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Limited Warranty on Media and Replacement

If you discover physical defects in the manuals distributed with an Apple product or in the media
on which a software product is distributed, Apple will replace the media or manuals at no charge
to you, provided you return the item to be replaced with proof of purchase to Apple or an
authorized Apple dealer during the 12-month period after you purchased the software. In
addition, Apple will replace damaged software media and manuals for as long as the software
product is included in Apple’s Media Exchange Program. While not an upgrade or update
method, this program offers additional protection for two years or more from the date of your
original purchase. See your authorized Apple dealer for program coverage and details. In some
countries the replacement period may be different; check with your authorized Apple dealer.

ALL IMPLIED WARRANTIES ON THE MEDIA AND MANUALS, INCLUDING IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED IN DURATION TO TWELVE (12) MONTHS FROM THE DATE OF THE ORIGINAL
RETAIL PURCHASE OF THIS PRODUCT.

Even though Apple has tested the software and reviewed the documentation, APPLE MAKES NO
WARRANTY OR REPRESENTATION, EITHER EXPRESSED OR IMPLIED, WITH RESPECT
TO SOFTWARE, ITS QUALITY, PERFORMANCE, MERCHANTABILITY, OR FITNESS FOR

A PARTICULAR PURPOSE. AS A RESULT, THIS SOFTWARE IS SOLD “AS IS,” AND YOU,
THE PURCHASER, ARE ASSUMING THE ENTIRE RISK AS TO ITS QUALITY AND
PERFORMANCE.

IN NO EVENT WILL APPLE BE LIABLE FOR DIRECT, INDIRECT, SPECIAL, INCIDENTAL,
OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE SOFTWARE OR
ITS DOCUMENTATION, even if advised of the possibility of such damages. In particular, Apple
shall have no liability for any programs or data stored in or used with Apple products, including
the costs of recovering such programs or data.

THE WARRANTY AND REMEDIES SET FORTH ABOVE ARE EXCLUSIVE AND IN LIEU OF
ALL OTHERS, ORAL OR WRITTEN, EXPRESSED OR IMPLIED. No Apple dealer, agent, or
employee is authorizcd to make any modification, extension, or addition to this warranty.

Some states do not atlow the exclusion or limitation of implied warranties or liability for
incidental or consequential damages, so the above limitation or exclusion may not apply to
you. This warranty gives you specific legal rights, and you may also have other rights which
vary from state to state.
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& Apple Computer, Inc.

This manual and the software described in it are copyrighted, with all rights
reserved. Under the copyright laws, this manual or the software may not be
copied, in whole or part, without written consent of Apple, except in the
normal use of the software or to make a backup copy of the software. The
same proprietary and copyright notices must be affixed to any permitted copies
as were affixed to the original. This exception does not allow copies to be made
for others, whether or not sold, but all of the material purchased (with all
backup copies) may be sold, given, or loaned to another person. Under the law
copying includes translating into another language or format.

You may use the software on any computer owned by you, but extra copies

cannot be made for this purpose.

The Apple logo is a trademark of Apple Computer, Inc. Use of the “keyboard”
Apple logo (Option-Shift-K) for commercial purposes without the prior
written consent of Apple may constitute trademark infringement and unfair

competition in violation of federal and state laws.

© Apple Computer, Inc., 1990
20525 Mariani Avenue
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(408) 996-1010

Apple, the Apple logo, Finder,
Hypercard, HyperTalk, LaserWriter,
MultiFinder and SuperDrive are
trademarks of Apple Computer, Inc.

Adobe and POSTSCRIPT are registered
trademarks, and Adobe Garamond is
a trademark, of Adobe Systems
Incorporated.

CompuServ is a registered service
mark of CompuServ, Inc.

GEnie is a trademark of General
Electric Company.

ITC Zapt Dingbats is a registered
trademark of International Typeface
Corporation.

Linotronic is a registered trademark of

Linotype Co.

MacDraw and MacPaint are registered
trademarks of CLARIS Corporation.

Microsoft is a registered trademark of
Microsoft Corporation.

QuarkXPress is a registered trademark
of Quark, Inc.

Studio/8 is a trademark of
Electronic Arts.



Preface

Chapter 1

About This Book xiii

What you need to know to use this book  xiv
How to use this book  xv
Where to get HyperCard stacks — xvii
Other sources of information ~ xvii
Other learning materials ~ xviii
User groups XX

Using HyperCard Stacks 1

What is HyperCard? 2
Cards and stacks 3
What you need to use HyperCard 6
Checking your computer’s memory and
system software version 7
Installing HyperCard 7
Using HyperCard with MultiFinder 8
Starting HyperCard 9
Beginning with the Home stack 10
Beginning with a stack other than Home 11

iii



The Home stack 12
The Home cards 14
The Home menu 15
User levels and options 15
Setting your user level 16
The Arrow Keys in Text option 19
The Power Keys option 21
The Blind Typing option 21
How HyperCard finds stacks 22
Getting to the Home stack 24
Opening and closing stacks 25
Opening a stack 25
Opening a stack protected with a password 27
Opening a write-protected stack 28
Opening a stack built in an earlier version of HyperCard 29
Opening more than one stack at a time 30
Closing a stack 32
Looking through stacks 33
Displaying the menu bar 33
Stack menus 33
Moving around in a stack 34
Using commands in the Go menu 35
Using the Navigator palette 37
Clicking buttons to move around 39
Clicking text to move around 40
Using the arrow keys to move around 40
Going to a specific card 42
Seeing all the cards in a stack 44
Looking for specific text 45
Finding text anywhere in a stack 45
Finding text in a specific field 47
Finding a whole word or phrase 50
Moving and resizing the card window 51
Moving a card window 52
Resizing a card window 53

Contents



Chapter 2

Viewing large cards 56
Moving from one stack to another 57
Looking through cards you've seen 58
Returning Home 60

Entering text 60

Opening applications 62

Getting help in HyperCard 64

Using a stack on a file server 66

Using a stack ona CD-ROM 67

Quitting HyperCard 68

Creating and Modifying Stacks 69

Creating stacks 70
The card layer versus the background layer 73
What buttons, fields, and graphics can do for your stacks 76
Using HyperCard’s tools 78
Selecting buttons, fields, and graphics 82
Planning a stack 85
The stack-building process 86
Modifying an existing stack 88
Examining a stack 90
Making changes to a stack created with an earlier version
of HyperCard 96
Undoing your mistakes 97
Modeling your stack after an existing one 98
Making a new stack 99
Copying parts from other stacks 102
Getting information about a stack 103
Naming a stack 105
Changing the size of a stack’s cards 106
Saving a copy of a stack 108
Reclaiming free space in a stack 110

Contents



vi

Protecting your stack 111
Restricting access to a stack 112
Protecting a stack from changes or deletion 114
Limiting the user level 117
Preventing users from peeking at buttons and fields 119
Preventing users from stopping scripts 120
Removing a password 121
Setting user access for a stack on a file server 122
Deleting a stack 123
Customizing your Home stack 124
Adding buttons to your Home cards 124
Adding a button that opens a stack 125
Adding a button that opens an application program 127
Adding a button that opens a document 128
Renaming a Home card 131
Reordering the Home cards 132
Changing the appearance of the Home cards 134
Using another Home stack 134
Using the Home stack as your control center 137

Chapter 3 Working With Cards and Backgrounds 139

Working with cards 140
Adding a new card to a stack 140
Working with large cards 143
Copying a card 145
Moving a card 147
Making a card the first card in the stack 148
Getting information about a card 149
Naming a card 150
Marking a card 151
Excluding card and background fields from text searches 153
Protecting a card 154
Deleting a card 155

Contents



Chapter 4

Working with backgrounds 156
Creating a new background 159
Moving between backgrounds 160
Copying a background 161
Getting information about a background 163
Naming a background 164
Excluding background fields from text searches 164
Protecting a background 166
Deleting a background 167

Working With Buttons 169

Adding a button to a card or background 170
The tools for working with buttons 171
Copying readymade buttons 172
Creating a button 175
Creating a button with text 176
Creating a button with an icon 180
Combining text with an icon 183
Creating a button with a graphic 184
Creating and modifying icons 186
Modifying a button’s icon 186
More techniques for changing the appearance of an icon 191
The Icon and Special menus 191
Working with a selected part of an icon 194
Creating a new icon 194
Copying or moving an icon 196
Deleting an icon from a stack 199
Locating buttons 200
Changing the appearance of a button 202
Changing the size of a button 202
Choosing a button’s style 203
Adding, changing, or removing button text 205
Setting the style of button text 205
Assigning, changing, or removing an icon 208

Contents

vii



viii

Chapter 5

Linking information 209

Using the LinkTo method 210

Scripting a link 212
Adding a visual effect 215
Making a button highlight when it's clicked 217
Making a button appear highlighted on certain cards 218
Naming a button 220
Moving a button around on a card or background 221
When elements overlap 222

Reordering buttons 224

Making a button opaque or transparent 226
Copying a button 227

Copying a button on the same card 228

Copying a button to another card or background 228
Moving a button from the card to the background 230
Moving a button from the back-ground to the card 231
Moving a button to another card or background 232
Opening a button’s script - 233
Deleting a button 234

Working With Text and Fields 235

Adding text 236

Adding a field to a card or background 237
The tools for working with fields 238
Copying readymade fields 239

Creating a field 242

Contents



Entering and editing text in a field 244
Where’s the I-beam pointer? 246
Preventing text wrap in a field 246
Using the arrow keys to move through text 248
Moving from one field to another 249
Undoing your typing 252
Choosing the look of field text = 252
Setting the font, style, and alignment of a field = 252
Setting the font and style for individual pieces of text 254
Restoring text to the default format 257
Making field text appear on every card 257
Locating fields 259
Changing the appearance of a field 260
Changing the size of a field 261
Choosing a field’s style 262
Adding margins 263
Displaying lines in a field 265
Naming a field 266
Moving a field around on a card or background 268
When elements overlap 269
Reordering fields 271
Making a field opaque or transparent 273
Copying a field 274
Copying a field on the same card 274
Copying a field to another card or background 275
Moving a field from the card to the background = 277
Moving a field from the background to the card 278
Moving a field to another card or background 279
Locking and unlocking a field 281
Grouping text 282
Excluding a field from text searches 283
Deleting a field 284

Contents



Chapter 6 Working With Graphics 285

Adding graphics to a card or background 286
The tools for working with graphics 287
Selecting a graphic 291

Selecting a rectangular area 292

Selecting a nonrectangular area 294

Selecting an individual graphic element 296

Selecting the graphic you've just created 298

Selecting all the graphic elements on a card or background 299

Selecting the entire card picture or background picture 300
Copying graphics that come with HyperCard 301
Undoing your mistakes 302
Painting with the Brush, Bucket, and Spray tool ~ 303

Painting with the Brush 303

Painting with the Spray tool 305

Filling an area with a pattern 306

Filling an enclosed area 306
Filling an unenclosed area 308

Creating your own patterns 309

Using a pattern that appears on the card 310
Drawing lines and shapes 312

Drawing a line or a free-form shape 312

Drawing circles, ovals, and rectangles 314

Drawing a regular polygon 315

Drawing an irregular polygon 317

Drawing in inverse 319
Drawing shapes with patterns and different line widths 320

Drawing a shape filled with a pattern 320

Drawing with different line widths 322

Drawing lines and borders with patterns 324
Moving a graphic around on a card or background 325
Creating special graphic effects 326

Drawing in multiples 326

Aligning graphics 328

Combining options for unique effects 329

Contents




Adding Paint text 330

Turning field text into Paint text 333
When elements overlap 335

Making a graphic opaque or transparent 336
Changing the appearance of a graphic 338

Magnifying a graphic for editing 338

Changing the size of a graphic 341

Changing the pattern of a graphic = 342

Using the Fill command to change a graphic’s pattern 342
Using the Bucket to change a graphic’s pattern 343
. Using the Pickup command to change a graphic’s pattern 344

Inverting a graphic = 346

Making a graphic darker or lighter 346

Outlining a graphic 348

Rotating a graphic 90° 349

Flipping a graphic vertically or horizontally 350

Slanting, rotating, or distorting a graphic = 352
Using power keys 353
Using modifier keys with Paint tools 355
Double-clicking Paint tools and patterns 356
Saving the graphics on a card or background 357
Reverting to the last version of a graphic 357
Copying a graphic 358

Copying a graphic on the same card 358

Copying a graphic to another card or background = 360
Moving a graphic from the card to the background 361
Moving a graphic to another card or background 363
Importing a graphic 365
Exporting a snapshot of a card or background 366
Creating a miniature picture of a card 367
Deleting a graphic 367

Contents

Xi



Chapter 7 Printing 369

Preparing to print 370

Printing a single card 372

Printing an entire stack 372

Printing specific cards 375

Printing the text in a specific field 376

Printing a report 378

Creating a report template 380

Copying or moving a report template to another stack 386
Renaming a report template 387

Deleting a report template 388

Appendix What's New in HyperCard 2.0 389

Stacks 389
Browsing 390
Buttons 391
Field text 391
Graphics 392
Printing 392

Glossary 393

Index 397

Xii Contents



Preface

About This Book

HyperCardm is a Macintosh™ software environment that
allows you to create your own ways of doing things on your
computer. This book is a reference to everything you might need
to know as you use HyperCard, including how to use and create
“smart” documents called stacks. Stacks can do many of the
things that ordinary Macintosh application programs can do,
and more, because 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 even if you're
just curious, you might want to learn more about HyperTalk™,
the programming language that’s built into HyperCard. This
book doesn’t cover HyperTalk in detail. You don’t need to know
anything about HyperTalk to use HyperCard effectively; but if
you want to learn more about it, you can read the HyperTalk
Beginner’s Guide.

xiii



Xiv

What you need

to know to use
this book

This book assumes that you know how to use your Macintosh,
and that you understand the fundamentals of HyperCard. You
should know

= How to use the mouse and keyboard

»  How to choose from a menu

= How to use command keys

= How to copy files and disks

= How to open disks, folders, applications, and documents
» How to do simple text editing

s How to use the directory dialog box to locate files

s What a HyperCard stack is

» What the components of HyperCard stacks are—cards,
backgrounds, buttons, fields, and graphics

If you're not sure how to do all of the first seven tasks listed, go
through the documentation that came with your Macintosh
before you do anything else.

If you don’t know what a HyperCard stack is, or if you’re not
familiar with the components of stacks, go through the book
Getting Started With HyperCard and the HyperCard Tour before
using this book. (Gerting Started With HyperCard tells you how
to start the HyperCard Tour.) These tutorials teach the concepts
you need to know to use this book.
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How to use

this book

This book is a reference to everything you might need to know
as you use HyperCard. (It doesn’t cover scripting with
HyperTalk— HyperCard’s programming language.) This book
is designed to help you find answers to your questions quickly
and get on with your work.

Once you understand the basic concepts presented in the
HyperCard Tour stack and the book Getting Started With
HyperCard, refer to this book as you begin doing your own work
in HyperCard. If you're still not sure how to use the Home stack
or how to find your way around in HyperCard, you might want
to review the information in Chapter 1, “Using HyperCard

Stacks.” If you want to begin building stacks, consult Chapter 2,
“Creating and Modifying Stacks.”

This book 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 in this book often include
numbered steps. Each step consists of a short instruction in
boldface type followed (usually) by further explanation in plain
type. Depending on your level of expertise with the Macintosh,
you may find that you can speed through some or all of the
instructions by reading just the boldface steps.

The book contains the following chapters and appendix:

s Chapter 1, “Using HyperCard Stacks,” describes how to
use HyperCard stacks—“smart” documents created with
HyperCard. This chapter also explains how to get help with
HyperCard and how to use stacks stored on file servers and
compact discs.
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» Chapter 2, “Creating and Modifying Stacks,” provides
information about building stacks. This chapter includes
specific instructions for working with a stack as a whole.

s Chapter 3, “Working With Cards and Backgrounds,”
explains how to create and modify individual cards and

backgrounds.

s Chapter 4, “Working With Buttons,” explains how to create
and modify buttons (“hot” spots) and use them to link
together related pieces of information.

m Chapter 5, “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 control text styles.

» Chapter 6, “Adding Graphics and Paint Text,” describes
HyperCard’s Paint tools and commands and shows you how
to use them to create graphics.

» Chapter 7, “Printing,” explains how to print the information
in a stack.

» The Appendix, “What’s New in HyperCard,” briefly
describes the features of HyperCard that are new in version
2.0. Tt also gives cross-references to sections that describe the
new features in detail.

You can find definitions of unfamiliar terms in the glossary.
Terms that appear in italics in this book are defined in the

glossary.

