

= Choose Cut Report if you want to move it.
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Click Cancel to close the Print Report dialog box.
Go to the stack to which you want to add the report template.

Choose Print Report from the File menu.

Choose Paste Report from the Edit menu.

The layout of the pasted report template appears in the Print Report dialog
box and its name appears in the Reports menu.

10. Do one of the following:
= Click Print if you want to print a report using this template now.
= Click Save if you want to use this template later.

You may have to redefine the report items (for example, change the field names
in the Item Info dialog box for each item) so that the template works in the new
stack. Follow the instructions in the preceding section, “Creating a Report
Template,” for defining report items.

0 Scripting information: To copy a template from one stack to another,
use the command
copy template templateName  to stack stackName . [J
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Renaming a Report Template

To rename a report template, follow these steps:

1.

6.

Go to the stack that has the template you want to rename.

Make sure you have one of the General tools selected.

Choose Print Report from the File menu.

Choose the report template you want to rename from the Reports menu.
Choose Report Name from the Edit menu.

A dialog box like the following appears:

Report Name:

Left-Handed Clock Makers |

After you've typed a new name for the template, click OK.

Deleting a Report Template

To delete a report template from a stack, follow these steps:

9-18

1.

Go to the stack that has the template you want to delete.

Make sure you have one of the General tools selected.

Choose Print Report from the File menu.

Choose Delete Report from the Edit menu.

A confirmation dialog box appears for deleting the report template.

Click OK to delete the report template.
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A

A4 letter-size paper, 9-3
“About” buttons, creating, 3-35 to 3-37
“action’ placeholder, 3-42
adding
buttons, 2-24 to 2-25
cards, 2-11 to 2-12, 3-18, 5-2 to 5-5
fields to stack backgrounds, 3-14 to 3-18
graphics to stack backgrounds, 3-29
aligning
graphics, 8-32 to 8-33
overlapping elements, 6-44 to 6-46, 7-31, 8-37 to
8-38
See alsanoving (rearranging)
America Online, as source of stacks, xxi
ampersands (&&) in scripts, 3-31
“anotherActiofi placeholder, 3-44
“answer” command, 3-39
AppleShare file servers, user access settings, 4-41
applications
opening, 1-42 to 1-43
saving stacks as stand-alone, 4-32 to 4-33
search paths for, 1-13

arrow button customization, 2-29 to 2-30
arrow keys
moving through cards, 1-39
moving through text versus through stacks, 1-10
to 1-12, 7-12
Arrow Keys in Text (checkbox), 1-10 to 1-12, 7-12
arrow symbol pointer, 2-4
Art Bits stack, 3-29, 4-27, 8-11
authoring, 1-9, 2-23
Authoring (user level), 1-9
Auto Hilite option, 3-7, 6-16
automatic saving, 1-45, 2-10, 4-18
Auto Select option, 7-27

Back command, 1-24, 1-39, 2-8
background art

adding graphics, 3-29

copying, 2-42 to 2-43

example, 6-42
Background Art button, 2-42 to 2-43



background buttons
copying, 2-44 to 2-46
example, 6-42
Background command, 2-26, 4-23, 5-17
background fields
printing, 9-9
searching for text in, 1-33 to 1-34
for stacks, 2-47 to 2-51
background layers, 2-25 to 2-27, 3-5, 4-5 to 4-8, 5-2
illustration, 6-42
backgrounds
buttons in, 6-4, 6-47 to 6-49
copying, 4-26, 5-20 to 5-22
creating, 5-19
deleting, 5-26
described, 5-17
displaying, 4-6, 5-17
fields in, 5-23 to 5-24, 7-31 to 7-35
for message handlers, 3-63 to 3-64
moving between, 5-20
naming, 5-23
protecting, 5-24 to 5-25
shared text in, 7-21
toggling between card layer, 4-25
See alsgraphics
BBS (bulletin boards), as sources of stacks, xxi
beeps, 3-59 to 3-64, 3-65 to 3-69
Bkgnd Info command, 2-26, 2-53, 4-23, 5-18, 5-22
Blind Typing option, 1-12 to 1-13
“boing” sounds, 3-60 to 3-64, 3-65 to 3-69
Bold command, 2-11
boldface type, 2-11, 7-18, 7-19
as used in this book, xix
bookmarks (turned down cornerSeemarking cards
Bring Closer command, 6-45
Browse tool, 1-23, 1-41, 4-10, 6-2, 7-4
browsing
between backgrounds, 5-20
through fields, 7-13 to 7-15
through stacks, 1-21 to 1-30, 2-6 to 2-7
through text, 1-10 to 1-12, 7-12
See alsdinding

Index-2 Index

Browsing (user level), 1-9
File and Edit menu versions in, 1-10
stack protection from, 4-39
Brush Shape option, 8-14
Brush tool, 4-10, 8-3, 8-12 to 8-13
Bucket tool, 4-10, 8-3, 8-14 to 8-16, 8-43 to 8-44
bulletin boards, as sources of stacks, xxi
Button Info command, 2-28, 4-20, 6-3 to 6-4
Effect options, 6-38 to 6-39
examples of Readymade, 6-6
LinkTo box, 6-34 to 6-35
Script option, 6-49
button numbers, 6-43
buttons
background, 2-44 to 2-46
copying, 2-31 to 2-33, 6-39 to 6-40
correcting overlapping, 6-44 to 6-46
creating, 2-24 to 2-25, 6-8
creating families of, 6-18 to 6-19
creating “Next” and “Previous,” 3-19 to 3-21
deleting, 2-27, 6-50
described, 4-7 to 4-8, 6-1 to 6-2
disappearing, 3-21
finding, 1-26, 6-5
highlighting, 3-54, 4-20, 6-15 to 6-19
icons for, 2-30 to 2-31
linking to cards or stacks, 1-4, 4-20, 6-33 to 6-39
moving, 2-46, 6-4, 6-41 to 6-49
naming, 3-19, 6-8
for navigating stacks, 1-27
numbering of, 6-43
for opening applications, 1-43
for opening stacks, 2-4
overlapping with fields, 6-44 to 6-46
pop-up, 6-12 to 6-13
preventing user access to, 4-39, 6-9
for quitting, 3-42 to 3-45
ready-made, 6-7
resizing, 6-10
restyling, 6-11 to 6-15
selecting with Button tool, 4-13
for sorting, 3-38 to 3-41
for sounds, 3-59 to 3-64



buttons (Continued)
for stack access, 1-7, 1-15, 1-27
for stack information, 1-21
transparent, 6-8, 6-46
unclickable (disabled), 6-9
See alsdields; Home button; icons; Next button;
Previous button
Button tool, 2-27, 4-10, 4-13, 4-19, 6-2, 6-8, 6-41