The Quick Reference Card gives keyboard shortcuts for
HyperCard operations.
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Where to g€l A HyperCard stack can be as simple as a collection of
Hypercard stacks information, or as complex as any Macintosh application
program. (Chapter 2 shows some examples of HyperCard
stacks.) You can use the stacks that come with HyperCard, create
stacks yourself, or get stacks from a variety of other sources:

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

s Check with your local Macintosh user group to find out the
meeting time of the HyperCard special interest group.
Members often share their stacks with each other. (The next
section explains how to find a local Macintosh user group.)

= Most on-line electronic information services like
CompuServe® and GEnie™ have HyperCard special interest
groups. These groups have stacks you can get free, except for
the service’s time charges.

Other sour CES  Although this book is a reference to HyperCard, it doesn’t

Of information contain tutorial instruction for novice users, and it gives only a
brief look at scripting (creating programs that control the actions
of HyperCard). Other kinds of information and instruction on
HyperCard are available from a variety of sources. This section
describes some of these sources.
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Other learning materials

Xviii

In addition to this book, the following learning materials are

included in the HyperCard package:

About HyperCard: A booklet that describes the documentation
in the HyperCard Package. It also gives
instructions for experienced Macintosh users
who prefer to learn by exploring on their own.

Using HyperCard Without a Hard Disk: A booklet that describes
PN how to learn and use HyperCard without a

hard disk.

install HyperCard teaches the basic skills you
need to get going, and shows you how to start
creating and modifying stacks.

HyperTalk Beginner’s Guide: A book that teaches you how to use
___ﬁ""'""“ 3 . .

. HyperCard’s programming language by helping
you create a new stack, one step at a time.

HyperTalk Reference: A stack that provides easy access to
~ information about HyperTalk for people who
use HyperCard’s programming language.




If you’re serious about building stacks, you may also want to consult
the following books, which were written at Apple and are published
by Addison-Wesley as part of the Apple Technical Library:

HyperCard Stack Design Guidelines: A book that provides
information about how to design and build
effective stacks. Its focus is the look and
behavior of stacks (for example, navigation
methods and card layouts) rather than the
mechanics of scripts.

HyperCmd Seript Language Guide: A book that provides detailed
reference information about scripts and
HyperTalk. This book is for people with some

programming or scripting experience.

Several other excellent books have been written about
HyperTalk. Check with your favorite bookseller to see what
titles are currently available.
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User groups  Macintosh user groups can be a great source of information
about HyperCard, and about Macintosh in general. 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 Macintosh
user group nearest you, or call (800) 538-9696. For information
about starting your own user group, contact one of the
following:

= The Boston Computer Society
One Center Plaza
Boston, MA 02108
USA
(617) 367-8080

» Berkeley Macintosh User’s Group
1442-A Walnut Street, #62
Berkeley, CA 94709
U:SA
(415) 549-BMUG (415-549-2684)
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Chapter 1

Using HyperCard Stacks

’I:lis chapter begins with a brief summary of what
HyperCard™ is and what you can do with it. One of the first
things you’ll learn is that documents created with HyperCard are
called szacks.

The remainder of the chapter describes what you need to know
to use HyperCard stacks effectively, including

»  What hardware and software you need to use HyperCard
= How to start HyperCard

= How to use the Home stack

= How to open, explore, and close stacks

= How to get help

To do the tasks described in this chapter, you need to have your
user level set to Typing or higher. When a task requires a user
level higher than Typing, the instructions say so. (The section
“User Levels and Options” in this chapter explains how to set
your user level.)



What is HYpef Card? HyperCard lets you create your own ways of doing things on
your computer. Unlike most application programs, which are
designed to perform one type of task (such as word processing or
creating graphics), HyperCard can be used for many different
kinds of tasks. For example, you can use HyperCard to do any of
the following:

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

= Browse through information you've assembled yourself, or
information gathered by someone else. You can 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 that help you keep track of your
expenses, 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 that’s hidden away in a
folder, or send a message to a friend.

Using HyperTalk™ 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, you can
link a button to a stack—creating a script that tells the button to
take you to that stack—without writing a word of HyperTalk.
And HyperCard comes with readymade scripts you can copy
and paste. (You can learn to create your own scripts by reading

the HyperTalk Beginner’s Guide.)
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Cards and stacks

The more you learn about HyperCard, the more uses you'll see
for it. HyperCard allows you to shape the way your computer
organizes and presents information, which can help you use the
information efficiently. You may even find that HyperCard helps
you discover new ways of organizing your work and new
approaches to old problems. HyperCard provides you with a

creative environment that’s limited only by your imagination.

Chapter 2 shows examples of the kinds of stacks you can create
with HyperCard.

In HyperCard, information appears on cards. HyperCard cards
are a lot like paper index cards on which you can jot notes or
miscellaneous information. In HyperCard, cards can contain
both text and pictures:

Object:  Yampi Basket
Composition:  Yomp1 6rass._. ..
Color: Red, yellow, brown
Dates from:  1866-1890 s
Dimensions: 12" X 16"

Weight: s 5 SRR e
Other Information:

Excellent.

Collection Catalog

Name | Jane Doe
Company | _Acme Dot Company.

City&State | Oth
ZipCode | 271

Purchase Price:  405.00 ‘g i il .
Current Value: 65000 P Telephane 2
Date Purchased: 5/13/78

Place Purchased: Tempe, Arizona
Purch ipt location: Under i

Appointments
Thursdey, June 4, 1987
7:00  Call Sarah in New York

m 100 Mritelp product report

500 Pick up Chinese Take-out

12:00 Pigk up airline ticksts 600 Bowiina?
Lunh - ETlen,

Notes

Figure 1-1  Cards—HyperCard’s fundamental units of information
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Cards are grouped together into stacks. The cards within a stack
are usually (but not necessarily) related to one another, or based
on a common theme. They usually have the same look and
contain similar information.

Taupo Stamp  ;ssn

NEW ZEALAND

Whakatane Stamp

NEWZEALAND ... oovvvunnn

Go toHistory Stack) < DTS

Figure 1-2  Cards are grouped together into stacks

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

the Finder™:

&

Stamp Collection Stack

Figure 1-3 A HyperCard stack icon in the Finder
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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. If you
wish, you can obtain additional stacks from the sources
described in the preface.

HyperCard includes tools you can use for modifying and
creating stacks. With these tools, you create and manipulate the
elements, or 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 creating /inks—so that a
single click takes you immediately to the information you want,
whether it’s in the same stack or a different one.

[ " L

e o
Whakatane Stamp
NEW ZEALAND

vvvvvy v vvvy v

(Goto History Stack o> EE%

Wi
e

-
.

Figure 1-4 A link from one stack to another

When you’re ready to begin building stacks of your own, go to
Chapter 2, “Creating and Modifying Stacks.”

Chapter 1: Using HyperCard Stacks
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What you need - To use HyperCard, you need the following hardware

to use Hypercard and software:

= An Apple™ Macintosh™ computer with 1 megabyte (MB) of
memory or more. To use HyperCard under MultiFinder ",
your system should have at least 2 MB of memory. (You can
find out how much memory your computer has by following
the instructions in the next section, “Checking Your
Computer’s Memory and System Software Version.”)

» HyperCard works best in systems with a hard disk. However,
you can also use it with two floppy disk drives. If you use
HyperCard without a hard disk, you’ll need to be aware of
some special considerations, which are described in the

booklet Using HyperCard Without a Hard Disk.

= System software version 6.0.5 or later. (You can find out
which version of system software you have by following the
instructions in the next section, “Checking Your Computer’s
Memory and System Software Version.”)

» To print with HyperCard, you need the appropriate printer
driver for your printer. It must be the version that comes witl
system software version 6.0.5 (or later). The printer driver
must be in your System Folder when you start your
computer. The documentation that came with your
Macintosh discusses printer drivers (also called printing
resources) and how to install them.
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Checking your ~ Once your computer is set up, you can easily find out whether
computer’'s memory and  you have enough memory and the appropriate version of system
system software version  software to run HyperCard. Just follow these steps:

1. Go to the Finder (if you’re not already there).

If MultiFinder is turned on, you can get to the Finder by
choosing Finder from the Apple menu.

If MultiFinder is turned off, you can get to the Finder by
quitting the current application.

2. Choose About the Finder from the Apple menu.

A window like this appears.

=—=—— About the Macintosh® Finder™

Make sure [his version Finder: 6.15 Larry, John, Steve, and Bruce
: : System: 60! (=] le C ter, Inc. 1983-89
number is 6.0.5 or higher | S#=t*™* 599 Apmie e e

Total Memory : /2,04SK Largest Unused Block: 1 460K

This number should be |
at least 1,024—or, to K Finder 160k R
use HyperCard with B sustem 428K

MultiFinder, this number
should be at least 2,048.

Figure 1-5  Checking your computer’s memory and system software version

Your authorized Apple dealer can help you add memory to your
computer or upgrade your system software to a later version.

Installing HyperCard Before using HyperCard, you should install it on your hard disk,
or (if you don’t have a hard disk) create a HyperCard floppy
startup disk. See the book Getting Started With HyperCard for
hard disk installation instructions, or the booklet Using
HyperCard Without a Hard Disk for floppy disk installation

instructions.
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Using HyperCard
with MultiFinder

MultiFinder is an operating system for the Macintosh that makes
it possible to have several applications open at the same time.
(For more information about MultiFinder, see the
documentation that came with your Macintosh.)

To use HyperCard under MultiFinder, your system should have
at least 2 megabytes of memory. If you use HyperCard with
MultiFinder, you can change the amount of memory allocated
for HyperCard before you begin. (Instructions are given in the
numbered steps that follow.)

HyperCard works well with MultiFinder when you set aside at
least 1000K of memory for it. HyperCard takes advantage of all
the memory you allocate for it—the more memory you give it,
the better it works. If you set aside less than 750K of memory
for HyperCard, you won’t be able to use the Paint tools on large
cards or through scripts, and you won’t be able to paste graphics.
Other unexpected problems may also occur.

To check or change the amount of memory allocated for
HyperCard, follow these steps:

1. In MultiFinder (or in the Finder), click the HyperCard icon

once to select it.
You may have to close
windows or open folders
to find the HyperCard icon.

HyperCard

2. Choose Get Info from the File menu.
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Starting HyperCard

3. Set the Application Memory Size (as shown in the following
figure) to allocate memory for HyperCard.

== "o =——

Locked [ ]
@ HyperCard

Kind : application
Size: 511,804 bytes used, SO0K on disk

Where: HD40, SCSI 0

Created: Thu, Sep 28, 1939, 5:16 PM

Modified: Tues, Jan 30, 1990, 4:34 PM You can change the
Yersion: 2.0 Copyright Apple Computer, R s
Inc. 1987-90 Application Memory Size by

double-clicking this number to

HyperCard Version 2.0 . :
select it and typing a

© Apple Computer, Inc. 1987-90
All Rights Reserved new number. Hypercard
works best when this number
Suggested Memory Size (K): 1000 is 1000 or higher (it must be

Application Memory Size (K): | at least 750)

Figure 1-6  Allocating memory for HyperCard

HyperCard works best when you allocate it 1000K of

memory or more.

4. When you'’re finished, click the close box.

Before you start HyperCard, make sure you have a backup copy
of each disk that comes with it and lock your backup disks. (If
you don’t know how to lock a disk, see the documentation that
came with your Macintosh.) It’s a good practice to back up any
new software before using it. However, it’s particularly
important to do this with HyperCard, because HyperCard
automatically saves any changes you make to stacks—without
asking. Keep a backup copy of each stack that comes with
HyperCard, so that you can always retrieve the original copy of
any stack.
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Beginning with  The Home stack serves as a home base whenever you use

the Home stack  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. (You need to have a Home stack to run

HyperCard.)
There are two ways to start HyperCard so that it opens the
Home stack:
In the Finder, — ... or double-click
double-click the the Home icon.
HyperCard icon . . .
HyperCard Hormne

Figure 1-7  Starting HyperCard with the Home stack

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

«  Where is Home? When you start HyperCard by double-clicking
its icon, it looks for the Home stack 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. Use the directory dialog box (shown in the
following figure) to locate and open the file called Home.
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Beginning with a stack
other than Home

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

You can move
up one level
Where is Home? in your disk
[£3 New HyperCard Folder] diyeqory by
= ara isk—{— clicking here.
[0 HyperCard Stacks -
D HyperCard Tour _—%3‘“% b o
| Click here to
switch to
another disk,
; ) if Home isn't
=] on the
current disk.

You can open a stack or folder in this list by double-clicking it.
You need to locate the Home stack and open it.

Figure 1-8  The directory dialog box for finding a file

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

For more information about Home, see “The Home Stack,”
later in this chapter.

You can start HyperCard so that it opens to a particular stack
other than Home, as shown in the following figure:

In the Finder, double-click
the stack’s icon

Stack

Figure 1-9  Starting HyperCard with a stack other than home
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A Important: Whether or not you want to start HyperCard with

The Home stack

the Home stack, you need to have a Home stack on your disk to
run HyperCard. A

You might have to close windows or open folders to locate the
stack’s icon.

@ See a padlock (a) in the menu bar? When you open a
protected stack, or a stack that was created in an earlier
version of HyperCard, a padlock appears in the menu bar to
the right of the rightmost menu title. The padlock means the
stack is locked—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 HyperCard’s 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 standard Home
stack that comes with HyperCard.

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

m  The first five cards in the Home stack, called the Home
cards, are designed to hold buttons that take you to stacks.

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

» The Preferences card lets you customize the way you interact

with HyperCard.
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The Home cards are
designed to hold

buttons that take you & ‘
to your stacks, ISea rch Paths Home

The Preferences
card lets you
customize the way
The Search Paths you interact with
cards tell HyperCard HyperCard.

where to look for

different files.

Figure 1-10  The cards in HyperCard’s standard Home stack

A Warning: HyperCard will not operate without a Home stack.
Do not delete the Home stack. A

% Alternate Home stacks: HyperCard includes two alternate
Home stacks in addition to the standard Home stack. The
section “Customizing Your Home Stack” in Chapter 2
describes these stacks and tells you how to use one of them as
your home base instead of the standard Home stack that’s
described in this chapter. %
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The Home cards  If you haven’t customized your standard Home stack, the first
two Home cards (the first two cards in the stack) contain
buttons that take you to all the stacks that come with
HyperCard—from collections of electronic art to special stack-
building tools. In addition, the standard Home stack has three
blank Home cards. Collectively, the Home cards provide a visual
directory for your stacks.

Home

©1930 Apple Computer, Inc.

Welcome to HyperCard

HyperCard Tour  HyperCard Help Practice

N T
Appointments Addresses Phone Dialer Graph Maker
¥ ¥
M = 7%
Puzzle Train Set Seanned Images Art Bits

The buttons on
the first two
Home cards take
you to the stacks
that come with
HyperCard.

Stack Kit Homg

©1990 Apple Computer finc.

feadymade Buttans Readymade Fields  Stack Templates

These buttons
move you through
the cards in the
Home stack.

Power Tools Background Art HyperTalk Reference

i

Figure 1-11  The first two Home cards
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The Home menu

User levels and options

As you become more comfortable with HyperCard, you can make
your Home cards even more useful by adding buttons that link
your Home cards to your favorite cards, stacks, and applications.

> See also: “Customizing Your Home Stack” in Chapter 2

Whenever the Home stack is active, an additional menu appears
in the menu bar—the Home menu. This menu contains
commands for moving between the cards in the Home stack and
for customizing your Home cards.

New Link to Stack... e
New Link to Application...
New Link to Document...

These commands
are for customizing
your Home cards;
they are explained

Rename This Card...

Reorder Cards... in Chapter 2.
«Home Cards — These commands
Preferences are for moving

Search Paths e between cards in

the Home stack.

Figure 1-12  The Home menu

You can adjust the settings on the Preferences card to customize
the way you interact with HyperCard. To get to the Preferences
card, first go to the Home stack (if you’re not already there) by
choosing Home from the Go menu, or pressing #-H. Then
choose Preferences from the Home menu. (The Home menu
appears only when the Home stack is active.)

Chapter 1: Using HyperCard Stacks 15
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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
Your Name: You can type
your name here.

Click the user level you want: Other settings:

7 Edit seripts of buttons, fields, cards, ;
g 5 Seripting  Fustimehrigtmiy [ tind Typing

Create buttons and fields. Link
buttons to cards and stacks.

4 Authoring

Use the Paint tools to change the | L Power Keys

Paintin i
BRI v nce of cards and backarounds.

: Enter and edit text in fields.
Typing i [JArrow Keys in Text

Browsing

Explore stacks but make no changes. |

Figure 1-13  Setting your user level

The features available at the different user levels are
cumulative— that is, each level gives you all the features from
the previous levels, and also gives you 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. The higher the user level you choose, the more
you can do with HyperCard.