(

calculations, ready-made field for displaying, 7-6
calendar, ready-made field for displaying, 7-6
“Cancel” buttons, creating, 3-43
Can't Delete Background option, 5-25
Can't Delete Card option, 5-15 to 5-16
“Can’t modify this stack” message, 1-18
Can't Peek option, 4-39
“Can’t understand arguments of ...” message, 3-24
capitalization Seecase sensitivity
Card Info command, 1-28, 4-22, 5-10
Don’t Search Card option, 5-14
card layers
described, 3-5, 4-5 to 4-8, 5-2
placement of buttons in, 6-4
shared text in, 7-21
toggling between background layer, 4-25
See alsgraphics; overlapping element correction
Card Marked option, 5-12
card numbers
deleting fields by, 2-33
ready-made field for displaying, 7-6
cards
accessing by name/number/ID, 1-28 to 1-29
adding, 2-11 to 2-12, 3-18, 5-2 to 5-5
backgrounds, 2-25 to 2-27
copying, 5-7
deleting, 5-15
described, 1-3, 5-2
examples, 4-2 to 4-4
getting information about, 5-10
Index, 3-48 to 3-49
marking, 5-12 to 5-13

Index

marking for printing, 9-7, 9-10
moving, 5-8
moving to first position, 5-9
naming, 5-11
printing, 9-4, 9-7 to 9-8
renaming, 2-16
sizing, 4-26, 4-29 to 4-31
viewing all in stack, 1-29 to 1-30, 2-6 to 2-7
viewing large, 1-38, 5-5 to 5-6
viewing previously viewed, 1-39 to 1-40
See als@graphics; stacks; windows
carriage returns
in scripts, 3-34
and wrapping of text at ends of lines, 2-10
case sensitivity
for passwords, 1-17, 4-35
for scripts, 3-9
CD-ROM, stacks on, 1-44 to 1-45
centering drawn lines, 8-21
characters
deleting, 1-42
formatting, 7-18 to 7-20
Clear Button command, 6-50
Clear Field command, 7-37
Clear Icon command, 6-32
Clear Picture command, 8-61
clicking, buttons, 1-27
clip art (Art Bits stack), 3-29, 4-27, 8-11
Close Icon command, 6-27
Close Stack command, 1-21
closing
Message box, 2-18
stacks, 1-21
windows, 2-13
See alsdniding
column selection for printing, 9-14
commands
described, 3-56
for handling graphics, 8-2 to 8-4, 8-52 to 8-54
naming, 3-68
undoing, 1-42, 4-24 to 4-25
See alsindividual commands by name; Message
box; message handlers; Power keys
comments in scripts, 3-40 to 3-41
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compacting of stacks, 1-21, 4-23, 4-33 customizing

Compact Stack command, 1-21 arrow buttons, 2-29 to 2-30
CompusServe, as source of stacks, xxi fields using shared text, 2-36 to 2-38, 7-2, 7-10,
condensed fonts, 7-18, 7-19 7-20to 7-21
“conditior? placeholder, 3-42 Home button, 2-28 to 2-29
“containef placeholder, 3-31 Home cards, 4-43 to 4-44
containers, 3-30 Home stack, 4-43 to 4-45
converting HyperCard from Preferences card, 1-8
measures in ready-made fields, 7-6 reports using templates, 9-11 to 9-18
stacks from earlier versions of HyperCard, 1-19, stacks, 2-23 to 2-40
1-21, 4-24 stacks using templates, 4-24
text to Paint text, 8-36 Cut Card command, 5-8
Convert Stack command, 1-19 Cut Field command, 7-33 to 7-35
copies to print, 9-6 Cut Picture command, 8-58
copy and paste operations, 2-21 to 2-23 Cut Report command, 9-16
Copy Button command, 2-32, 2-44 to 2-45 Cut Text command, 2-10 to 2-11

Copy Card command, 5-7, 8-60
Copy current background option, 4-26
Copy Field command, 7-7, 7-28 to 7-30 D

Copy Icon command, 6-31 Darken command, 8-47

copying _
background art, 2-42 to 2-43 geal::.Seecards, text

background buttons, 2-44 to 2-46 . -
’ adding at printtime, 9-5
backgrounds, 4-26, 5-20 to 5-22 entering today’s, 2-19

butgons::_; §-31 t0 2-33, 6-39 10 6-40 ready-made field for displaying, 7-6
cards, 5- Debug button, 3-66

fields, 7-28 to 7-30
. Debugger menu, 3-66
graphics, 2-21 to 2-23, 8-56 to 8-57 defaults

icons, 6-30 to 6-32 for field text, 7-16
ready-made buttons, 6-7

d de fields. 7-6 to 7-7 for fonts, 7-17
ready-made neids, 7-o to 7- restoring text to, 7-20

ready-made graphics, 3-29, 8-11 to 8-12 Delete Card command, 5-15, 5-26

report templates, 9-16 to 9-17 D _ ] } )
stacks, 4-18, 431 o 4-32 elete key, 1-42, 2-33, 7-37, 8-61
Delete Report command, 9-18

stacks from templates, 4-26
. ’ Delete Stack d, 4-42
Copy Picture command, 2-22, 8-11, 8-57 deeleetiig ack.comman

Copy Report command, 9-16 backgrounds, 5-26
cover pages to print, 9-6 buttons 2_27' 6-50
crosshair pointer, 8-5, 8-20 to 8-21 cards, 5’_15 '
cursor
setting to busy (spinning beach ball), 3-55 Egﬁjrscfg 17411327
See alsgointers graph,ics 8,-61
“cursor” global property, 3-56 icons 6-,32
Curve tool, 4-10, 8-3, 8-20 Paint’text 8-35
with Draw Filled option, 8-28 password,s, 4-40
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deleting (Continued)
preventing for cards, 4-22, 5-14 to 5-15
preventing for stacks, 4-36
report templates, 9-18
search paths, 1-14
stacks, 4-42
diacritical mark searches, 1-30
directories
moving up levels in, 1-6
See alsdolders
disabled buttons, 6-9
disk renaming, 1-13
Distort option, 8-51
documents
opening with applications, 1-42 to 1-43
search paths for, 1-13
See als@ards; reports; stacks
“doMenu” command, 3-44
Don't Search Background option, 5-24
Don’t Search Card option, 5-14
Don’t Search option, 3-57, 7-21, 7-37
Don't Wrap check box, 7-11
Draw Centered option, 8-22, 8-31
Draw Filled option, 8-27 to 8-28
drawing lines and shapes, 8-20 to 8-29
Draw Multiple option, 8-30 to 8-31
Duplicate Icon command, 6-27, 6-30

E

editing
buttons, 6-10 to 6-15
fields, 2-33 to 2-34
icons, 6-23 to 6-29
magnified graphics, 8-39 to 8-41
text, 1-42, 2-10 to 2-11, 7-9 to 7-15
See alsdormatting
Edit menu, 1-10
Background command, 2-26, 4-23, 5-17
Clear Button command, 6-50
Clear Field command, 7-37
Clear Icon command, 6-32
Clear Picture command, 8-61

Copy Button command, 2-32, 2-44 to 2-45

Index

Copy Card command, 5-7, 8-60

Copy Field command, 7-7, 7-28 to 7-30
Copy Icon command, 6-31

Copy Picture command, 2-22, 8-11, 8-57
Copy Report command, 9-16

Cut Card command, 5-8

Cut Field command, 7-33 to 7-35

Cut Picture command, 8-58

Cut Report command, 9-16

Cut Text command, 2-10 to 2-11

Delete Card command, 5-15, 5-26

Delete Report command, 9-18

Icon command, 6-21

New Button command, 6-27

New Card command, 2-11 to 2-12, 3-18, 5-3
Paste Card command, 5-7, 5-8

Paste Field command, 7-7, 7-30, 7-33 to 7-35

Paste Picture command, 2-22 to 2-23, 8-11, 8-58

Paste Report command, 9-17
Paste Text command, 2-11
Report Items command, 9-12 to 9-13
Report Name command, 9-18
Text Style command, 2-35, 6-15, 7-16, 7-18
Undo command, 1-42, 4-24 to 4-25, 5-15, 7-15
Edit Pattern option, 8-18
Effect options, 6-38 to 6-39
electronic bulletin boards, as sources of stacks, xxi
“else” statement, 3-45
empty scripts, 3-62
empty shells, 4-28
empty space
checking for gaps in filled graphics, 8-17
eliminating from selected graphics, 8-5, 8-6
“end” command, 3-14
“end if” command, 3-42
“end repeat” command, 3-47
entering
date, 2-19, 9-5
Paint text, 8-33 to 8-35
text, 1-41 to 1-42, 2-9 to 2-10, 7-9 to 7-12
time, 3-31, 9-5
and undoing entries, 1-42, 4-24 to 4-25, 5-15,
7-15
See alse@diting; erasing
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Erase command, 6-28
Eraser tool, 4-10, 8-3, 8-12, 8-61
erasing
with Brush tool, 8-13
graphics, 8-61
search paths, 1-14
with Spray tool, 8-15
text or typing mistakes, 7-15

with Undo command, 1-42, 4-24 to 4-25, 5-15,

7-15

with “white paint,” 8-61
Esc key

to undo paint operations, 8-12

to view previous card, 1-39
exiting HyperCard, 1-21, 1-45
exporting/importing graphics, 8-59 to 8-60
Export Paint command, 8-59 to 8-60
“expressiohplaceholder, 3-31
extended fonts, 7-18, 7-19

F

FatBits option, 8-17, 8-39 to 8-41
Field Info command, 4-22, 7-5
Auto Select option, 7-27
Auto Tab option, 7-15
Don’t Search option, 7-37
Don’t Wrap check box, 7-11
for field number, 7-14
Fixed Line Height option, 7-17, 7-19
Lock Text option, 7-27, 7-35
Multiple Lines option, 7-27
Shared Text option, 2-37, 7-20 to 7-21
Show Lines option, 7-19, 7-26 to 7-27
Style option, 7-25
Text Style option, 7-16
Wide Margins check box, 7-26
field numbers, 6-43, 7-14
fields
advancing pointer to next, 3-18
background, 2-47 to 2-51
as containers, 3-32
copying, 7-28 to 7-30
correcting overlapping, 7-31

creating and placing, 2-35 to 2-38, 3-14 to 3-18,

7-3t0 7-4

Index-6 Index

defined, 2-9, 7-1

deleting, 2-33, 7-37

editing, 2-33 to 2-34

excluding from searches, 4-39, 5-14
finding, 3-18, 7-22

finding specific text in, 1-32 to 1-34
formatting (styling), 7-16 to 7-21, 7-24 to 7-25
labeling, 2-36 to 2-37

for labels, 3-32 to 3-34

list type, 7-27

locking, 7-35

margins, 4-22, 7-26, 9-5, 9-9, 9-12
moving, 7-30 to 7-35

naming, 7-28

numbering, 6-43, 7-14

overlapping with buttons, 6-44 to 6-46
pop-up, 3-34 to 3-35

printing, 9-8 to 9-9

ready-made, 7-6 to 7-7

retrieving deleted, 7-37

selecting with Field tool, 4-13

shared text, 2-36 to 2-38, 7-2, 7-10, 7-20 to 7-21
sizing, 7-23 to 7-24

transparent, 7-24, 7-25, 7-31

See alsduttons; text

Field tool, 2-33, 2-37, 4-10, 4-13, 4-21, 7-4, 7-8
File menu

Close Icon command, 6-27

Close Stack command, 1-21

Delete Stack command, 4-42

Duplicate Icon command, 6-27, 6-30
Export Paint command, 8-59 to 8-60
Import Paint command, 8-4, 8-59