You might want to set a low user level now and change it to a
higher one later, when you feel comfortable experimenting with
more advanced features. You can change your user level at any
time.
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User level What you can do

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.

Typing The same things you can do at Browsing level,
plus type, edit, and style text in existing fields,
set the Arrow Keys in Text option on the
Preferences card in the Home stack (explained
in the next section), add and delete cards, and
compact stacks.

Painting ~ The same things you can do at Typing level,
plus set stack protection, delete stacks, create
graphics with the Paint tools in the Tools
menu, edit graphics and patterns using the
Paint, Options, and Patterns 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
“The Power Keys Option,” later in this
chapter).

Authoring The same things you can do at Painting level,
plus create, modify, and delete buttons, links,
fields, cards, backgrounds, and stacks using the
Button tool, the Field tool, and commands in
the Objects menu.

Scripting The same things you can do at Authoring level,
plus write and edit scripts and use the Blind
Typing option (explained in “The Blind Typing
Option,” later in this chapter).
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The File and Edit liﬂ m
menus you get New Stack... Undo %2

when your user Open Stack... 30
level is Browsing i b oy Est Ty BB
o Tioin Save a Copy... Copy Text 26C
yping Paste Texnt 3D
fompact Siaek Clear Teut
Page Setup... New Card 3N
Print Field... Delete Card
Print Card #®P
Print Stack...
Print Report...
Quit HyperCard %0

The File and Edit m

menus you get New Stack... Undo ®2
when your user g:le" Ssitﬂﬂ;--- :3} Ak i
ML AT ose Stac
level is Pamtmg, Save a Copy... Copy *®C
Authoring, or Paste %1
Scripting Compact Stack Clear
Protect Stack...
Delete Stack... New Card N
Delete Card
Page Setup... Cut Card
Print Field... Copy Card
Print Card ®P
Print Stack... Text Style...  #T
Print Report... Background B
Icon... ®1
Quit HyperCard 30

Figure 1-14  Short and full File and Edit menus

@ User preferences and stack protection: The 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 (which is set in
the Protect Stack dialog box). When a stack is set for a
different user level than the one set on your Preferences card,
HyperCard uses the lower setting. (Lower means “closer to
Browsing.”) For information on setting and changing a
stack’s user level, see “Protecting Your Stack” in Chapter 2. <
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The Arrow Keys in Text option

When you click any user level button except Browsing on the
Preferences card, a check box labeled Arrow Keys in Text appears
(see Figure 1-13). You select or deselect this option by clicking
it.

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 the
Message box, the arrow keys move the insertion point through
text—just as they do in most word processors. (The Message
box is a place where you can type instructions to HyperCard. It’s
discussed in the section “Looking for Specific Text,” later in this

chapter.)

[] Arrow Keys in Text

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

B4 Arrow Keys in Text

Moves the Moves the Moves the Moves the
insertion point left  insertion point insertion point insertion point up
over text right over text down through through lines in a

lines in a field, or field, or to the
to the end of the beginning of the
line in the line in the
Message box Message box

Figure 1-15  The effect of the Arrow Keys in Text option
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When Arrow Keys in Text is turned on, you can still use the
arrow keys on the keyboard to move through a stack unless the
insertion point is blinking in a field or in the Message box. Then
you must press the Option key in combination with the arrow
keys to move through cards in a stack:

To go to the previous card
in the current stack

To go to the next card in
the current stack

To go back through cards
you've seen

To go forward through
cards you've reviewed

Figure 1-16  Moving through cards when the Arrow Keys in Text option is turned on
and the insertion point is blinking in a field or in the Message box

> See also: “Moving Around in a Stack” in this chapter
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The Power Keys option

When you click Painting (or a higher user level) on the
Preferences card, a check box labeled Power Keys appears (see
Figure 1-13). When the Power Keys option is turned on, you
can use specific keys on the keyboard to make changes to
graphics—pressing a single key does the work of choosing a
menu command that affects the selected graphic (or the graphic
element you've just created). You select or deselect the Power
Keys option by clicking it.

> See also: “Using Power Keys” in Chapter 6

The Blind Typing option

When you click Scripting on the Preferences card, a check box
labeled Blind Typing appears (see Figure 1-13). When this
option is turned on, you can type in the Message box even when
it’s hidden (as long as the insertion point isn’t in a field). Typing
in the Message box sends instructions to HyperCard.

You select or deselect the Blind Typing option by clicking it.
When the Blind Typing option is turned off, you can type in the
Message box only when you see it on the screen. When this
option is turned off, HyperCard beeps (or the menu bar flashes)
if you try to type in the Message box when it’s hidden.

The Message box is discussed in the section “Looking for
Specific Text,” later in this chapter.
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How HyperCard  When you tell HyperCard to open a document, an application,
finds stacks ora 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 (described next) to see where else
to look for the requested file.

To see one of the Search Paths cards, first go to the Home stack
(if you’re not already there) by choosing Home from the Go
menu, or pressing $-H. Then choose Search Paths from the
Home menu. (The Home menu appears only when the Home
stack is active.)

The following figure shows the Search Paths card for stacks:

You can click these buttons to go to the Search Paths cards for
non-HyperCard documents or applications. The information on these
other cards helps HyperCard find documents and applications you
try to open from within HyperCard.

Search Paths Home
HyperCard uses the information in the field G About Search Paths . This line tells
below to find your stacks. —— HyperCard to look
| Appications | [ pocuments | for stacks in the
il s Sy folder HyperCard
e Stacks, which is
i i inside the folder
m:;ﬁ::u?:ﬁwcm Folder HyperCard Stack: W HyperCard
Folder, which is on
the disk Hard Disk.

Disk Folder Subfolder
name  name name

Figure 1-17  Where HyperCard looks for stacks
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There are three Search Paths cards in the Home stack. One tells
HyperCard where (in which folders) to look for stacks, another
tells it where to look for documents, and a third tells it where to
look for applications. These cards contain lists of search paths, or
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.
(Figure 1-8 shows a directory dialog box.) Use the directory
dialog box to locate the file. Once you've located the file,
HyperCard notes the disk and folder (and subfolder, if
necessary) 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 will know where to look for it
without having to ask you (unless you’ve renamed it or changed
the name of the disk or folder that contains it).

Although HyperCard updates the Search Paths cards for you (as
just described), 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 add the
following line to the Search Paths card for stacks (so HyperCard
will know where to find the stack):

:HyperCard Stacks:01d Stacks:
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Getting to the Home stack

To add a line to one of the Search Paths cards, just click and
type. 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.

@ Occasional housecleaning: HyperCard keeps a search path on
record until you erase it. It’s a good idea to erase a search path
you no longer use, to free that space on the Search Paths card
and help HyperCard search for files more efficiently. To erase
a search path, just drag to select it, then choose Clear from
the Edit menu.

While you’re using HyperCard, you can get to the Home stack
by doing any of the following:

s Choose Home from the Go menu.

m Press 8-H (press and hold the $ key while you press H for
Home).

» Click the button with a house icon, which appears in many
stacks, or another button that’s linked to the Home stack.

» Choose Message from the Go menu (or press 8-M), type
Go "Home", and press Return.

Chapter 1: Using HyperCard Stacks



Opening and Because HyperCard automatically (without asking) saves any

ClOSing stacks changesyou make to stacks as you work, it’s a good idea to make

sure you have a backup copy of a stack before you open it. That

way, if you change the stack (intentionally or otherwise), you
can always go back to the original version. (“Saving a Copy of a

Stack” in Chapter 2 gives instructions for making a backup copy

of a stack.)
Opening a stack  There are several different ways to open a stack:

| Double-dick the stack’s
icon in the Finder.

Puzzle

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

Puzzle

Choose Message from the

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

and the stack’s name (in
quotes), and press the

go to stack "Puzzle”

Return key.
New Stack... Choose Open Stack
Open Stack... %0 from the File menu
finse Sinck Wi and open the stack.

Figure 1-18  Opening a stack
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When you choose the Open Stack command, HyperCard display
directory dialog box and waits for you to tell it which stack to op

This is the current directory level. You can

see higher levels in your disk directory (if there
are any) by pressing and holding the mouse
button here; then you can drag down to select

a higher-level folder. You can move up

one level in your
disk directory by

I New HyperCard folderl &5,
Locate the stack < ara pisk —f— clicking here.
3 HyperCard Help
you want to open {3 HyperCard Stacks . )
by double-clicking D HyperCard Tour | Click here if the

stack you want to

to open folders in
this list. When you
see the stack you
want, double-click
it to open it.

open is on another

disk.

lF Open stack in new window

Click here if you want to open the stack in a
new window and have your current stack
remain open.

Figure 1-19  Opening a stack with the Open Stack command

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

Chapter 1: Using HyperCard Stacks



Opening a stack protected
with a password

* A shortcut for opening a stack in a new window: When you
open a stack by pressing $-Shift-O (or by holding down the
Shift key while you choose Open 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.) <

When you click a button or type in the Message box to open a
stack, HyperCard looks for the stack using the strategy described
in the section “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. (If
the stack is on a floppy disk, make sure that disk is in one of
your drives.)

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

What’s the password?

l L I Type the password here
and click OK.

Figure 1-20  Opening a stack set for restricted access

To open the stack, you must know the password and type it
correctly, character for character (however, capitalization doesn’t
matter). Then click OK. If the password you type isn’t correct,
HyperCard opens the Home stack instead.
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Opening a
write-protected stack

When you open a stack that’s write-protected—for example, a
stack for which Can’t Modify Stack is selected in the Protect
Stack dialog box—a small padlock (a) appears in the menu bar:

% File Edit Go Tools Objects

Font Style Templ a

Collection Catalog

Object: Yampi Basket

Composition: ¥
Color:
Dates from:
Di

Weight:

Other Information:
Excellent cor

Purchase Price:
Current Value:

asiments. @ =00

Figure 1-21

Working with a write-protected stack

The small padlock
tells you that the
stack is write-
protected—you
can’t make any
changes to it.

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

box appears:

Can’t modify this stack.

Figure 1-22  Trying to make changes to a protected stack

> See also: “Protecting Your Stack” in Chapter 2
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Opening a stack built in ~ When you open a stack that was created in a version of
an earlier version HyperCard earlier than 2.0, a small padlock (a) appears in the
of HyperCard ~ 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

the following dialog box:

This stack has not been converted. It
must be converted before it can be

modified.
ok ]

Figure 1-23  Trying to make changes to an unconverted stack

A Warning: Once you convert a stack to the new HyperCard file
format, it can’t be “unconverted”—you won't be able to use it
with an earlier version of HyperCard. If you want to keep a copy
of the stack to use 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.) A
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Opening more than
one stack at a time

If you want to add text (or make any other changes) to a stack
built in an earlier version of HyperCard, follow these steps to
convert the stack:

1. Choose Convert Stack from the File menu.

(Convert Stack replaces the Compact Stack command when
you’re working in an unconverted stack.)

The following dialog box appears:

Convert stack to HyperCard 2.0 format?

) coen)

Figure 1-24  Confirmation dialog box for converting a stack

2. Click OK to convert the stack.

Once HyperCard has converted the stack, the padlock
disappears from the menu bar, and you can make changes to
the stack.

In HyperCard you can have two or more stacks open and visible
on the screen at once, if your computer’s memory will allow for
it. In general, to open multiple stacks in HyperCard, you should
have at least 2 megabytes of memory and allocate at least one
megabyte (1000K) for HyperCard (as explained in “Using
HyperCard With MultiFinder,” earlier in this chapter). The
more memory that’s available for HyperCard, the more stacks
you can have open at once.
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If you try to open more windows than you have memory for, the

following dialog box appears:

Not enough memory to open new

window.
)

Figure 1-25 When HyperCard runs out of memory

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. Click the “Open stack in new window” check box to select
it.

3. In the directory dialog box, locate and open the additional
stack you want to open.

Figure 1-19 shows the techniques for using the directory
dialog box to locate and open a stack.

When the stack opens, it appears in a new window, leaving
open any other stacks that were already open.

Once you've opened all the stacks you want to see, you can resize
their windows and move them around—and place them side by
side, if you like. “Moving and Resizing the Card Window,” later
in this chapter, tells you how.

When you have more than one stack open, you can move
between open stacks by choosing Next Window from the Go
menu (or pressing $-L). Or you can click in the window of the
stack you want to go to, if any part of it is visible.
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Closing a stack  There are several ways to close a stack:

If you have more than one stack open, you can close any of
the open stacks by first activating the stack’s window, then
choosing Close Stack from the File menu or clicking the
window’s close box, if it’s visible. (To activate a stack’s
window, click in it or choose Next Window from the Go
menu repeatedly until the window is activated. When a
stack’s window is active, narrow horizontal lines appear in its
title bar. If you can’t see the window’s title bar or close box,
see “Moving a Card Window,” later in this chapter.)

If you have only one stack open, you must quit HyperCard to
close it.

No matter how many stacks are open, you can close the
current stack by opening another stack in its window. (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.

Before you close a stack: It’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 higher. (When
you're working with a stack that was created in an earlier
version of HyperCard, the Compact Stack command is
replaced by Convert Stack. You must convert such a stack
before you can compact it. The section “Opening a Stack
Built in an Earlier Version of HyperCard,” earlier in this
chapter, gives instructions for converting a stack.) 4
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Looking
through stacks

Displaying the menu bar

Stack menus

One of the best ways to learn about HyperCard is to explore

stacks—including the stacks that come with HyperCard, and
any other stacks you can find. (The Preface gives information
about where you can get additional stacks.)

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

25 i (O %

Stack Overview

Figure 1-26  Buttons you can click to get information about a stack

If you use stacks other than the ones that come with HyperCard,

you might encounter stacks in which the menu bar is hidden. To
see the hidden menu bar, press the 3¢ key and the Space bar at the
same time. To hide the menu bar again, press $—Space bar again.

HyperCard allows stack developers to customize the menus that
appear with a stack. Therefore, you may encounter stacks that
have one or more of their own menus. You see a stack’s custom
menus (if it has any) only when the stack is active. The Home
stack is an example of a stack with its own menu.

Since menus can be customized, you might also encounter stacks
in which some of the standard HyperCard menus are missing or
contain different commands. If this happens, don’t worry—all
the normal HyperCard menus will be restored when you return
to the standard Home stack (that is, the standard Home stack
that comes with HyperCard).

Chapter 1: Using HyperCard Stacks 33



Customizing menus requires a knowledge of HyperTalk. For
information about customizing menus, sce 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 called browsing.

There are several ways to browse through stacks:

Choose commands from the Go menu (or type their %-key
equivalents).

Click icons on the Navigator palette.
Click buttons or text in the stack.
Press arrow keys on the keyboard.
Type commands in the Message box.

Use the Find command to search for specific text.

To browse through stacks by clicking buttons, you must first
choose HyperCard’s Browse tool ().

This is the Browse
tool. Use it for
clicking buttons
to browse
through stacks.

°E
H

SJ IO} IIENTAY
RIGIO] /=

Figure 1-27  Choosing the Browse tool
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@ Can't see the Tools menu? If you can’t see the menu bar, you
can make it appear by pressing $—Space bar. 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 chapter.) <

The techniques for browsing are described in the sections that
follow.

Using commands in the Go menu

You can 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.

ack
Home 3EH
Help ®7?
Recent #R
First 1
Prev 382
Next #3
Last 4
Find... #®F
Message M
Scroll #EE
Next Window 3L

Figure 1-28  The Go menu

Chapter 1: Using HyperCard Stacks

35



Command

#-key

equivalent What the command does

Back
Home
Help
Recent
First
Prev
Next
Last
Find

Message

Scroll

Next Window

8€_~
#-H
¥

#-R

38-1 or 38-«

¥-3
-4 or 8-
®-F

#-M

¥8-L

Takes you back to the last card you saw.

Takes you to the Home stack.

Takes you to Help.

Lets you review up to the last 42 cards you saw.
Takes you to the first card in the current stack.
Takes you to the previous card in the current stack.
Takes you to the next card in the current stack.
Takes you to the last card in the current stack.

Lets you search for specific text.

Lets you navigate by typing commands in the
Message box.

Lets you resize card windows and scroll around on
large cards.

Moves you from one open stack to another.

¢ Prev versus Back: The Prev command takes you to the
b4
previous card in the current stack; Back takes you to the card
you last looked at, which might be in another stack.
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The Back and Recent commands are explained in more detail in
“Looking Through Cards You've Seen,” later in this chapter.

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.

Second card

2

ji First card

Last card

Figure 1-29 A stack is structured like a 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 the
navigation commands. To make the Navigator palette appear,
follow these steps:
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1. Open the Message box by choosing Message from the Go
menu, or pressing $-M.