New Icon command, 6-22, 6-27

New Stack command, 2-41 to 2-42, 4-26 to 4-27
Open Stack command, 1-15 to 1-16, 2-5
Page Setup command, 9-2 to 9-3

Print Card command, 9-4

Print Field command, 9-8 to 9-9

Print Report command, 9-10

Print Stack command, 9-4 to 9-6

Protect Stack command, 1-10, 4-34

Quit HyperCard command, 1-21, 1-45
Save a Copy command, 2-14, 4-32 to 4-33
variation by user level, 1-10



files

locating, 1-13

saving, 2-14

See als@ards; stacks
file servers

user access settings, 4-41

using stacks on, 1-44
file transfers of graphics, 8-59 to 8-60
Fill command, 8-18, 8-42 to 8-43
filling graphics, 8-15 to 8-17

fill space, eliminating from selected graphics, 8-5, 8-6

Find button, 2-30 to 2-31
“find” command, 3-58
Find command (Go menu), 1-24, 1-30
Find command (Icon menu), 6-28
finding
buttons, 1-26, 6-5
disabling for fields or backgrounds, 4-22, 4-23
fields, 7-22
help with Find Topic button, 2-56 to 2-57
stacks, 1-13 to 1-14
text, 1-30 to 1-35, 2-20 to 2-21
unworkable with Paint text, 8-35
See alsdrowsing
Find Topic button, 2-56 to 2-57
First command (Go menu), 1-24, 2-8, 5-3
First command (Icon menu), 6-28
Fixed Line Height option, 7-17, 7-19
“flash” command, 3-60
Flip Horizontal command (Paint menu), 2-22, 8-50
Flip Horizontal command (Special menu of Icon
Editor), 6-29
flipping
graphics, 8-46 to 8-50
icons, 6-29
Flip Vertical command (Paint menu), 8-50
Flip Vertical command (Special menu of Icon Editor),
6-29
folders
moving up levels in directories, 1-6
opening HyperCard, 2-2
renaming, 1-13
Font menu, 6-14

Index

fonts
defaults for field text, 7-17
defaults for Paint text, 8-34
selecting for Paint text, 8-34
selecting for report templates, 9-14
selecting for text, 7-18, 7-19
foreground layers of cards, 3-5
See alsdackgrounds
formatting
characters, 7-18 to 7-20
fields, 7-16 to 7-21
restoring text to defaults, 7-20
See als@diting
Frame command (Special menu of Icon Editor), 6-29
functions, 3-56

G

gaps in filled graphics, 8-17
General tools, 4-9, 4-12
GEnie, as source of stacks, xxi
global properties, 3-54
global variables, 3-40
Go command, 1-28
Go menu, 1-23 to 1-25, 2-8
Find command, 1-30
First command, 5-3
Help command, 1-43, 2-55 to 2-56
Home command, 1-24, 1-40, 2-8
Scroll command, 1-24, 1-36 to 1-37, 1-38
“go to” command, 5-13
graphics
aligning, 8-32 to 8-33
caution for editing on reduced-size cards, 4-31
commands, tools, power keys and menus for
handling, 8-2 to 8-4, 8-52 to 8-54
copying, 2-21 to 2-23, 8-56 to 8-57
correcting overlapping elements, 8-37 to 8-38
darkening/lightening, 8-47
deleting, 8-61
described, 8-1
drawing lines and shapes, 8-20 to 8-29
filling areas, 8-15 to 8-17
flipping, 8-46, 8-50
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graphics (Continued)
importing/exporting, 8-59 to 8-60
miniatures of, 8-60
moving, 8-29
moving to/from background, 8-57 to 8-58
multiples, 8-30 to 8-31
opague or transparent, 8-38 to 8-39
outlining, 8-48
painting with Brush tool, 8-12 to 8-13
painting with Spray tool, 8-15
with Paint text, 8-33 to 8-36
patterns, 8-18 to 8-19, 8-42 to 8-45
ready-made, 3-29, 8-11 to 8-12
reverting to last version of, 8-55
rotating, slanting or distorting, 8-49 to 8-51
saving, 8-54 to 8-55
selecting, 4-14, 8-4 to 8-10, 8-42, 8-46, 8-56
sizing, 8-39 to 8-42, 8-60
undoing mistakes, 8-12
See alswisual effects
Gray command (Special menu of Icon Editor), 6-29
Grid option, 8-32 to 8-33
grouping text, 7-36
Group option, 7-36

H

hand (Browse tool), 2-4, 4-10
handlersSeemessage handlers
Hand tool, 6-26
help, 1-43 to 1-44, 2-54 to 2-57
Help command, 1-24, 1-43, 2-55 to 2-56
hidden buttons, 6-5
“hide me” command, 3-37 to 3-38
hiding
menu bars, 1-22
Message box, 1-30
navigator palette, 1-26
options as protection for stacks, 1-10, 1-17, 4-34
to 4-41
Scroll window, 1-37, 5-6
Tools palette, 4-11
See alswiewing
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highlighting
buttons, 3-54, 4-20, 6-15 to 6-19
clicked lines of text, 7-27
hilite properties, 3-54
Home button
creating, 3-6 to 3-7
customizing, 2-28 to 2-29
testing, 3-9
Home cards, 1-7, 2-15 to 2-16
customizing, 4-43 to 4-44
Home command, 1-24, 1-40, 2-9
Home menu, Rename This Card command, 2-16
Home stack
activating, 2-13
adding buttons to, 3-11
customizing, 4-43 to 4-45
described, 2-14 to 2-17
returning to, 1-40, 2-4
starting HyperCard from, 1-4 to 1-6
HyperCard
accessing stacks from earlier versions of, 1-19
described, 1-2 to 1-4
quitting, 1-21, 1-45
references and guides, xviii
starting, from Systems 6 and 7, 4-44 to 4-45
starting with Home stack, 1-4 to 1-6
starting with stack other than Home, 1-6
See als@ustomizing
HyperCard Tour, 2-2 to 2-3
HyperTalk
described, 1-2, 1-22, 2-19, 3-1
rules of syntax, 3-24 to 3-25
See alsacripts
HyperTalk Reference stack, 1-44
hyphens (--), as comment indicators, 3-40

I-beam pointer, 1-41, 2-4, 2-10, 7-10 to 7-11
Icon Chooser dialog box, 6-22, 6-23

Icon command, 6-21

Icon Editor, 6-24 to 6-25, 6-26 to 6-29

Ilcon menu, 6-28



icons(Continued)
attaching to stacks, 6-32
for browsing stacks, 1-25 to 1-26
cartoon balloons, 3-35
choosing for buttons, 2-30 to 2-31, 6-19 to 6-20
combining with text, 6-20 to 6-21
copying, 6-30 to 6-32
creating, 6-21 to 6-22
deleting, 6-32
for help, 1-43
for Home button, 3-7
for Home stack, 1-40
for HyperTalk Reference stack, 1-43
inverting, 6-29
modifying, 6-23 to 6-29
for printers, 9-2
for stacks, 1-4, 1-15
See alsduttons

of buttons, 6-46
of cards, 1-28 to 1-29, 1-32 to 1-33, 6-35, 6-37
field numbers, 6-43, 7-14
of objects, 6-15
“if” command, 3-41 to 3-42, 3-44 to 3-46
nesting, 3-46
ImageWriter printers, 9-3, 9-6
importing/exporting graphics, 8-59 to 8-60
Import Paint command, 8-4, 8-59
Index buttons, 3-49 to 3-51
Index cards, 3-47 to 3-49
indexes, 3-50 to 3-54
insertion point, 1-11
See alsgointers
inverse print, 9-14 to 9-15
Invert command (Paint menu), 8-46
Invert command (Special menu of Icon Editor), 6-29
inverting
graphics, 8-46
icons, 6-29
italics, 7-18, 7-19
Item Info command, 9-13 to 9-15
Items menu
Item Info command, 9-13 to 9-15
New Iltem command, 9-13

Index

K

Keep command, 6-28, 8-54 to 8-55
keywords in scripts, 3-14

L

label fields, 3-32 to 3-34
labels
for background fields, 2-51
for fields, 2-36 to 2-37
labels (mailing), printing, 9-11
landscape orientation of printing, 9-3
LaserWriter printers, 9-3, 9-5, 9-6
Lasso tool, 2-21, 4-10, 4-14, 8-3, 8-6
Last command (Go menu), 1-24, 2-8
Last command (lcon menu), 6-28
launching.Seeopening; starting
layers.Seebackgrounds; card layers
legal-size paper, 9-3
letter-size paper, 9-3
Lighten command, 8-47
lines (graphics)
drawing, 8-20 to 8-26, 8-30
selecting thickness, 8-28 to 8-29
for underlining text, 2-48
lines of text, highlighting, 7-27
lines (rules), showing in fields, 7-26 to 7-27
Line tool, 2-48, 4-10, 8-3, 8-20 to 8-21
with Draw Multiple option, 8-31
linking

buttons to cards or stacks, 1-4, 4-20, 6-33 to 6-39

renaming and broken links, 4-29
LinkTo box, 6-34 to 6-35
list fields, 7-27
local variables, 3-40
location properties, 3-54
locking

fields, 7-35

stacks, 1-6, 4-18

See alsgadlock symbol
“lock screen” command, 3-52, 3-53
Lock Text option, 3-57, 7-27, 7-35
loops, 3-46 to 3-47, 3-49 to 3-54
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M

mailing label printing, 9-11
margins
adjusting for printed output, 9-5, 9-9
setting in fields, 7-26
setting on report templates, 9-12
“mark” command, 5-13
Marked Cards option, 9-7, 9-10
marking cards, 5-12 to 5-13
for printing, 9-7, 9-10
maximizing.Seesizing
measures
ready-made field for converting, 7-6
See alsainits of measurement
“me” command, 3-36
memory
penalties of too many open applications, 1-43
requirements for windows, 1-20
menu bars
hiding/displaying, 1-22
for Icon Editor, 6-27
stripes in background layer, 4-25 to 4-26, 5-18
menus
Home menu, 2-16
Icon menu, 6-28
Items menu, 9-13 to 9-15
as pop-up buttons, 6-12 to 6-13
Reports menu, 9-11
See als&dit menu; File menu; Go menu; Objects
menu; Options menu; Paint menu;
Style menu; Tools menu
Message box
for accessing specific cards, 1-28 to 1-29
calling message handlers, 3-69
closing, 2-18
entering commands into, 1-12 to 1-13, 2-18 to
2-19
for finding text, 1-30
for help, 1-43
for HyperTalk Reference stack, 1-43
for marking cards, 5-13
for moving between backgrounds, 5-20
for opening applications, 1-42 to 1-43

Index-10 Index

for opening stacks, 1-15, 1-17

putting values into, 3-30 to 3-31

for returning to Home stack, 1-40
Message command, 1-24
message handlers

calling from Message box, 3-69

calling handlers, 3-65 to 3-68

described, 3-13, 3-59

intercepting, 3-68 to 3-69

placing, 3-61 to 3-64

sound buttons, 3-59 to 3-60

and subprocedures, 3-70 to 3-71
miniatures of graphics, 8-60
minimizing. Seesizing
Mirror Horizontal command (Special menu of Icon

Editor), 6-29
Mirror Vertical command (Special menu of Icon
Editor), 6-29

“mousesStillDown” command, 3-28
“mouseUp/Down” command, 3-36
moving around (navigatingbeebrowsing
moving (rearranging)

buttons, 6-41 to 6-49

cards, 5-8, 5-9

drawn shapes, 8-22

fields, 7-30 to 7-35

graphics, 8-29, 8-57 to 8-58

objects, 4-17

overlapping elements, 6-44 to 6-46, 7-31, 8-37 to

8-38

report templates, 9-16 to 9-17

windows, 1-35, 2-13
Multiple Lines option, 7-27

N

name properties, 3-54
naming
backgrounds, 5-23
buttons, 3-19, 6-8
cards, 5-11
commands, 3-68
fields, 7-28



icons, 6-22
report templates, 9-11
stacks, 2-42, 4-28 to 4-29
See alsgenaming
navigating.Seebrowsing
navigator palette, 1-25 to 1-26
nesting “if” structures, 3-46
New Background command, 5-19
New Button command, 3-38 to 3-41, 6-27
New Card command, 2-11 to 2-12, 3-18, 5-3
New Field command, 2-35, 2-47, 7-8
New Icon command, 6-22, 6-27
New Item command, 9-13
New Stack command, 2-41 to 2-42
Next button
adding visual effects, 3-22 to 3-23
creating, 3-19 to 3-20
modifying script for card skimming, 3-25 to 3-27
Next command (Go menu), 1-24, 2-8
Next command (Icon menu), 6-28
Next Window command, 1-24
Notes field, 2-38 to 2-39