2. Type palette "Navigator", then press Return or Enter.
ype p P

palette "Navigator”

Figure 1-30  Making the Navigator palette appear

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

Back __|

First —|
Prev

Find _@3

Message lNext Window

Figure 1-31  The Navigator palette

You can make the Navigator palette disappear by clicking its
close box.
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Clicking buttons to move around

A stack can have lots of different kinds of buttons. Some buttons
take you to another place in the stack (or to another stack) when
you click them. Other buttons make things happen right where
you are—a button might play a sound, make a message appear,
or create an interesting visual effect.

& Where are the buttons? You can find all the buttons on a card
by holding down the  and Option keys at the same time.
Gray rectangles appear around the buttons. <

Clicking buttons is one of the most effective ways to explore a
stack. Here are some buttons that are commonly used for
moving around in stacks:

Ko lpnipe. U4 &
<« I ¢ W
- &

4. )

First Previous Next Last Return Home
card in card in card in card in
stack stack stack stack

Figure 1-32  Navigating with buttons
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+ You click only once: One click is enough to make a
HyperCard button work—don’t double-click it. When you
double-click a HyperCard button, sometimes HyperCard
saves the second click until another card appears. Then you
might find you've accidentally clicked a button you didn’t
mean to click. <

Clicking text to move around

In some stacks you can click text in fields to make things
happen. For example, you might 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 of HyperCard will
contain information about which text in the stack you might
want to click and why.

Using the arrow keys to move around

You can move from card to card by using the arrow keys on the
keyboard. The way you use arrow keys to move around in a
stack depends on whether the Arrow Keys in Text option is
selected on the Preferences card in your Home stack.
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When the Arrow Keys in Text option is turned off, pressing the
arrow keys moves you through cards. However, when Arrow
Keys in Text is turned on and the insertion point is blinking in a
field or the Message box, you press the Option key along with
the arrow keys to move through cards.

When Arrow When Arrow
Keys in Text is Keys in Text is
Togo... turned on, press turned off, press

To the previous card in
the current stack

To the next card in the
current stack

Back through cards
you've seen

Forward through cards
you've reviewed

Figure 1-33  Navigating with arrow keys

» Seealso:  “The Arrow Keys in Text Option” in this chapter
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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 can use the Message box to send

instructions to HyperCard.)

You can 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 number: Qut of 9

The card’s number

Card ID: 3916

The card’s ID

Contains 0 card fields.
Contains 11 card buttons.

[] card Marked
[] Don’t Search Card
[X] Can’t Delete Card

Figure 1-34  The Card Info dialog box

Chapter 1: Using HyperCard Stacks



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).

Choose Message from the Go menu, or press $-M.

2. Type any of the following, substituting the name, number,
or ID of the card you want to go to:

To go to the card with the

go to card “card name" specified name, in the
current stack

To go to the card with the
go to card 4 specified number, in the
current stack

To go to the card with
the specified ID, in the
go to card ID 16724 current stack

To go to the card with the
specified name, in the
specified stack. (Specify
go to card "card name” in stack "stack name"— the stack name only when
the card you want to go to
is in another stack.

Figure 1-35  Going to a specific card
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3. Press Return or Enter.

To hide the Message box, click its close box or press 3-M again.

Seeing all the cards in a stack

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

1. Open the Message box (if it isn’t already open).
Choose Message from the Go menu, or press $-M.
2 Type show all cards and press Return.

HyperCard shows you all the stack’s cards quickly, one after
the other.

If you want to stop flipping through the cards, either press
the mouse button or press %-. ($6-period).

To hide the Message box, click its close box or press %-M again.

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

Figure 1-36 A button for flipping through the cards in a stack
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Looking for specific text  You can also move around in a stack by asking HyperCard to find

specific field text. This makes it easy to find just the information
you need in a stack—no matter how large the stack is.

When HyperCard searches for specific text that you've asked it

to find, it pays no attention to case or to diacritical marks:

<« s » <« » « »
apple Compiiter,” “apple computer,” and “Apple Computer

are all considered the same.

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 3-E

HyperCard displays the Message box with the Find

command in it:

The insertion
point

Figure 1-37  Searching for text
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2. Type the text you want to find.

Another way to enter text in the Message box is to hold down
the 8 key while you click on a word. If you hold down the 3
key and drag across several words, you can place up to one
line of text in the Message box.

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

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.

4. 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, press %-. (3-period).
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% Note: HyperCard won't look for text in fields for which the
option Don’t Search is selected in the Field Info dialog box. It
will also exclude from the search all background fields that
belong to backgrounds for which the Don’t Search
Background option is selected in the Bkgnd Info dialog box,
and all fields on cards that have Don’t Search Card selected in
the Card Info dialog box.

Once you're through with the Message box, you can close it by
clicking the close box in its upper-left corner. The next time you
choose Find, the Message box reappears with the Find command
in it—and the last text you typed between the quotation marks
is selected. You can search for the same text again by pressing
Return or Enter. To search for different text, just type the text
you want to find and press Return or Enter.

+ To speed your search: 1If 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 actually have the text you're trying to find.
HyperCard also finds text faster when you specify the target
text in strings of 3 characters (or multiples of 3
characters—for example, 6 or 9 character strings), not
counting spaces.

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, first choose the Field tool from the Tools

menu, and then double-click the field. (You must have your user
level set to Authoring or Scripting.)
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Card field number: 1

|_The field’s name

The field’s number

Card field 1D: 220
N

The field’s ID

[ Lock Text Style:

[J Show Lines @ Transparent
[] wide Margins ) Opaque

[J Auto Tab (O Rectangle
[X] Fized Line Height ) Shadow

[ Don't Wrap () Scrolling

[] Don’t Search

Figure 1-38  Finding out a field’s name and number

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

these steps:

1. Choose Find from the Go menu, or press %-F

2. Type the text you want to find.

3. Click after the last quotation mark in the Message box.
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4. Type a space, then type in background field and the
name (in quotes), number, or ID of the field in which you
want to search.

If you type the field name, enclose it in quotes.

find "Hong Kaong” in background field "Headquarters”

Figure 1-39  Searching for text in a specific field

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.

If 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, press $-. (88-period).

< Note: HyperCard won't look for text in fields for which the
option Don’t Search is selected in the Field Info dialog box. It
will also exclude from the search all background fields that
belong to backgrounds for which the Don’t Search
Background option is selected in the Bkgnd Info dialog box,
and all fields on cards for which Don’t Search is selected in

the Card Info dialog box. <
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Finding a whole word or phrase

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

1. Press 3-Shift-E

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

find whale |

Figure 1-40  Searching for a whole word or phrase

2. Type the word or phrase you want to 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,

Find Whole "Apple Computer"

tells HyperCard to find cards that have the phrase “Apple
Computer” on them—it won’t find “Apple Computers” or “This
apple is a computer.” (The Find command without Whole
would find matches for all three cases.)

Find Whole won’t stop on cards that have only partial matches.
For example,

Find Whole "E4"

won't find “Edward.”

To stop a search in progress, press $-. (%-period).
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Moving and resizing
the card window

As with Find, you can use Find Whole to search for text in a
specific background field (as described in the previous section).

The HyperTalk Reference stack describes other ways to search
for text in stacks.

Each HyperCard stack opens in a window. A HyperCard
window displays 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 two ways—it has neither scroll bars nor a visible size
box. And although each HyperCard window has a title bar, you
might not be able to see the title bar.

Title bar

L i

Welcome to HyperCard

Home

©1990 Apple Computer, Inc.

HyperCard Tour  HyperCard Help

Appointments Addresses

e
Phone Dialer

Braph Maker
- . No scroll bar

»

Seanned Images

Train Set Art Bits

Card 5 | |

Stack Kit | .
£ No size box

Card 3 Card 4

No scroll bar

Figure 1-41 How a card window looks when its title bar is visible
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Moving a card window

You move a HyperCard window around on the screen the same
way you move any Macintosh window—Dby dragging its title bar.
If the title bar isn’t visible, you can make it appear by following
these steps:

1. Choose Scroll from the Go menu, or press %-E.

The Scroll window appears on top of the current card:

The pointer The blank area represents

becomes a the entire card.
double-headed

arrow at the If you see a rectangle inside the

edges and blank area, the rectangle represents
corners of the the card window—it indicates
rectangle. which part of the card you see on
your screen.

Figure 1-42  The Scroll window

If there’s no rectangle inside the blank area of the Scroll
window, it means that the card and the card window are the
same size—you can see the entire card on your screen.

2. Move the pointer to the top edge of the rectangle (or to the
top edge of the blank area, if there’s no rectangle) until the

pointer turns into a double-headed arrow.
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3. Drag down from the top edge of the rectangle about
one-eighth of an inch.

To make the title bar
of the card window
appear, drag down
from the top edge of
the rectangle about
one-eighth of an inch.

Figure 1-43  Using the Scroll window to make the title bar appear

If the title bar of the card window still isn’t visible after you
do this, repeat this step until you can see the title bar.

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.

Chapter 1: Using HyperCard Stacks %



54

To resize a card window directly, follow these steps:
1. Press 3¢-Shift-E.
A size box appears in the lower-right corner of the window.

2. Drag the size box to resize the window:

e =

Scanned Images Art Bits

Drag to resize the
card window

Figure 1-44  Resizing the card window

When you release the mouse button, the size box will
disappear unless you press the 3 key before releasing the
mouse button. If you want to resize the window several times
in succession, press and hold the 3¢ key while you drag the
size box, until the window is the size you want it.

< Note: You can’t make the card window larger than the
card itself. <
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Resizing the card
window vertically

To resize a card window via the Scroll window, follow these steps:
1. Choose Scroll from the Go menu, or press 3-E.
The Scroll window appears.

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
represents the
entire card.

The rectangle
represents the
card window.

Resizing the card Resizing the card
window horizontally window diagonally

Figure 1-45  Using the Scroll window to resize the card window

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,
these actions make the card window about the same size as the
screen.)

A
N
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Viewing large cards

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

The pointer becomes a
hand when it’s in the
middle of the rectangle.

+ Clicking the zoom box: As with any Macintosh window, you

can enlarge (or shrink) the card window by clicking the zoom
box in the window’s upper-right corner once. If you can’t see
the zoom box, follow the instructions in the preceding
section, “Moving a Card Window,” to make the title bar
appear (the zoom box is in the title bar).

To hide the Scroll window, click its close box, or press 3-E
again.

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:

m Press 3g-Shift-E and then drag the card around using the

hand (7). The pointer turns into the hand over the card after
you've pressed $¢-Shift-E. When you release the mouse
button, the hand will disappear unless you press the s key
before releasing the mouse button. If you want to move
around on the card several times in succession, press and hold
the 8 key until you're finished.

Open the Scroll window by choosing Scroll from the Go
menu, or pressing $-E. Then use the Scroll window to scroll
to other parts of the card:

The blank area represents
the entire card.

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

Figure 1-46  Scrolling to see other parts of a large card
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Moving from one stack
to another

% Note: You can also use either of these techniques to view any
card when the window is smaller than the card.

When you scroll to see other parts of the card (using either of
the methods just described), you can constrain the scrolling to
either horizontal or vertical movement by holding down the
Shift key while you drag,.

To hide the Scroll window, click its close box or press $-E again.

Important: When you're using 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 won't be able to scroll around to see
all the parts of the card. &

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

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 go " stack name",
and press Return. (Replace stack name with the name of

the stack).

» Click a button that’s linked to the stack (if there is such
a button).
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Looking through
cards you've seen

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

® If the stack is represented by an icon on one of the Home
cards, you can press $-H to go to the Home stack, then go to
the Home card that contains the stack’s icon and click the icon.

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 do
cither of the following:

= Choose Back from the Go menu, or press Tilde (-) or Esc, to
go to the last card you saw, no matter what stack it’s in. To
continue retracing your steps, choose Back (or press Tilde or
Esc) again. You can review up to the last 100 cards you
viewed, in the reverse of the order in which you viewed them.

& If the Tilde key doesn’t take you back: Chances are you have
one of the Paint tools selected. While you're working with
the Paint tools, press -Tilde to go back to the last card
you saw. (Pressing Tilde alone while using a Paint tool
undoes your last action.) <

After you review the cards, you can press the Up Arrow key
to come forward again through the reviewed cards (or press
Option—Up Arrow, if Arrow Keys in Text is selected 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 looked at (as shown in the following figure). 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:

Click any miniature to go
to the card it represents.

This is the card you were looking
at when you chose Recent.

Figure 1-47  Using Recent to go back to cards you've seen

To return to the card you were looking at when you chose
Recent, click the miniature that has a box around it, or
press Return.
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Returning Home

Entering text

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

5o Home” _
Choose Home Press 38-H. Click any button ~ Choose Message
from the with the house from the Go
Go menu. icon, oranother ~ menu, type
button that’s go "Home", and
linked to the press Return,

Home stack.

Figure 1-48  Returning to the Home stack

When you return to the standard Home stack (the one that
comes with HyperCard), you return to the Home card you saw

most recently—that is, the last Home card you saw the last time
you were in the stack.

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

fields.

+ Check your user level: To type and edit text in stacks, you
must have your user level set to Typing (2) or a higher level.
If you need instructions for changing your user level, see
“User Levels and Options,” earlier in this chapter.
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To type text in fields, you must first choose the Browse tool ()
from the Tools menu, if it isn’t already selected.

Choose this tool to 0
type text in fields . . .

i

O10[0(R[VH0
R|C|0] /=[]

s |
L.

P e

... not-this tool. —1

Figure 1-49  Choosing the Browse tool

When your user level is Typing (or higher), the Browse tool
becomes an I-beam (J) when you move it over a field you can

type in:

The I-beam pointer over
an editable text field.

Name . Jane Doe 1

Company | _Acme Dot C

Qo
-
Cornron ] |
[Ceweon ] |
[veecen ] |

Street | 12 Elm | el
City & State

Zip Code

Telephone

Figure 1-50  The I-beam pointer for typing and editing text
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To enter text in a field, just move the I-beam over the field, click
in the field, and type. 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. This undoes 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.

Opening applications You can launch an application from HyperCard by following

these steps:
1. Open the Message box (if it isn’t already open)

Choose Message from the Go menu, or press %-M.
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2. Type one of the following messages in the Message box,
substituting the names of the application and document
you want to open:

This launches the
specified application.

open “application”

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

Figure 1-51  Opening an application

3. Press Return or Enter.

4. If HyperCard displays the directory dialog box and asks you
where one of these files is, use the directory dialog box to
locate and open the file.

o If nothing happens: 1f you try to open an application and
nothing happens, it's probably because there’s not enough
memory. If you're using MultiFinder, you might be able to
make enough memory available by quitting one of the other
applications you already have open.

If you try to open a document with an application that’s already
open, the application will simply come to the front, displaying
its current document. If you want to open a document other
than the current one, you’ll have to open it from within the
application—it won’t open automatically.
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Getting help in
HyperCard

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

You might 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.

»  See also: “Customizing Your Home Stack” in Chapter 2

While you’re working in HyperCard, you can always get
immediate assistance from the HyperCard Help or HyperTalk
Reference stacks. These stacks provide the following types of

information:

» HyperCard Help covers HyperCard tasks through the
Authoring level.

» HyperTalk Reference provides reference and conceptual
information about HyperTalk, HyperCard’s script language.
(For information about how you might want to use

HyperTalk, see the HyperTalk Beginner’s Guide.)
There are several ways to get to the HyperCard Help stack:
= Choose Help from the Go menu.
m DPress &-2.
» Type Help in the Message box and press Return.

» Click the HyperCard Help icon on the Home card called
Welcome to HyperCard (in the standard Home stack).

Once you've opened the HyperCard Help stack, it shows you
how to find the information you need.
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If you need help using HyperTalk, you can get to the HyperTalk
Reference stack easily from HyperCard Help, or you can click
the HyperCard Reference button on the Stack Kit card in the
standard Home stack.

Although there’s some overlap between the material covered in
this book and the information in HyperCard Help, these two
sources of information give different kinds of help:

This book gives more detail on some topics than the
HyperCard Help stack does. Turn to this book when you
need a more in-depth discussion of a topic. To find
information quickly in this book, look up the subject in the
index or table of contents.

The HyperCard Help stack provides immediate assistance on
your computer’s screen and gives concise instructions for
tasks. You can use HyperCard Help when you’ve forgotten
some procedure you read about in this book, or when you
want a quick overview of a feature that’s unfamiliar to you.
The HyperCard Help stack uses HyperCard’s features to
explain HyperCard and provides an excellent example of
what HyperCard can do.

If you're using HyperCard without a hard disk: You’'ll have to
do some disk swapping to use the HyperCard Help or
HyperTalk Reference stacks. (See the booklet Using
HyperCard Without a Hard Disk for instructions.)
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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. However, you need to be aware of the following
considerations when you use stacks on a file server:

= 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. However, no one can make changes to the
stack.

» When a stack is unlocked on a file server, only one person
can use it at a time. This user can make changes to the stack,
but others are prevented from opening the stack while it’s in
use.

Chapter 1: Using HyperCard Stacks



USing a StaCk You can use any HyperCard stacks you have on a CD-ROM
g (compact disc) just as you would other stacks. However, changes
ona CD-ROM you make to a stack on a CD-ROM won’t be saved. If you want
your changes saved as you work, be sure to copy the stack to an
unlocked disk and open the stack from the unlocked disk.

It’s best not to run HyperCard itself from a CD-ROM (or from
any other locked medium), or use a Home stack that’s on a
locked disk. Although you can’t damage anything by doing this,
you might encounter some annoying problems, like the
following:

= If your Home stack is on a locked disk, HyperCard can’t
update the Home stack’s Search Paths cards when you tell it
where to find stacks via the directory dialog box. Therefore, it
never learns where your stacks are and has to keep asking you
to locate stacks when you want to open them.

= When you’re running HyperCard from a locked disk and you
launch an application, HyperCard returns you to the first
card of the Home stack when you quit the application (if
you're not using MultiFinder), instead of the card from which
you launched the application. This is because HyperCard
can’t mark your place when you leave, as it would if it were
on an unlocked disk.
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QUitting Hyper Card: . s quit HyperCard, choose Quit HyperCard from the File

menu, or press ¥-Q.

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 LW
Save a Copy...

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

Page Setup...

Print Field...

Print Card %P
Print Stack...

Print Report...

Figure 1-52  Quitting HyperCard
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Chapter 2

Creating and
Moditying Stacks

Ilis chapter provides examples of the kinds of stacks you can
create, tips for modifying existing stacks, and instructions for
creating a new stack. This chapter also describes how to
customize the standard Home stack that comes with HyperCard.

To do the tasks in this chapter, you must have your user level set
to Authoring or higher. For a few of the tasks, your user level
must be set to Scripting. When a task requires the Scripting
level, the instructions say so. (For instructions on setting your
user level, see “User Levels and Options” in Chapter 1).
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Cr eatiﬁg stacks Once you've learned to get around in HyperCard, you can begin

thinking about the kinds of stacks you might want to create. You
don’t need any programming experience to create stacks. Using
HyperCard’s 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.

Figures 2-1 through 2-5 show cards from stacks people have
created with HyperCard. These cards give you an idea of the
kinds of stacks you can build:

You can type name, address, and
phone number information here.

You can click these
buttons to look for
information, or add
or delete cards.

This button

takes you to the

Home stack.
This button dials the This button takes you to
phone number the Appointments stack.

shown to the right.

Figure 2-1 A stack that helps you keep track of phone numbers and addresses
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The name of the You can type information
catalog item about the catalog item here.

California Manroot

Description: A tall, coarse, leafy plant witha
hairy stem commonly branched in
the upper half and bearing several ———
or many flower heads, the central
maroon disk surrounded by many
bright yellow rays.

A picture of the
catalog item

Flowering:  June -

Habitat: Dry open plains and foothills, now

especially common along roads and = .

edges of fields ThlS blll[()n
Range: Throughout most of the United States ——— [ﬂkCS yOU o

and much of North America,

I&T

|These buttons take you to  [This button takes you to the
other sections of this stack.  previous card in this stack.

the next card
| in this stack.

Figure 2-2 A stack that catalogs information about plants

You can click
Click on any part anv part of
et /114 any part of the
tolearn sboutits "\ ‘ drawing to learn
e about that part.

Downlock springs
Torque arms
Brake link
Upstop snubber

This button takes
you to the last
card you saw.

This button takes you to thel  IThis button takes you to
previous card in this stack. the next card in this stack.

Figure 2-3 A stack that teaches airplane maintenance
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| welcome to

' CONSOLIDATED ENTERPRISES

this year’s performance
——?ﬂ;ﬁ%’ world markets

company history

You can click these buttons to go to the
different sections of this presentation stack.

Figure 2-4 A stack for a business presentation

You can click
these buttons to
I manipulate the
mathematical
function shown

Mathematical Model #22A
New equation
Perspective
]3]

Figure 2-5 A stack that plots mathematical functions
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The card layer versus
the background layer

The stacks that come with HyperCard are examples of the kinds
of stacks you can create with HyperCard. You can explore these
stacks to find out how they work, using the techniques described
in the section “Examining a Stack,” later in this chapter.

The way a stack works is determined by its scripzs, which contain
instructions that tell the parts of the stack what to do. The
instructions are written in HyperTalk, HyperCard’s English-like
programming language. However, 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
cause a specific visual effect to occur when the button is clicked.
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—but you don’t have to know anything about how the
script works to make the button act the way you want it to.

If you decide you want to learn how HyperTalk scripts work,
read the HyperTalk Beginner’s Guide.

When you look at a card, what you see is a composite of two
layers—a foreground layer, called the card layer, and a
background layer. Both layers can contain text, buttons, and
graphics. 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.
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The background layer

.....

What you see when you
look at a card is a
composite of the card
layer and the
background layer.

The card layer

Figure 2-6  The background layer and the card layer

Any number 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 give a similar
appearance and function to the cards that share the background.

You can see just the elements that are in the current background
by pressing $-B to go to the background layer. (This is
equivalent to choosing Background from the Edit menu.)
Pressing #-B repeatedly moves you back and forth between the
card layer and

the background layer.
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"File Edit Go Tools Objects Font Style @

T

When you're in

the 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.

Figure 2-7  The background layer

The elements in the card layer appear only on that card:

This text changes from card to card—it’s part of the card layer‘I

Marti Belisle

Steve Aaron
3703 Maude Ave

2260 Oak Creek Drive

& 555-7806 = 555-8203

[l

a/18/88 D s/26/87 D

[y

|The other elements appear on all the cards—they're in the background layer.

Figure 2-8  Background elements versus card elements
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What buttons, fields, The elements you add to the cards and backgrounds of a stack
and graphics can do  determine how people will use the stack.

for your stacks = You can add buttons, which are rectangular “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 immediately 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, to
name just a few.

In addition to linking information, buttons can also play
sounds, launch applications, perform calculations, play
animated sequences, control videodisc players, and much,
much more.

= To put text on cards and backgrounds, you can add text
fields. You can set the style of the text in a field by choosing
from a variety of type styles. 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.

» Graphics can enhance the visual appeal of a stack and help
communicate its purpose. You can add pictures, charts,
drawings, and other graphics to stacks. Draw them yourself,
copy them from the stacks that come with HyperCard (or
from graphics applications), or scan them in.
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A scanned graphic __|

Erwin Beznerak e
Product Marketing Manager

Extension: 3110
Employee Number: 9734
Departrnent Number: 2460

Field text

Division Number: 98
Date of Hire: 5/18/87

10455 Newcomb St #245
San Francisco, CA 94115
(415) 555-3952

oo

| Buttons for

navigating

Figure 2-9  Examples of buttons, fields, and graphics in a stack

HyperCard comes with stacks that contain readymade

elements—buttons, fields, and graphics—you can copy and

paste into your stacks. The readymade 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 4, 5, and 6 give detailed instructions for adding

buttons, fields, and graphics.
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Using HyperCard’s 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.

l The General tools

The Paint tools

Figure 2-10  HyperCard’s tools

The Tools menu appears when your user level is Painting,
Authoring, or Scripting.

The Tools menu contains the General tools and the Paint tools,
as shown in Figure 2-10. The General tools are for browsing,
text editing, and working with buttons and fields. The Paint
tools are for creating and editing pictures. If you've used a
Macintosh paint program, you know more or less how the Paint
tools work. In most cases, you choose the Paint tool, then drag
to make it work. (The Paint Text tool is an exception. To make
it work, you first choose it, then click and type.)
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| S—_

The Browse tool is
for browsing
through stacks
and editing text.

The Selection tool
is for selecting
graphics.

The Brush paints
with the current
pattern.

The Spray tool is
for spritzing paint
onto the screen in
the current
pattern.

The Bucket fills
enclosed areas
and solid black
areas with the
current pattern.

The Paint Text
tool is for typing
text that's part of a
graphic.

@

Figure 2-11

The Button tool is
for working with
buttons.

The Lasso is for
selecting non-
rectangular
graphics.

The Eraser erases
the part of a
graphic you drag
it over.

The Rectangle tool
draws rectangles.

The Oval tool
draws ovals
and circles.

The Regular
Polygon tool
creates polygons
with regular sides.

What the tools are used for

Chapter 2: Creating and Modifying Stacks

The Field tool is
for working with
fields.

The Pencil
draws thin,
free-form lines.

The Line tool
draws straight
lines.

The Rounded
Rectangle tool
draws rectangles
with rounded
corners.

The Curve tool
draws free-form
lines and shapes.

The Polygon tool
creates polygons
with irregular
sides.
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You can “tear off” the Tools menu (as shown in the following
figure) to create a movable Tools palette. To do this, drag down
through the menu, past the bottom or beyond either side.

Objects Font

ig 5 You can close the Tools
B~ palette by clicking here.

| == To move the
SHlo|o & palette, drag
A ez s oy gy from here.

&= |
ClO|OIR[™
RIC|0] /[~

To tear off the Tools menu, drag beyond  Click any tool to
the bottom or side of the menu. choose it.

Figure 2-12  Tearing off the Tools menu

@ A shortcut: You can make a Tools palette appear or disappear

quickly by pressing Option-Tab. <

To choose any tool in the Tools palette, just click it. (Depending
on the tool you select, the shape of the pointer might change.)
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.
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Selected Paint tool

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 selection. 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 selected.

When you choose one of the Paint tools, three new menus
appear: Paint, Options, and Patterns. (These menus are
described in Chapter 6.) The Objects, Font, and Style menus
disappear while you’re using a Paint tool. They reappear (and the
Paint, Options, and Patterns menus all go away again) when you
choose any of the General tools.

These three menus appear when you have one
of the Paint tools selected.

AR Sam

& File Edit Go Tools Paint Options Patterns Home

Stack Kit Home

©1990 Apple Computer , Inc.
=

Buttons Fields  Stack

Power Tools Background Art  HyperTalk Reference

RIGIO] /[~

Figure 2-13  Menus that accompany the Paint tools

Chapters 4, 5, and 6 give specific instructions for using
HyperCard’s tools to create buttons, fields, and graphics,
respectively.
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Selecting buttons, fields,
and graphics

To select and work with the different HyperCard elements—
buttons, fields, and graphics—you need to use different tools.
And you select and manipulate one element at a time. You can’t
select multiple elements.

To select a button, choose the Button tool (=) from the Tools
menu and click the button:

Choose the ... and then click
Button Tool . . . the button to select it.

o

77

Train Set

Stack Kit

When a button is selected,
it's surrounded by a moving dashed line.

Figure 2-14  Selecting a button

Whether the button is in the background layer or the card layer,

you can select it from the card layer. When the button is
selected, it’s surrounded by a moving dashed line.
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To select a field, choose the Field tool (&) from the Tools menu
and click the field:

Choose the ... and then click
Field tool . . . the field to select it.
Telephore]! ® (61705551212

=

-

"

....... lk
lWhen a field is selected,

it's surrounded by a
moving dashed line.

Figure 2-15  Selecting a field

Whether the field is in the background layer or the card layer,
you can select it from the card layer. When the field is selected,
it’s surrounded by a moving dashed line.
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There are many different ways to select a graphic. Generally, you
choose either the Selection tool (:3) or the Lasso (¥) from the
Tools menu and drag to select the graphic:

and then drag diagonally
with the Selection tool Or drag around the
from here . . . graphic with the Lasso.

Choose the
Selection tool
or the Lasso. . .

Figure 2-16  Selecting a graphic

> See also: “Selecting a Graphic” in Chapter 6
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Planning d StaCk 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.

If you expect your stack to be used by other people, make sure
you know what people will use your stack for, and in what
context. Find out what your users already know, how much
experience they have with computers and HyperCard, and what
their reading level and attention span might be.

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 might
require lots of pictures, a simple and consistent way to navigate
through information, and frequent reinforcement. 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 movie.

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 will move through the stack. If the map
looks confusing, it’s probably an indication that the resulting
stack will be confusing and difficult to use, and you might want
to consider simplifying the stack’s structure.

+ Keep your stack simple: Adding lots of buttons and links in
your stack won’t necessarily make information more
accessible—
users can get lost or confused easily in a stack that has too
many links. <
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The StaCk'bUﬂding Building a stack involves deciding how to present and structure
process the information (as discussed in the previous section, “Planning

a Stack”) and carrying out your design decisions by creating
cards, backgrounds, buttons, text fields, graphics, and links
between related pieces of information. (Chapter 3 explains how
to create cards and backgrounds; Chapters 4, 5, and 6 give
details about creating buttons, text, and graphics, respectively.)
Most of your stack-building time will be spent on the details of
integrating text and graphics, and making the stack easy to
navigate.

As you build a stack, it’s important to evaluate it frequently, to
make sure it still does what you've designed it to do. To evaluate
a stack, try it out yourself. See if you can accomplish the tasks
for which the stack is designed without getting lost or feeling
confused.

If the stack will 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.

As you evaluate the stack (and watch others use it), keep the
following questions in mind:

» s it clear what the stack is for and how to use it? The text,
butrons, and visual images in the stack can 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).
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» s it 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 to 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 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 in 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
will not be reversible.

s 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 tels the user to set the
appropriate user level. (The HyperTalk Reference stack

describes how to set the user level through a script.)

Periodic evaluation and feedback from typical users are
important parts of shaping a stack. It’s a good idea to begin
evaluating a stack early in its development. HyperCard makes it
easy to build a prototype of your stack, which you can use for
gathering 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’ve finished building a stack, put it through a final
test, checking all of the points listed above.
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Modifying an
existing stack

For more detailed information on designing a stack, consult
the HyperCard Stack Design Guidelines (available from
Addison-Wesley).

Modifying stacks created by others is not only a great way to
learn about HyperCard—it’s also a good way to get stacks that
are tailored 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. You can make new cards
and cards with 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.

This chapter includes the basic information you need to create
and modify stacks. Chapter 3 describes how to create and
manipulate cards and backgrounds. Chapters 4, 5, and 6 give
details about working with buttons, fields, and graphics,
respectively.

If you want to modify stacks created by other people, you
should be aware of the following considerations:

» Fach object in 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,
its 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've moved the object. For example, you
might 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, you might be able to fix or rewrite the scripts.
Otherwise, consider modifying a different stack or creating a

stack of your own. (If you want to learn HyperTalk, see the
HyperTalk Beginner’s Guide.)

s As you modify a stack, HyperCard saves your changes
automatically—without asking. Therefore it’s a good idea to
make sure you have 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, which means you can’t change
them. A small padlock (a) appears in the menu bar when
you're in a protected stack. In some cases, you can remove a
stack’s protection by using the Protect Stack command in the
File menu. (“Protecting Your Stack,” later in this chapter, tells
you how.) However, in stacks that have a password, you can’t
change the stack’s protection setting unless you know the
password.
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Examining a stack

90

Before you begin modifying a stack, you can find out what
makes it work by examining its parts. The Objects menu
contains some commands to help you do this—Button Info,
Field Info, Card Info, Bkgnd Info, and Stack Info. Fach of these
commands presents a dialog box that shows the characteristics of
the pertinent object (the selected button or field, or the current
card, background, or stack)—including the object’s name,
number, and attribute settings. Through these dialog boxes, you
can learn about the objects in a stack, look at their scripts, and
change their attributes.

¢ 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. <

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 Button Tool . . .

... rectangles appear
around the buttons.

Home

©1930 Apple Computer , Ino.

Welcome to HyperCard

EXENES)
€ &

Phone Dialer Graph Maker

Figure 2-17  Choosing the Button tool
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2. To get information about any button, click to select the

button, then choose Button Info

from the Objects menu.

Or simply double-click the button. The Button Info dialog

box appears:

This option allows you to display
the button’s name on the button.

These options determine
the button’s highlighting
behavior. (The Shared Hilite
option appears only for
background buttons.) |

These let you assign an
icon and a visual effect —
to the button.
This links the button |
to another card or stack.

Button Name: [T TReTT] ] T=1 g I—

|__The button’s name
The button’s number

Bkgnd button number: 12

The button’s ID

The selected style

Bkgnd button 1D: 39

Show Name Style:
[] Auto Hilite @ Transparent
[ Shared Hilite () Opaque

() Rectangle

O shadow
) Round Rect
Effect... O\ Ehdek Bin
) Radio Button

Script... 0K Cancel

of the button

| Click OK when
you're through.