0

objects
correcting overlapping, 6-44 to 6-46, 7-31, 8-37
to 8-38
described, 4-17
See alsdackgrounds; buttons; cards; fields;
moving (rearranging); stacks
Objects menu
for accessing cards, 1-28
Bkgnd Info command, 2-26, 2-53, 4-23, 5-18,
5-22
Bring Closer command, 6-45
Button Info command, 2-28, 4-20, 6-3 to 6-4
Card Info command, 1-28, 3-48, 4-22, 5-10
Field Info command, 4-22, 7-5, 7-11, 7-16, 7-25
to 7-28, 7-36 to 7-37
New Background command, 5-19
New Button command, 3-38 to 3-41
New Field command, 2-35, 2-47, 7-8

Index

Scripting user level for, 3-4
Send Farther command, 6-45
Stack Info command, 4-23, 5-19
“OK” buttons, creating, 3-44
“on” command, 3-14
opaque buttons, 6-46
Opague command, 8-38 to 8-39
opaque fields, 7-24, 7-25, 7-31
opaque graphics, 8-38 to 8-39
“openCard” command, 3-33
opening
HyperCard folder, 2-2
HyperCard Tour, 2-2 to 2-3
stacks, 1-6, 1-15 to 1-20, 2-4 to 2-5
stacks in new windows, 1-16, 1-20, 2-13, 4-27
Open Stack command, 1-15 to 1-16, 2-5
Open stack in new window option, 1-16, 1-20, 2-13,
4-27
Options menu, 8-4
Brush Shape option, 8-14
Distort option, 8-51
Draw Centered option, 8-22
Draw Filled option, 8-27 to 8-28
Draw Multiple option, 8-30 to 8-31
Edit Pattern option, 8-18 to 8-19
FatBits option, 8-17, 8-39 to 8-41
Grid option, 8-32 to 8-33
Perspective option, 8-51
Polygon Sides option, 8-23
Rotate option, 8-51
Slant option, 8-51
orientation of printing, 9-3
outlining
fonts, 7-17, 7-18
graphics, 8-48
Oval tool, 4-10, 8-3, 8-21 to 8-22
with Draw Multiple option, 8-31
overlapping element correction
buttons, 6-44 to 6-46
fields, 7-31
graphics, 8-37 to 8-38
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P

padlock symbol
for locked stacks, 1-6, 1-18, 4-18, 4-37
removing, 4-37
for unconverted stacks, 1-19, 4-24
page numbering at printtime, 9-5
page ranges to print, 9-6
Page Setup command, 9-2 to 9-3
painting
graphics with Brush tool, 8-12 to 8-13
graphics with Spray tool, 8-15
Painting (user level), 1-9
Paint menu, 8-4
Darken command, 8-47
Fill command, 8-18, 8-42 to 8-43
Flip Horizontal command, 2-22, 8-50
Flip Vertical command, 8-50
Invert command, 8-46
Keep command, 8-54 to 8-55
Lighten command, 8-47
Opaque command, 8-38 to 8-39
Pickup command, 8-45
Revert command, 8-55
Rotate Left/Right commands, 8-49
Select All command, 8-10
Trace Edges command, 8-48
Transparent command, 8-38 to 8-39
Paint text
converting text into, 8-35 to 8-36
deleting, 8-35
described, 7-2
entering, 8-33 to 8-35
slanting, rotating and distorting, 8-49 to 8-51
unsearchable, 8-35
Paint Text tool, 8-3
Paint tools, 4-9, 4-10, 4-12, 8-2 to 8-3
tilde with, 1-39
paper size, 9-3
part numbers, 6-43
passwords, 1-17, 4-34 to 4-38
removing, 4-40
Paste Card command, 5-7, 5-8
Paste Field command, 7-7, 7-30, 7-33 to 7-35
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Paste Picture command, 2-22 to 2-23, 8-11, 8-58
Paste Report command, 9-17
Paste Text command, 2-11
patterns, 8-18 to 8-19, 8-42 to 8-45
painting with Brush tool, 8-13
Patterns menu, 8-18 to 8-19
Patterns palette, 8-18
Pencil tool, 4-10, 6-26, 8-3, 8-26
Perspective option, 8-51
Pickup command, 6-28, 8-45
pictures.Seegraphics
“play” command, 3-60
pointers
advancing to next field, 3-18
arrow symbol, 2-4
crosshair, 8-5, 8-20 to 8-21
I-beam, 1-41, 2-4, 2-10, 7-10 to 7-11
insertion point for moving through text, 1-11
pointing hand (Browse tool), 2-4, 4-10
setting to busy (spinning beach ball), 3-56
Polygon Sides option, 8-23
Polygon tool, 4-10, 8-3, 8-23 to 8-25
with Draw Filled option, 8-28
pop-up buttons, 6-12 to 6-13
pop-up fields, 3-34 to 3-35
portrait orientation of printing, 9-3
Power keys
disabled with Paint Text tool, 8-52
for graphics, 8-10
for icons, 6-29
turning on, 1-12
Precision Bitmap Alignment option, 9-10. 9.5
Preferences card
accessing, 1-8
described, 1-7, 2-16 to 2-17
Prev command (Go menu), 1-24, 2-8
Prev command (Icon menu), 6-28
Previous button
adding visual effects, 3-23 to 3-25
creating, 3-19 to 3-21
modifying script for card skimming, 3-27 to 3-28
Print Card command, 9-4
“print” command, 5-13



printers
ImageWriter, 9-3, 9-6
LaserWriter, 9-3, 9-5, 9-6, 9-10
Print Field command, 9-8 to 9-9
printing
cards, 9-4, 9-7 to 9-8
fields, 9-8 to 9-9
mailing labels, 9-11
preparations for, 9-2 to 9-3
reports, 9-9 to 9-11
selecting inverse print, 9-14
stacks, 9-4 to 9-6
Print Report command, 9-10
Print Stack command, 9-4 to 9-6
Marked Cards option, 9-7
Private Access option, 4-34
programming languag&eeHyperTalk
properties, 3-54
“property placeholder, 3-54
protecting
backgrounds from deletion, 5-24 to 5-25
cards from deletion, 5-15
stacks, 1-10, 1-17, 4-34 to 4-41
Protect Stack command, 1-10, 4-34 to 4-35
“put” command, 3-30 to 3-31