Click here to see
the button’s script.

Figure 2-18  Getting information about a button
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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.

% D 730¢30] 10556

Log Out Totol Time: | [[Recatcutate | [ Clear Fietas | |
we[ 20,00

Aol

Figure 2-19  Choosing the Field tool
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2. To get information about any field, click the field to select
it, then choose Field Info from the Objects menu.

Or simply double-click the field. The Field Info dialog box

appears:

These options allow you

to display lines in the

field, add margins, lock

the field, set variable line

height, prevent searching
in the field, and more. _|

Bkgnd field number: 8
Bkgnd field 1D: 129

it ve: (SR, |

The field’s number

The field’s ID

| [ Lock Texrt

[ Show Lines

[ Wide Margins

[] Auto Tab

[ Fized Line Height
[ Don’t Wrap

[] Don’t Search

Click here to set —

the text format
for the field.

Ul 7 shared Text

St
Transparent

() Opaque

(O Rectangle

(O Shadow

(O Scrolling

Script... ( 0K Cancel )

L The selected
style of the field

L Click OK when
you're through.

Click here to see the field's script.

Figure 2-20  Getting information about a field
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To get information about the current card, choose Card Info
from the Objects menu. The Card Info dialog box appears:

Select this option

to mark the card. The card’s name
The card’s number
Select this Qp[i()n Card number: 1 out of 9 3
to exclude the Card 1D: 3916 The card’s ID
background and Contains 1 card field The number of fields in
card fields on Contains 15 card buttons. the card layer
[[hlS[Cfi r,d flrom L] Card Marked — I The number of buttons
extsearches. M llon’t Search Card in the card layer
Select this option to — /X £an’t Delete card
protect the card (Seript... ] @ LS j’
from deletion.

Click here to see  IClick OK when
the card script. you're through.

Figure 2-21  Getting information about a card
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You can see what's in the background layer of the current card
by choosing Background from the Edit menu, or pressing $-B.
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:

The background’s ID

The background’s name

|

Select this option
to exclude the
fields in this
background from
text searches. __|

Select this option —|
to protect the
background

\Background 1D: 2717

Script...

Background Name:

Background shared by 5 cards-

Contains 3 background fields.
Contains 8 background butt

E] Don’t Search Background
_;] Can’t Delete Background

WES

ons.

o

from deletion.

Click here to see the
background script.

Click OK when
you're through.

Figure 2-22  Getting information about a background
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To get information about the current stack, choose Stack Info
from the Objects menu. The Stack Info dialog box appears:

The stack’s name

The disk and folder in Stack Name:

which the stack is stored __} where: Hard Disk:New HyperCard Folder:
Stack contains 9 cards. The number of cards
The number of __1_ stack contains 3 backgrounds. in the stack
backgrounds in the stack Size of stack: 45 K The amount of disk space
The amount of free __§_free in stack: 0 K the stack requires
space in the stack Card size: <512 1342 The dimensions of the

This allows you to __| stack’s cards (in pixels)
change the size of the E@ @

stack’s cards.

Click here to see Click OK when
the stack script. you're through.

Figure 2-23  Getting information about a stack

Making changes to a stack When you open a stack created with a version of HyperCard
created with an earlier earlier than 2.0, a small padlock (a) appears in the menu bar.
version of HyperCard You can use such a stack, but you can’t make changes to it until
you convert it to the new HyperCard file format.

If you try to make any changes to an unconverted stack, the
following dialog box appears:
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Undoing your
mistakes

This stack has not been converted. It
must be converted before it can be

modified.
o ]

Figure 2-24  Trying to make changes to an unconverted stack

For instructions on converting a stack, see “Opening a Stack

Built in an Earlier Version of HyperCard” in Chapter 1.

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 pressing #-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.)
Important: You can’t undo the deletion of a button or field. A

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

= Choose Undo from the Edit menu. This undoes your last
text-editing operation (including a text style change).

m 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, 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. (The Paint tools are
described in Chapter 6.)
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Modeling your stack
after an existing one

98

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—
that is, its template—Dbut not any of its data. The stacks
Background Art and Stack Templates, which come with
HyperCard, contain some interesting 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 the next
section, “Making a New Stack.”

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 pressing %-B). This takes you to the background layer
and shows you just the buttons, fields, and graphics that are in
the background. (Pressing 3-B repeatedly moves you back and
forth between the card layer and the background layer.)

& See stripes in the menu bar? To 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 bar. <
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Making a new stack

I} Diagonal
stripes tell you
that you're
looking at the
background.

€ File Edit Go Tools Objects Font Style @

7
ﬁ

i

Figure 2-25  Looking at the background

When you're ready to create a new stack, begin by following
these steps:

1. If you want your new stack to have 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 might want to copy a background
from another stack.

2. Choose New Stack from the File menu.
The New Stack dialog box appears.
3. Choose from the options in the New Stack dialog box:
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You can choose a Card size: v Standard 9"

. card size from this Mac I1 12"
our new gl
g Op-up menu. MacPaint
stack will be popp Window
stored in this screen
folder unless Press and hold the mouse Lustam
you choose button here to see a pop-up
| another folder. menu for choosing a card size.
N
F ize: o , ;
[&¥New HyperCard Folder | - Card size: [Standard 9 | Siedinkasions of the
) Home l(+ = Hard Disk

" Huperturd o512 g3 1 defaultcard size, in pixels.

3 HyperCard Help £iacd
3 HyperCard Stacks mi—.v—e—]

3 Hupertard Tour

This shows the default
card size. It changes

Type a name 5y when you set a
different card size.
for e New stack name: m tcard

stack here. __| _|| |

Cancel

Click here if —{] Copy current background

you want your H—_l Open stack in new window
new stack to

have the same

]Click here if you want the new stack to You can set a custom

background as , : , . ‘
i xsereist cl open in another window, leaving open the card size by dragging
stacks you already have open. from this corner.

Figure 2-26  Creating a new stack and choosing its card size

A\ Important: If you want your new stack to have the same
background as the current card, be sure you click the “Copy
current background” check box to select it. A
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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.

If you've selected 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've chosen a card size that’s larger than your screen,
HyperCard opens the stack in a window that fits on your
screen—you see the upper-left part of the first card. For
information on working with cards larger than your screen,

see “Working With Large Cards” in Chapter 3.

As you build your new stack, your changes are saved
automatically.

For instructions on adding cards and backgrounds to your stack,

see Chapter 3. For details about adding buttons, fields, and
graphics, see Chapters 4, 5, and 6, respectively.

Chapter 2: Creating and Modifying Stacks

101



Copying parts from  Copying parts from other stacks can make stack building easier
other stacks  and save you a lot of time. If you see a button that does

something you like, or an attractive background picture, there’s
no sense in reinventing it—copy it and paste it into your stack.
Some of the stacks that come with HyperCard (Readymade
Buttons, Readymade Fields, Art Bits, Background Art, and Stack
Templates) contain readymade parts you can copy and paste in
your stacks. These parts are designed to work independently in a
variety of stacks—they don’t depend on your stack’s having any
particular characteristics. (Chapter 3 gives instructions for
copying cards and backgrounds; Chapters 4, 5, and 6 explain
how to copy buttons, fields, and graphics, respectively.)

When you copy a button, field, card, or background from
another stack, its script comes with it (if it has a script). 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.)

However, 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 might 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 might see messages
that begin with “Never heard of . . .’

. or “Can’t understand. . ..”

If you're familiar with HyperTalk, you might be able to fix or
rewrite the object’s script. Otherwise, consider deleting the script
(as described next), copying a different object, or creating the
object yourself. (The HyperTalk Beginner’s Guide teaches
HyperTalk at an introductory level.)
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Getting information
about a stack

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.
(For instructions on deleting and creating buttons and fields,
consult Chapters 4 and 5, respectively.)

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, press 8-Option-C; to
open the background script, press 8-Option-B.

Select all the text in the script by pressing 3-A.

Press Delete or Backspace to delete the script.

- o o o

Press Enter.

3

* Note: After 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 gone. ¢

Using the Stack Info command, you can get information about
the current stack and change some of its characteristics.

Follow these steps to get information about the current stack:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool
() will work.
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2. Choose Stack Info from the Objects menu.

The following dialog box appears:

The stack’s The disk and folder in which
name the stack is stored

The number of || where: Hard Disk:New HyperCard Folder:

backgrounds || stack contains 9 cards. The number of
in the stack [ stack contains 3 backgrounds. cards in the stack
The amount of free |l size of stack: 45 K The amount of disk space
space in the stack |l free in stack: 0 K the stack requires
Card size: <512 3342\ The di 1 f
) he dimensions of
Zﬁ;}‘gb{gz 211(2)2 E)Of 513 the stack’s cards
ange the s : e =
- script... 0K Cancel (in pixels)
the stack’s cards. S L JI ) P

Click here to see Click OK when
the stack script. you're through.

Figure 2-27  Getting information about a stack

3. When you're finished, click OK.

<« Another way to open the Stack Info dialog box: 1f you use one
of the Home stacks that come with HyperCard, you can use
the following shortcut to open the Stack Info dialog box:
While any General tool is selected, press 8-M to open the
Message box; then type s and press Return. (This shortcut
is built into the HyperCard Home stacks.) «
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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 navigate 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 selected.

The Browse tool (¢), the Button tool (<), or the Field tool
() will work.

2. Choose Stack Info from the Objects menu.

3. Type a new name for the stack.

oo v ] 1
Where: Hard Disk:New HyperCard Folder: here. (This name

Stack contains 1 card. ?lsoka,ppe;rs fO:jth.e
Stack contains 1 background. stack in the Finder.)

Size of stack: 5K
Free in stack: 0 K
Card size: <512 1342

ﬁ 0K l ‘ Cancel
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A Warning: Changing the name of a stack will break any links

Changing the size
of a stack’s cards

you’ve made between a card in another stack and a card in the
renamed stack (it might 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
4 gives instructions for creating links. A

You can also change a stack’s name in the Finder:
1. In the Finder, locate the stack’s icon.

You might have to open folders or close windows to find
the icon.

2. Click the icon once to select it.
3. Type a new name for the stack.

Changing the stack name here also changes it in the Stack
Info dialog box.

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.) As you develop a stack, you might 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.

It’s easy to resize a stack’s cards. But you might 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—if you
make the cards smaller, some buttons, fields, and graphics might
get cropped. 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’ll
fit on the smaller cards. (Chapters 4, 5, and 6 give instructions
for resizing and moving buttons, fields, and graphics.)
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A\ Important: When you reposition background elements, check
every card to make sure the card elements don’t collide with (or

The dimensions
of the card size,

in pixels — 512 3342

This represents
the current card
size. It changes
when you set

a different

card size.

obscure) background elements. A

To resize a stack’s cards, follow these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (<), or the Field tool
() will work.

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:

Press and hold the mouse ~ You can choose a
button here to see a pop- ~ card size from this
up menu for choosing a pop-up menu.
different card size.

Card size: «~Standard 9"
Mac 11 12"
MacP aint
Window
Screen
fustom

Card size: |Standard 9" | T

You can make
the cards a

custom size by
dragging from

@ this corner.

Figure 2-29  Changing the size of a stack’s cards

Chapter 2: Creating and Modifying Stacks

107



108

5. Click OK.
You see your new card size.

If some elements on the card are cropped or have disappeared from
view, don’t worry—you can restore them by enlarging the card to its
former size, using the Resize dialog box (as shown in Figure 2-29).

A Warning: If you reduce the size of your stack’s cards and then

Saving a copy
of a stack

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. a

It’s a good idea to make a copy of a stack before you begin
working with it, and save a copy of the stack periodically as you
make changes to it. This is because HyperCard automatically
saves the stack as you work. (Your work is saved, and so are your
mistakes.) If you make a big mistake on your stack, you can
recover from it more easily if you have a recent, working version
of the stack—you won’t have to start all over again.
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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:

[22 HyperCard Stacks} Your new stack
B N Bl will be stored in

this folder unless
you choose
another folder.

D) fdgrgsses
2 Alternate Home Sta
D sippointments

You can type a name
here for the copy of e mits
the stack—otherwise, 3 Backgrouand fed
HyperCard will save & Graph Makey
the copy under the Save a copy of stack as:

name you se€. — (qu uf Addresses m

Figure 2-30 Saving a copy of a stack

2. Type a name for the copy of the stack, if you want to give it
a name that’s different from the one shown.

3. Click Save.

HyperCard saves a copy of the stack, but it leaves you in the
stack you’re working on.

You can also copy a stack in the Finder. Follow these steps:
1. In the Finder, locate the stack’s icon.

You might have to close windows or open folders to find the
icon.

2. Click the stack’s icon once to select it.

3. Choose Duplicate from the File menu, or press $-D.
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Redaiming free SPACE  Each time you delete a card, background, field, or button, free

in a stack space gets introduced into a stack. As you work on a stack, it can
accumulate a substantial amount of free space—and the more
extra space a stack has, the slower it runs and the larger it is.

Free space on a disk is available storage space. You can use it to

store information. But free space in a stack is like extra baggage
in the stack—it’s no longer useful, but it’s stored with the stack
and it takes up disk space that you could be using to store other
data. The more free space you have in your stacks, the less disk

storage you have for your other files.

To check the amount of free space in a stack, choose Stack Info
from the Objects menu. To see the Objects menu, you must
have one of the General tools selected.

T B AT O -
Stack Name:

Where: Hard Disk:New HyperCard
Folder:HyperCard Stacks:

Stack contains 4 cards.

Stack contains 2 backgrounds.

Size of stack: 35K A )

Free in stack: 7 K Tlhe amﬁunft of free space in

Candsion bgis t9%s the stack. I you compaq

the stack, this number will

become 0 (zero), and the
li ok )| [ Cancel stack will get smaller and

run faster.

The amount of disk space
the stack is taking up
(including free space)

Figure 2-31  Checking free space in a stack
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Protecting your 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 selected. (When you're
working in a stack created with an earlier version of HyperCard,
the Compact Stack command is replaced by Convert Stack.)

When you choose Stack Info after compacting the stack, the
“Free in stack” number (in the Stack Info dialog box) will be 0 K
(zero K), and the size of the stack will likely be smaller than it was.

When your stack is finished—and perhaps while you’re building
it—you might want to protect the stack to keep others from
using or changing it. There are several different kinds of
protection you can set 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.
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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. Click the Private Access check box to select it.

Protect Stack: Limit user level to:

[] Can’t Modify Stack (O Browsing
[]can’t Delete Stack (O Typing

[] Can’t Abort (O Painting
i [J Can’t Peek (O Authoring
Click here ... —{] Private Access @ Scripting

... then click here, to —] Set Password... |i 0K ﬂ Cancel

restrict access to the stack.

Figure 2-32  Setting protection for a stack

3. Click Set Password.

The dialog box for setting a password appears.

112 Chapter 2: Creating and Modifying Stacks



4. Enter a password.

Enter new password here: Type the password
“ [__ |__once here . ..

. ... and again here,
Derify new password here: f el
{ | for verification.

e | Then click OK.
None l! 0K !l Cancel s )
| Clicking None or Cancel closes this

dialog box without setting a password.

Figure 2-33  Setting a password for a stack

5. Click OK.

The password protection you set for a stack doesn’t take effect
until you restart HyperCard.

A Warning: Once you’ve restricted access to a stack and set a
password, the stack can’t 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. A

When you type the password to open the stack, it must match
character-for-character the one you set. (Uppercase and
lowercase letters don’t have to match.)

P See also: “Removing a Password” in this chapter
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Pr otecting a stack from To prevent others from changing or deleting the current stack,
changes or deletion ~ follow these steps:

1. Choose Protect Stack from the File menu.
The Protect Stack dialog box appears.

2. Click Can’t Modify Stack or Can’t Delete Stack.
Click here to prevent changes to the stack.

When you select this option, Can’t Delete Stack
is automatically selected.

[Protect Stack: Limit user level to:
[ Can’t Modify Stack (O Browsing
Click here to protect the __{ [ can’t Delete Stack O Typing
stack from deletion. Selecting [] can’t Abort O Painting
just this option doesn't protect []can’t Peek O Ruthoring
the stack from changes. [ Private Access @® Scripting
(setPassword...] [ ok ]| (cancer ]

Figure 2-34  Protecting a stack from changes or deletion

As long as 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.)

As long as Can’t Delete Stack is turned on, no one can delete
the stack.

However, unless you set a password—as explained in the
following two steps—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.
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4. Enter a password.

(This step is optional.)

Enter new password here: Type the password

“ —I— | once here . ..

i ... and again here,
Uerify new password here: for verification

Then click OK.
(one ) (Cox )

Clicking None or Cancel closes this
dialog box without setting a password.

Figure 2-35  Setting a password

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, the same password will be required
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,
until you remove it (as explained in “Removing a Password,”
later in this chapter). There’s no way to find out a password once
it’s been set—so make a note of the password, or use one you
won't forget.
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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 padlock (a) appears in the menu bar,
indicating that you can’t make any changes in the stack. If you
try to make changes to a write-protected stack, you might see
the following dialog box:

Can’t modify this stack.

)

Figure 2-36  Trying to make changes to a protected stack

HyperCard automatically selects the Can’t Modify Stack check
box when the stack is on a write-protected medium (a locked
disk,

CD-ROM, or locked folder on a file server)—you can’t deselect
it. To make changes to such a stack, you first have to figure out
why it’s locked. If the Can’t Modify Stack check box is selected
or the Locked check box 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.

A Warning: Some 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. A
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Limiting the 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.
2. Click a user level.

Protect Stack: Limit user level to: Click one of these to choose

[]can’t Modify Stack () Browsing a user level. The user level

] Can't Delete Stack O Typing determines the commands and

[ can’t Abort O Painting | tools a user can use within the

[Jcan’t Peek () Authoring current stack. When this user

[ Private Access @ Scripting level is different from the user
level set in the user's Home

(R e o uLJ | Gl | stack, the lower of the two levels
takes precedence. (Browsing is

the lowest level.)
Figure 2-37  Limiting the user level

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 you’ve set.

3. To prevent others from changing the stack’s user level
setting, click Set Password.

(This step is optional.)
The dialog box for setting a password appears.
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4. Enter a password.

(This step is optional.)

Enter new password here: Type the pussword
“ l_ | once here . ..

... and again here,
]_ | for verification.
Then click OK.

Uerify new password here:
{
(None ) (o]

- Clicking None or Cancel closes this
dialog box without setting a password.

Figure 2-38  Setting a password

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, the same
password will be required to open the stack itself.

5. Click OK.

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. (Lower
means “closer to Browsing.”)

After you’ve set a password, no one can change the user level
setting in the Protect Stack dialog box without knowing the
password, until you remove it (as explained in “Removing a
Password,” later in this chapter). There’s no way to find out a
password once it’s been set—so make a note of the password, or
use one you won't forget.
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A\ Important: When 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—which means you can’t change any of the
protection settings. To get the full File menu (so that you can
choose the Protect Stack command) no matter what the user level
is, press and hold the 8 key while you open the File menu. 2

Preventing users  When you create a stack to be used by many people, you might
from peeking at buttons ~ want to prevent others from “peeking” at the buttons and fields
and fields in the stack (by pressing 8&-Option or $-Shift-Option).

To prevent users from peeking at a stack’s buttons and fields,
follow these steps:

1. Choose Protect Stack from the File menu.
The Protect Stack dialog box appears.
2. Click the Can’t Peek check box to select it:

Protect Stack: Limit user level to:
[ can’t Modify Stack (O Browsing

Click here to prevent users [} Can't Delete Stack O Typing

from peeking at the buttons ] can’t Abort O Painting
and fields in the stack. —_}  can’t Peek O Ruthoring
[ Private Access @ Scripting

Set Password...] l 0K l Eancel|

Figure 2-39  Preventing users from peeking at buttons and fields

3. Click OK.
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Preventing users  When you're displaying a stack in a public location—for
from stopping SCr iptS example, a “kiosk” or advertising stack, or a demonstration
stack—you might want to prevent others from stopping the
stack’s scripts with $-. (38-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. Click the Can’t Abort check box to select it:

Protect Stack: Limit user level to:

Click here (o prevent users [] can’t Modify Stack (O Browsing
from stopping any scripts ] Can’t Delete Stack O Typing

that are running in the stack. — 7 can’t Abort O Painting
[]can’t Peek {0 Authoring
[] Private Access @ Scripting

Set Password... DK ] Cancel

Figure 2-40  Protecting a stack from interruption

3. Click OK.

Once this option is turned on, it remains in effect only until you
leave the stack (that is, until you close the stack or open or
activate another stack) or quit HyperCard. The next time you
open the stack, you need to repeat this procedure if you want
Can’t Abort turned on.
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Removing a password

Clicking here removes | [ Neone 0K Cancel

the password.

Any password you set in the Protect Stack dialog box remains in
effect for the stack until you explicitly remove it, as explained in
the following steps:

1. Choose Protect Stack from the File menu.

You see a dialog box prompting you for the password.

2. Enter the password and click OK:

IWhat’s the password?
[ |

Figure 2-41 Entering a password to open the Protect Stack dialog box

The Protect Stack dialog box appears.
3. Click Set Password.
The dialog box for setting a password appears.

4. Click None to remove the password:

Enter new password here:
[ |

Derify new password here:

l |

Figure 2-42  Removing a password

The Set Password dialog box disappears—the password
protection is removed.
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Setting user access fora  If you want to make a stack available to users on an AppleShare
stack on a file server file server, you can protect it in various ways via the Protect
Stack dialog box, as described in the preceding sections. In
addition, you should be aware of the following considerations:

» As with 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.

» In order for a stack to be available to multiple users via a file
server, the stack must be either on a locked medium—a
locked disk, a CD-ROM, or a locked folder on the file
server—or locked in the Finder (that is, the Locked option is
selected in its Get Info dialog box). When a stack is on a
locked medium on a file server, any number of network users
can use the stack at the same time. However, no one can
make changes to the stack.

Selecting the Can’t Modify Stack option in the Protect Stack
dialog box isn’t sufficient to make a stack available to more
than one user on a file server.

»  When a stack is unlocked on a file server, only one person
can use it at a time. The user can make changes to the stack
while using it (unless changes are prohibited by the
protection level set in the Protect Stack dialog box), but other
people are prevented from opening the stack while it’s in use.
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Dele[iﬁg 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, choose Delete Stack from the File
menu. (The Delete Stack command is available only when one
of the General tools is selected, and when your user level is
Painting, Authoring, or Scripting.) Unless the stack is protected
from deletion, you see a dialog box like the following:

Delete all 5 cards in this stack?
Hard Disk:New HyperCard Folder:HyperCard

Stacks:Addresses
1 Delete | Cancel l

Figure 2-43  Confirmation dialog box for deleting a stack

If the stack is protected from deletion, you see this dialog box
instead of the previous one:

Can’t delete protected stack.

L

Figure 2-44 Trying to delete a protected stack

When you delete a stack with the Delete Stack command, it’s
as though you dragged the stack to the Trash in the Finder. If
you delete the only open stack, HyperCard returns you to the
Home stack.
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CUStomiZIHg YOUI'  You can customize your Home stack so that it’s tailored to the way
Home stack You work and 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—a launching pad for the applications,
utilities, documents, and stacks you use regularly.

You can organize your Home cards however you want. 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
butrons 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, if you like.

This section explains all the ways you can customize the
standard Home stack that comes with HyperCard, and describes
the alternate Home stacks.

Adding buttons to  The standard Home stack that comes with HyperCard includes
your Home cards five Home cards. The first two Home cards contain buttons that
take you to the stacks that come with HyperCard:

m The buttons on the first Home card (called Welcome to
HyperCard) open the stacks that introduce you to
HyperCard, including the HyperCard Help stack, two game
stacks, and some stacks that help you with various office
tasks.

s The buttons on the second Home card (called Stack Kir)
open stacks that contain readymade parts and the HyperTalk
Reference stack.
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As you become more comfortable with HyperCard, you can
make these two Home cards even more useful by adding buttons
that are linked to each of your favorite stacks, applications, and
documents. You can also add buttons to the other three Home
cards.

Before you add a button to one of the Home cards, you need to
decide what you want the button to do and which Home card
you want to put it on. Buttons can take you to stacks, and they
can open other programs and documents, as described on the

following pages.

Adding a button that opens a stack

To add a button that takes you to another stack, follow
these steps:

1. Go to the Home card on which you want to place
the button.
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2. Choose New Link to Stack from the Home menu.

A directory dialog box appears:

Select the stack to open:
|3 HyperCard Stacks |

) Addresses
3 Alternate Home Stacks
D Appointments

0O Art Bits

[ Background Art

O Graph Maker

00 Phone Dialer

0 Power Tools

[ Practice

Figure 2-45  Selecting a stack for your button to open

3. Using the directory dialog box, locate and double-click the

name of the stack you want your button to open.

A flashing button for the selected stack appears on the
current card.

4. Drag the flashing button to position it on the card.

When you release the mouse button, your new button stops

flashing,.

If you want to test your new button, click it. It will open the
specified stack in a new window, if you have enough memory.
Otherwise, it opens the stack in the current window.

»  See also: “Changing the Appearance of a Button” in Chapter 4
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Adding a button that opens an application program

To add a button that opens an application program, follow
these steps:

1. Go to the Home card on which you want to place the
button.

2. Choose New Link to Application from the Home menu.

A directory dialog box appears:

Select the application to open:
[=2 New HyperCard Folder]
% HyperCard [+ = Hard Disk

2 HyperCard Help
3 HyperCard Stacks

Figure 2-46  Selecting an application for your button to open

3. Using the directory dialog box, locate and double-click the
name of the application you want your button to open.

A flashing button for the selected application appears on the
current card.

4. Drag the flashing button to position it on the card.

When you release the mouse button, your new button stops

flashing.
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If you want to test your new button, click it—it should open the
linked application with a blank document.

If the application doesn’t open when you click the button, it’s
probably because there’s not enough memory. If you're using
MultiFinder, you might be able to make enough memory
available by quitting one of the other applications you already
have open.

When you want to return to HyperCard, quit the application.
You return to the card from which you launched the application.

+ To return to the Finder: After you've launched a program
from within HyperCard, you normally return to HyperCard
when you quit the application. However, if you're using the
Finder (not MultiFinder), you can go to the Finder instead of
HyperCard by holding down the Option key while you quit
the application. «

» See also: “Changing the Appearance of a Button” in Chapter 4
Adding a button that opens a document

To add a button that opens a document, follow these steps:

1. Go to the Home card on which you want to place
the button.
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2. Choose New Link to Document from the Home menu.

A directory dialog box appears:

select the document to open:
[£2 New HyperCard Folder]

Flm < Hard Disk
HyperCard
b £ el

[0 HyperCard Help

3 HyperCard Stacks

0 HyperCard Tour

| Coonesi )

Figure 2-47  Selecting a document for your button to open

3. Using the directory dialog box, locate and double-click the

name of the document you want your button to open.

Be sure you choose a document and not an application.
Otherwise, your button won’t work.

Chapter 2: Creating and Modifying Stacks 129



130

The following directory dialog box appears:

Select the application to open
“Memo 2 ™:

= Hard Disk

0 Aardvarks

[} = Hard Disk

[ Applications —
C3J Environment | et ]
< MacPaint m
< Maclrite “
O3 paint Files :
O utilities i

1 UVendors Sl ol
3 writing

Figure 2-48  Selecting the application to open the document

4. In the directory dialog box, locate and double-click the
name of the application with which you want to open
the document.

A flashing button for the document appears on the
current card.

5. Drag the flashing button to position it on the card.

When you release the mouse button, your new button
stops flashing.

If you want to test your new button, click it.

+ If nothing happens: 1f you click a button to open an
application or a document and nothing happens, it’s probably
because there’s not enough memory. If you're using
MultiFinder, you might be able to make enough memory
available by quitting one of the other applications you already
have open.
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Renaming a Home card

The name of this
Home card

If you try to open a document with an application that’s already
open, the application will simply come to the front, displaying
its current document. If you want to open a document other
than the current one, you'll have to open it from within the
application—it won’t open automatically.

> See also: “Changing the Appearance of a Button” in Chapter 4

The name of a Home card usually characterizes the stacks,
applications, and documents that are represented on the card.
For example, the buttons on the card named Stack Kit open
stacks that contain tools and parts you can use for building new
stacks.

You can rename any of the Home cards at any time. When you
rename a Home card, you automatically change both the name
that appears in the upper-left corner of the card and the name
of the button (at the bottom of each Home card) that’s used for
navigating to that card.

— Stack Kit Home

©1990 Apple Computer , Inc.

Readymade Buttons Readymade Fields  Stack Templates

Power Toals Background Art  HyperTalk Reference

The button for
navigating to this card.

Figure 2-49  The name of a Home card appears in the upper-left corner of the card
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Follow these steps to rename a Home card:
1. Choose Rename This Card from the Home menu.

The following dialog box appears:

New name for this card?

0K Cancel

Figure 2-50  Renaming a Home card
2. Type a new name for the card and click OK.

Reordering the  The first card of the Home stack is the first card you see when
Home cards  you launch HyperCard. You can easily make any of the Home
cards the first card in the stack, or reorder the Home cards in
any way you like.

To reposition a particular Home card, follow these steps:

1. Go to the Home card you want to reposition.
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2. Choose Reorder Cards from the Home menu.

A dialog box like this appears:

“Stack Kit” is currently card 2.
Enter a new position for this card:

[ ox || [ cancel ]

Figure 2-51  Repositioning a Home card

3. Type the number of the new position in the stack you want
the card to occupy.

For example, if you want the card to be the first card in the
stack, type 1.

4. Click OK.

The current Home card moves to the position in the stack
that you've specified. The buttons used for moving between
the Home cards (that is, the buttons that appear at the
bottom of each Home card) are moved, too, to reflect the
new order of

the cards.

You can use this procedure to reposition any of the Home cards
(the first five cards in the Home stack).
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Changing the appearance In addition to adding buttons to your Home cards, you can also
of the Home cards change the appearance of the Home cards by adding text and
pictures to them.

When you add text or a picture to the background layer of a
Home card, it appears on all the Home cards. 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 5. For instructions on adding pictures, see Chapter 6.

Using another Home stack  Besides the standard Home stack, there are also two alternate
Home stacks that come with HyperCard. They come in separate
folders that are inside the Alternate Home Stacks folder.

P o PR
Alternate
Home Stacks
Y s w8 SRS %
, The alternate Home
; , stacks come in these
| two folders.

Home Home
(Browser) (Small)

Figure 2-52  Where you'll find the alternate Home stacks
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You can click

a stack in this
list to open it.

@ Ifyou have a hard disk: 1f you’ve run the Installer to install
HyperCard—and you haven't rearranged your HyperCard
files since installation—you’ll find the Alternate Home Stacks
folder inside your HyperCard Stacks folder (which is inside
the folder called New HyperCard Folder). <

Like the standard Home stack, both of these alternate Home
stacks have a Preferences card and three Search Paths cards.
However, the Home cards in these stacks are different. They’re
shown in Figures 2-53 and 2-54.

Use the Add and Delete buttons to add

more stacks, applications, and documents
to these lists. (The Add buttons work like

the New Link commands in the Home menu
of the standard Home stack.)

Home 1

Addresses
Appointments

Art Bits

Background Art
Graph Maker
HyperCard Help
HyperCard Tour
HuyperTalk Reference
Phone Dialer

Power Tools
Practice

Puzzle

Readymade Buttons
Readymade Fields

operya file, click its name

<l

Scanned | mages
L Stack Templates

l'r'_]Upen stack in new window

©1990 Apple Computer, Inc.

‘Click here before you open a
stack if you want the stack to

open in a new window.

Figure 2-53  The browser-style Home card
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You can click an
application in this
list to launch it.

You can click a
document in this
list to open it.



HyperCard Home

You can add your own buttons to this card,

This is a Home stack with small
cards. It comes with one blank
Home card, a Preferences card,
and three Search Paths cards. You
can use the Home menu to create
buttons for the Home card that are
S e linked to stacks, applications, and
documents.

Figure 2-54  The small Home card

If you want to use one of the alternate Home stacks instead of
the standard Home stack, follow these steps:

1. Quit HyperCard (if it’s running) and go to the Finder.

2. Rename your current Home stack anything other than
<« »
Home.

You'll probably find your current Home stack in the same
folder (or at the same directory level) as HyperCard.

3. Locate the alternate Home stack you want to use.

4. Drag the alternate Home stack into the same folder—or the
same directory level—as HyperCard.

Make sure the stack’s name is Home.

When you launch HyperCard by double-clicking it, it will
automatically open the Home stack you've put in its folder (or

directory level).
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Using the Home stack
as your control center

In addition to the alternate Home stacks that come with
HyperCard, there are Home stacks developed outside of Apple
that work with HyperCard. For information on how to obtain
other Home stacks, contact your Apple dealer or a local
Macintosh user group. (The Preface tells how you can find a
local Macintosh user group.)

Once you’ve added buttons to your Home stack for all the
stacks, applications, and documents you use frequently, you
might want to use your Home stack as your control center—a
jumping-off point for all your work on the Macintosh.