Q

question mark (button), 1-21
Quit buttons, 3-42 to 3-45
quitting HyperCard, 1-21, 1-45
quotation marks

in scripts, 3-31

in text searches, 1-30, 2-20

R

RAM requirements for windows, 1-20
Readymade Buttons stack, 2-31, 4-27, 6-6
Readymade Fields stack, 4-27, 7-6 to 7-7
ready-made graphics, 3-29, 4-27, 8-11 to 8-12
ready-made stack elements, 4-8

Recent command, 1-24, 1-40

Index

Rectangle command, 3-32
Rectangle tool, 4-10, 8-3, 8-21 to 8-22
with Draw Multiple option, 8-31
rectangular fields, 7-24
Regular Polygon tool, 4-10, 8-3
with Draw Multiple option, 8-31
Rename This Card command, 2-16
renaming
and broken links between stacks, 4-29
cards, 2-16
report templates, 9-18
stacks, 4-28 to 4-29
See alsmaming
“repeat” command, 3-46 to 3-47, 3-49 to 3-54
“repeat with” command, 3-50
Report Items command, 9-12 to 9-13
Report Name command, 9-18
reports
creating templates for, 9-11 to 9-18
printing, 9-9 to 9-11
Reports menu, New Report command, 9-11
report templates
copying or moving, 9-16 to 9-17
creating, 9-11 to 9-16
deleting, 9-18
described, 9-9
naming, 9-11
renaming, 9-18
resizing.Seesizing
restoring.SeeUndo command
Revert command
for graphics editing, 8-55
for icon editing, 6-28
Rotate 90 (Special menu of Icon Editor), 6-29
Rotate Left/Right commands, 8-49
Rotate option, 8-51
rotating
graphics, 8-24, 8-51
icons, 6-29
Rounded Rectangle tool, 4-10, 8-3, 8-21 to 8-22
with Draw Multiple option, 8-31
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S Send Farther command, 6-45
“set” command, 3-54 to 3-56

Save a Copy command, 2-14, 4-32 Shadow command (Special menu of Icon Editor), 6-29
saving shadow fields, 7-24
automatic, 1-45, 2-10, 4-18 shadowing, 7-18, 7-19
copies of files, 2-14 Shared Hilite option, 6-16 to 6-17
graphics, 8-54 to 8-55 shared text fields
new patterns, 8-19 described, 2-36, 7-2, 7-10, 7-20
stacks as stand-alone applications, 4-32 to 4-33 disabling, 7-21
screen entering text into, 2-37 to 2-38, 7-20 to 7-21
flashing, 3-60 Shared Text option, 2-37 to 2-38, 7-20 to 7-21
freezing with “lock screen” command, 3-52, 3-53  shift-Tab keys, 7-13
See alsavindows “show” command, 3-38
Scripting (user level), 1-9 showing
selecting, 2-17, 3-3 to 3-4 lines (rules) in fields, 7-26 to 7-27
Script option, 6-49 names of buttons, 6-8
scripts See alswiewing
case sensitivity, 3-9 Show Lines option, 7-19, 7-26 to 7-27
caution on renaming fields, 7-28 Show Name option, 6-8
caution on reusing, 4-17 to 4-18, 4-27 t0 4-28, 5-7  sjzing
described, 3-1, 3-10, 4-5, 4-17 buttons, 6-10
empty, 3-62 cards, 4-29 to 4-31
and grouping text, 7-36 fields, 7-23 to 7-24
for Home buttons, 3-8 to 3-9 graphics, 8-39 to 8-42, 8-60
for linking buttons to cards or stacks, 6-35 to 6-37 Notes field, 2-38 to 2-39
for “Next” and “Previous” buttons, 3-20 to 3-21 printed cards, 9-5
opening on buttons, 6-49 stacks, 2-39 to 2-40
preventing user halts of, 4-40 text, 2-34
rules of syntax, 3-24 to 3-25 windows, 1-36 to 1-37
for visual effects, 3-22 to 3-25 slanting graphics, 8-51
Scroll command, 1-24, 1-36 to 1-37, 1-38 Slant option, 8-51
scrolling fields, 7-24 soft returns in scripts, 3-34
searchingSeefinding Sort buttons, 3-38 to 3-41
search paths, 1-13 sorting, 3-38 to 3-41
Search Paths cards, 1-7, 1-13 to 1-14 sound buttons, 3-59 to 3-64, 3-65 to 3-69
Select All command, 8-10 Special menu (Icon Editor), 6-29
selecting Spray tool, 4-10, 8-3, 8-12 to 8-13
buttons, 2-27 Stack Info command, 4-23, 5-19
cards and stacks, 1-11 to 1-12, 2-4 Stack Kit card, 2-15
fields, 3-18 Background Art button, 2-42 to 2-43
graphics, 4-14, 8-4 to 8-10 Readymade Buttons command, 2-32
icons, 6-26 Stack overview buttons, 1-21

Select tool, 4-10, 4-14, 6-26, 8-3, 8-5
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stacks
attaching icons to, 6-32
browsing, 1-10 to 1-12, 1-20, 1-21 to 1-30, 1-39
closing, 1-21
compacting, 1-21, 4-23, 4-33
converting from earlier versions of HyperCard,
1-19, 1-21, 4-24
creating and verifying, 2-41 to 2-53, 4-14 to 4-18,
4-25 to 4-32
customizing, 2-23 to 2-40
deleting, 4-42
described, xvii, 1-1, 1-3to 1-4
designating as “Home,” 1-5
examples, 4-2 to 4-4
finding, 1-13 to 1-14
locking, 1-6, 4-18
modifying, 4-17 to 4-25
naming, 2-42, 4-28 to 4-29
opening, 1-6, 1-15 to 1-17, 2-4 to 2-5
opening from earlier versions of HyperCard, 1-19
opening in new windows, 1-16, 1-20, 2-13, 4-27
opening multiple, 1-20
opening password-protected, 1-17
opening write-protected, 1-18
printing, 9-4 to 9-6
protecting, 1-10, 4-34 to 4-41
renaming, 4-28 to 4-29
resizing, 2-39 to 2-40
saving as stand-alone applications, 4-32 to 4-33
saving copies, 4-18, 4-31 to 4-32
search paths for, 1-13
sources of, xxi, 1-44 to 1-45
templates for, 4-24
using on file servers, 1-44
See als@ards; text
Stack Templates stack, 4-24, 4-27
starting
applications, 1-42 to 1-43
HyperCard, 1-4 to 1-6, 2-2, 4-44, 4-46
See als@pening
Startup Items folder, putting HyperCard into, 4-45
statements in scripts, 3-10
strings in scripts, 3-31

Index

Style menu, 2-29

Bold command, 2-11

for button styles, 6-12

for field styles, 7-25

Group option, 7-36

Rectangle command, 3-32

Shadow command, 3-35

for text formats, 6-14

Transparent option, 2-29
subprocedures, 3-70 to 3-71
syntax for HyperTalk, 3-24 to 3-25
System 6, quick-starting HyperCard from, 4-44
System 7, quick-starting HyperCard from, 4-45
system messages, 3-10, 3-65

See alsanessage handlers; scripts

T

Tab key, 3-18, 7-13, 7-14, 7-15
templates
for reports, 9-11 to 9-18
for stacks, 4-24
See alsdackgrounds; shared text fields
text
boldface, 2-11
combining with icons, 6-20 to 6-21
converting to Paint text, 8-35 to 8-36
editing, 1-42, 2-10 to 2-11, 7-9 to 7-15
entering, 1-41 to 1-42, 2-9 to 2-10, 7-9 to 7-12
finding, 1-30 to 1-35, 2-20 to 2-21
formatting individual characters, 7-18 to 7-20
formatting in fields, 7-16 to 7-17
formatting on buttons, 6-13 to 6-15
grouping, 7-36
printing from specific fields, 9-8 to 9-9
recalling erased with Undo, 7-13
resizing, 2-34
wrapping at ends of lines, 2-10, 3-34, 7-11, 7-23
See als@ards; Paint text; shared text fields
Text Style button, 2-34
Text Style command, 2-35, 6-15, 7-16, 7-18
text wrap.Seewrapping of lines
“then” command, 3-41 to 3-42
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tilde (~)
to undo paint operations, 4-24, 8-12
to view previous card, 1-39
time
adding at printtime, 9-5
displaying in Message boxes, 3-31
ready-made field for displaying, 7-6
“time” function, 3-56
titles, for background fields, 2-47
Tools menu, 4-9 to 4-12
accessing, 1-23, 6-2 to 6-3
Brush tool, 4-10, 8-3, 8-12 to 8-13
Bucket tool, 4-10, 8-3, 8-12 to 8-16, 8-43 to 8-44
Button tool, 2-27, 4-10, 4-13, 4-19, 6-2, 6-8, 6-41
Curve tool, 4-10, 8-3, 8-20, 8-28
Eraser tool, 4-10, 8-3, 8-12
Field tool, 2-33, 2-37, 4-10, 4-13, 4-21
Lasso tool, 2-21, 4-10, 4-14, 8-3, 8-6
Line tool, 2-48, 4-10, 8-3, 8-20 to 8-21
Oval tool, 4-10, 8-3, 8-21 to 8-22
Paint tools, 8-2 to 8-3
Pencil tool, 4-10, 6-26, 8-3, 8-26
Polygon tool, 4-10, 8-3, 8-23 to 8-25, 8-28
Rectangle tool, 4-10, 8-3, 8-21 to 8-22
Rounded Rectangle tool, 4-10, 8-3, 8-21 to 8-22
Select tool, 4-10, 4-14, 6-26, 8-3, 8-5
Spray tool, 4-10, 8-3, 8-15
“tearing off” to move, 4-11, 6-2
Tools palette, 4-11, 6-2
Trace Edges command, 8-48
transparent buttons, 6-8, 6-46
Transparent command, 2-29, 8-38 to 8-39
transparent fields, 7-24, 7-25, 7-31
transparent graphics, 8-38 to 8-39
turned-down corners of carddeemarking cards
typing. Seeentering
Typing (user level), 1-1, 1-9
File and Edit menu versions in, 1-10
stack protection from, 4-39
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U

unclickable buttons, 6-9
underlining, 7-18, 7-19
with Line tool, 2-48
Undo command, 1-42, 4-24 to 4-25, 5-15, 7-15
units of measurement
selecting for printed output, 9-5
selecting for report templates, 9-12
user access
restricting for stacks, 4-34 to 4-41
setting on AppleShare file servers, 4-41
user considerations
in background design, 5-17
in stack design, 4-14 to 4-17
user groups, for HyperCard, xxi
“userLevel” property, 3-54
user levels
options, 1-8 to 1-13
setting, 1-1, 1-8, 4-37 to 4-39
User Preferences card, 3-54

v

“value of” function, 3-58
values in containers, 3-30, 3-31
variables
described, 3-38
global and local, 3-40
viewing
all cards in stack, 1-29 to 1-30, 2-6 to 2-7
button names, 6-8
large cards, 1-38, 5-5 to 5-6
previously viewed cards, 1-39 to 1-40
See alsdniding
visual effects
adding to “Next” and “Previous” buttons, 3-22 to
3-25
for linked cards or stacks, 6-38 to 6-39
selecting for buttons, 4-20
See alsgraphics



W

WELL, The, as source of stacks, xxi
white space elimination for selected graphics, 8-5, 8-6
Wide Margins check box, 7-26
windows

closing, 2-14

moving, 1-35, 2-13

opening stacks in new, 1-16, 2-13

RAM requirements for, 1-20

resizing, 1-36 to 1-37

See als@ards
word wrap.Seewrapping of lines
wrapping of lines, 2-10, 7-23

disabling in fields, 7-11

not applicable to scripts, 3-34
write-protection for stacks, 1-18
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