To use the Home stack as your control center, you simply tell
your computer to launch HyperCard at startup time. Follow
these steps:

1. Go to the Finder.

2. Click the HyperCard icon once to select it.

S

HyperCard

Figure 2-55  The HyperCard icon in the Finder
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3. Choose Set Startup from the Special menu.
The following dialog box appears:

Click to choose either

i e [ Start up “HD80” with:
Finder or MultiFinder.

@ < Finder < & < MultiFinder

Click to select HyperCard Upon startup, automatically open:
as the startup application. —{ g yypercard
O Gpenad fippiications and I8

(O Finder Only
L Click OK when
GO+

you're through.

Figure 2-56  Making HyperCard the startup application

4. Click OK.

When you restart your computer, HyperCard launches
automatically and your Home stack opens.
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Chapter 3

Working With Cards
and Backgrounds

C ihen you build HyperCard stacks, you perform many tasks
that involve creating and manipulating cards and backgrounds.
For example, you might 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 at least to Authoring. (For instructions
on setting your user level, see “User Levels and Options” in

Chapter 1).
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Working Wlth Cards A card is a rectangular area that can hold buttons, fields, and

Adding a new card
to a stack

New card

Current card |

graphics. All cards in a stack are the same size. Fach 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 layer were a transparent
layer in front of the background. Each layer can contain its own
buttons, fields, and graphics. (“The Card Layer Versus the
Background Layer” in Chapter 2 gives more details about the
differences between the two layers.)

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 add a
new background. (“Creating a New Background,” later in this
chapter, gives instructions.)

Figure 3-1  Adding a new card to a stack

Chapter 3: Working With Cards and Backgrounds



To add a new card to the current stack, follow these steps:
1. Go to 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 pressing -4 or ¥—Right Arrow).

2. Choose New Card from the Edit menu, or press &-N.

The new card is inserted immediately after the card you were
looking at when you chose New Card, and it has the same
background as that card (which is now the previous card).
The new card appears on your screen.

New card

Current card

Figure 3-2  Adding a new card at the end of a stack

For information about adding buttons, fields, and graphics to
your new card, see Chapters 4, 5, and 06, respectively.
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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

i e
' | : ’27 Lk appears on the screen.

2. Choose New Card from the Edit menu, or press $-N.
. The new card is added after

the first card and has the same
background as the first card.

New card

the screen.

1L The new card appears on

3. Choose First from the Go menu, or press -1, again.

S Eo i The first card in the stack

4
K"L appears on the screen again.

4. Choose Cut Card from the Edit menu.

! This removes the first card in

3
_;kL the stack and puts a copy of it

onto the Clipboard. (The card
SR— that was second in the stack is
now first.)
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If you want to put the former first card (the card you've cut)
back into the stack, you need to do two more things:

1. Go to the card you want the cut card to follow.

| 3
Current card _'> 2 }

2. Choose Paste Card from the Edit menu, or press &-V.
a3 The pasted card is added
Pasted uld_v{ p

2

immediately after the card you

were looking at when you

chose Paste Card.

The Pasted Card appears on

the screen.

i ?::",: L
Current cardgr 3} —

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:

» Press $8-Shift-E and then drag the card around using the hand
pointer (7). The pointer turns into the hand over the card
after you've pressed $-Shift-E. When you release the mouse
button, the hand will disappear unless you press the 8 key
before releasing the mouse button. If you want to move
around the card several times in succession, press and hold
the 8 key until you're finished.
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= Open the Scroll window by choosing Scroll from the Go
menu, or pressing #-E. Then use the Scroll window to scroll
to other parts of the card:

The blank area
To scroll to other parts represents the
of the card, drag from entire card.

the middle of the

The pointer becomes a
hand when it’s in the
middle of the rectangle.

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

Figure 3-3  Scrolling to see other parts of a large card

+ Note: You 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). «

When you scroll to see other parts of the card (using either of
the methods described above), you can constrain the scrolling to
either horizontal or vertical movement by holding down the
Shift key while you drag.

To hide the Scroll window, click its close box or press %-E again.
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A Important: When you're working with a stack whose cards are

Copying a card

larger than the screen, it’s a good idea to keep the card window
small enough to fit on the screen. If you make the card window
larger than the screen, you won’t be able to scroll around to see
all the parts of the card. &

Working with cards larger than your screen can be difficult,
since you can’t see the whole card at once. If you decide you’d
rather work with cards that are easier to manage, see “Changing
the Size of a Stack’s Cards” in Chapter 2 for instructions on
making the cards smaller.

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—its background, graphics, fields, text,
buttons, and scripts.

Here’s how to make a copy of a card:
1. Go to the card you want to copy.
2. Choose Copy Card from the Edit menu.
This puts a copy of the current card onto the Clipboard.
3. Go to the card you want the copied card to follow.

It can be in the current stack or in any other stack.
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4. Choose Paste Card from the Edit menu, or press $-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 might want to consider renaming one
of them, so that each card in your stack has a unique name.
(“Naming a Card,” later in this chapter, gives instructions.)

Important: When you copy a card from one place to another,
you copy the card’s script, too (if it has one), and any scripts
associated with the buttons, fields, and background thar are part
of the card. Since scripts sometimes rely on the characteristics of
a particular stack, you might encounter problems (such as
unfamiliar messages) after you copy a card. “Copying Parts From
Other Stacks” in Chapter 2 discusses this problem.
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Moving a card  You can move a card to a different place within the same stack,
or to a different stack. When you move a card, you also move
everything associated with it—its background, graphics, fields,
text, buttons, and scripts.

To move a card, follow these steps:

1. Go to the card you want to 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 %-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've moved 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.

\ Important: When you move a card from one place to another,
you move the card’s script, too (if it has one), and any scripts
associated with the buttons, fields, and background that are part
of the card. Since scripts sometimes rely on the characteristics of
a particular stack, you might encounter problems (such as
unfamiliar messages) after you move a card. “Copying Parts
From Other Stacks” in Chapter 2 discusses this problem. 2
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Making a card the first card Moving a card to the first position in the stack requires several
in the stack  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 so that it’s first in 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 3-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, or press %-1.
The first card in the stack appears again.

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, or press #-V.

The original first card is now the second card in the stack.
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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.

The Browse tool (), the Button tool (=), or the Field tool
(=) will work.

2. Choose Card Info from the Objects menu.
The following dialog box appears:

Select this option
to mark the card. The card’s name

Card Name: [HIGOLITTRG]]
e

Card number: 1 out of 27

| The card’s number

Select this option to Card 1D: 3023 The card's 1D
exclude the card and Contains 3 card fields. The number of fields
background fields on Contains 3 card buttons. in the card layer
the current card N card Marked ; | The number of buttons
from text searches. [ Don’t Search Card in the
Select this option [ Can’t Delete Card card layer

to protect the card
from deletion.

 script... k_____qk==}'] [ cancel

Click here to see  [Click OK when
the card’s script. ~ you're through.

Figure 3-4  Getting information about a card

3. When you’re finished, click OK.

@ Another way to open the Card Info dialog box: If you use one
of the Home stacks that come with HyperCard, you can use
the following shortcut to open the Card Info dialog box:
While any General tool is selected, press $8-M to open the
Message box; then type ¢ and press Return. (This shortcut
is built into the HyperCard Home stacks.) <

Chapter 3: Working With Cards and Backgrounds 149



Naming a card Generally, a card doesn’t have a name unless you give it one (or
someone else does). The card name 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
address the card through scripts.

To name a card or change its name, follow these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool
(E) will work.

2. Choose Card Info from the Objects menu.

3. Type or change the card’s name:

Card Name: Introduction i L Type the card

name here.
Card number: 1 out of 27
Card I1D: 3023

Contains 3 card fields.
Contains 3 card buttons.
[] Card Marked

[] Don’t Search Card
[Jcan’t Delete Card

[ Script... 0K Cancel

Figure 3-5 Naming a card
4. When you’re finished, click OK.

& Important: Don’t use a number for the card name—otherwise
HyperCard might, for example, look for card number 12 when
you try to go to the card named “12.” A
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Marking a card

Click here to mark the card. __{ ] card Marked

If you click again, you
unmark the card.

You can mark specific cards in a stack and perform operations
on them as a group—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.)

Here’s one way to mark a card:
1. Go the card you want to mark.
2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool
(=) will work.

3. Choose Card Info from the Objects menu.
4. Click the Card Marked check box to select it:

Card Name: [[IfGhLITAGT

Card number: 1 out of 27
Card 1D: 3023

Contains 3 card fields.
Contains 3 card buttons.

[] Don’t Search Card
[ can’t Delete Card

Script... 0K [ Cancel

Figure 3-6  Marking a card

5. Click OK.

If you want to unmark a card, simply click Card Marked to
deselect it (as shown in Figure 3-6).
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You can also mark and unmark cards by typing in the Message
box. Here’s how:

1. Open the Message box, if it isn’t already open.

Choose Message from the Go menu, or press $-M.

2. Type any of the following, substituting the text and the
field name, number, or ID you want to use in your criteria
for marking cards:

This marks the =
current card. — ' mark this card

This marks only cards with a
background field named

Company that contains ——— mark cards where “Apple” is in background field "Company”
the text “Apple.”

This unmarks all the cards

with a background field— unmark cards where “New York” is in background field "City"
named City that contains

the text “New York.”

This unmarks — 4 ynmark all cards
all the cards.

Figure 3-7  Marking and unmarking cards via the Message box

3. Press Return or Enter.

Once you have a set of cards marked, you can perform

operations on them by typing messages like the following
in the Message box:
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__This prints all the
marked cards.

print marked cards

Shav mis tcd i ncie = This shows you all the rparked
cards quickly, one at a time.

—This takes you to the next

0 to the next marked card
g marked card in the stack.

go to the previous marked card— 1 his takes you to the previous
marked card in the stack.

Figure 3-8  Using marked cards

Excluding card The Find command (in the Go menu) allows you to search for
and background fields specific text in the fields of a stack. (“Looking for Specific Text”
from text searches 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 don’t contain the
text you're looking for.

To prevent HyperCard from searching in the card fields and
background fields that appear on any particular card, follow
these steps:

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.

The Browse tool (), the Button tool (<), or the Field tool
() will work.

3. Choose Card Info from the Objects menu.
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Click here to exclude the
card’s fields from text

searches. If you click again, __1 = pon‘t search card

you open the card’s fields
to text searches.

Protecting a card

4. Click the Don’t Search Card check box to select it:

Card Name: |[IRGGLITREGT

Card number: 1 out of 27
Card 1D: 3023

Contains 3 card fields.
Contains 3 card buttons.

[] Card Marked

[Jcan’t Delete Card

Serlt. | | 0K

) [ cancer |

Figure 3-9  Excluding a card’s fields from text searches

5. Click OK.

When you want to allow HyperCard to search in the card’s
fields again, click Don’t Search Card to deselect it (as shown in
Figure 3-9).

You can protect a card from deletion, but you can’t prevent
changes to a card unless you protect the entire stack from
modification (as explained in “Protecting Your Stack” in

Chapter 2).

To protect a card from deletion, follow these steps:

1. Go the card you want to protect.

2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (), or the Field tool
() will work.

3. Choose Card Info from the Objects menu.
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Click here to protect the

card from deletion. If you— ] can’t Delete Card

click again, you remove
the card’s protection.

Deleting a card

4. Click the Can’t Delete Card check box to select it:

Card Name: [[IRGOTTTTAITT]

Card number: 1 out of 27
Card I1D: 3023

Contains 3 card fields.
Contains 3 card buttons.

[] card Marked
[] Don’t Search Card

Script... i 0K Cancel

Figure 3-10  Protecting a card

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.)

When you want to delete the card, you can remove its
protection by clicking Can’t Delete Card again in the Card Info
dialog box to deselect it (as shown in Figure 3-10).

To remove the current card from the stack, choose Delete Card
from the Edit menu (or press $-Delete or $-Backspace). The
current card disappears (unless it’s protected), and you see the
next card in the stack.

Important: If you delete a card by mistake, you can bring it
back by immediately choosing Undo from the Edit menu,
before you do anything else. -
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Working with
backgrounds

If you try to delete a protected card, you see the following
dialog box:

Can’t delete protected card.

Figure 3-11  Trying to delete a protected card

The previous section, “Protecting a Card,” describes how to set
and remove card protection.

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.

A background serves as a template for a stack, or for some of the
cards in 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’s no limit (beyond disk space) to the number of
backgrounds a stack can have. In fact, every card in a stack could
have its own background—but that would defeat the purpose of
backgrounds. Together, the elements in a background help
communicate the purpose 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.
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When you're in the
background layer,
the menu bar has
diagonal stripes . . .

... and the Background
command is checked.

“The Card Layer Versus the Background Layer” in Chapter 2
gives more information about the relationship between cards
and backgrounds.

To see the background layer of the current card, choose
Background from the Edit menu, or press 8-B. If you choose
Background (or press 3-B) repeatedly, you move back and forth
between the card layer and the background layer. 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:

cts

Hamy o
ft i
Compam £ pp4s it
Paste Text 3D
{isgar
Stree
City &Stat{ New Card
. Delete Card
Zip Cod
PTl mut Cord
Copy Card
Telephon:
Teut Siyle,.. EY
/Background 3B
Icon... 31

Figure 3-12  The menu bar is striped while you're working in a background

While you’re working in the background layer you can get back
to the card layer by choosing Background from the Edit menu

again, or pressing $-B.
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You can find out how many cards share the current background
by choosing Bkgnd Info from the Objects menu (while any of
the General tools is selected):

Background Name:

Background ID: 2717 This number tells

Background shared by 5 cards. you how many cards
in the stack share the
current background.

Contains 3 background fields.
Contains ? background buttons.

[J Don’t Search Background
[JCan’t Delete Background

[ 0K ]] u:ancel ]

Figure 3-13  Seeing how many cards share a background

To see how many backgrounds there are in the current stack,
choose Stack Info from the Objects menu (while any of the
General tools is selected):

Where: HD80: New HyperCard Folder:

Stack contains 9 cards.

Stack contains 3 backgrounds. .
3 This number tells

Size of stack: 72 K you how many

Free in stack: 25 K backgrounds are in
Card size: <512 1342 the current stack.

o) Comnes)

Figure 3-14  Checking the number of backgrounds in a stack
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Creating a new background

When you want some (but not all) of the cards in a stack to have
a similar appearance or 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. (You must have a General tool selected
to see the Objects menu.) This adds to your stack a new, empty
card with a blank background, and puts you in the background
layer of that card. The new, empty card is added immediately
after the card you’re looking at when you choose New
Background.

Hutian infa...
Fipisd info..
Card Info...
Bkgnd Info...
Stack Info...

Hring Claser
Sensd Farther

New Button
New Field
New Background ——— The New Background
command

Figure 3-15  Creating a new background

For information about adding buttons, fields, and graphics to
your new background, see Chapters 4, 5, and 6, respectively.
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Moving between  While you're working with a stack that has more than one
backgrounds  background, it’s useful to be able to move between the
backgrounds quickly. This can help you keep an eye on the
developing stack, and it makes stack building faster and easier.

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 box.
2. Type any of the following:

go ta next background — This takes you to the first
card of the next

background in the stack.

go tao previous background . This takes you to the first
card of the previous
background in the stack.

go to background “Employees”—— This takes you to the first card of
the background named Employees,
if there is such a background.

Figure 3-16  Moving between backgrounds
3. Press Return or Enter.

You go immediately to the first card with the specified
background, if the stack has such a background.
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Copying a background

If there’s no such background in the current stack, you see the

following dialog box:

No such card.
——
cel i

Figure 3-17 When HyperCard can’t find a background

For information on naming a back round, s€c “Namin a
Background,” later mn thlS chapter.

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 to copy.

You can see the contents of the card’s background by pressing
#-B to go to the background layer.

2. Choose New Card from the Edit menu, or press $-N.

3. Choose Cut Card from the Edit menu.

4. Move to the card you want the new background to follow.
It can be in the current stack or in another stack.

5. Choose Paste Card from the Edit menu.

The pasted card becomes the current card.
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6. To make another card with this background, choose New
Card from the Edit menu.

This creates a new card with the same background as the
current card (the card you've just pasted). This new card
contains only the background elements—the background
buttons, fields, graphics, and script—of the copied card.

You can create as many cards with this background as you
like by repeating this step.

If you try to copy a background into a stack that already has that
background, HyperCard won’t make the copy. However, when
you're creating a large stack with different sections, you might
want the different sections to have backgrounds with different
names (and IDs) that are identical in every other respect. This
way, you can move quickly between the sections of the stack by
moving from one background to another, as explained in
“Moving Between Backgrounds,” earlier in this chapter.

You can get two identical backgrounds into a stack (with
different names and IDs) by first making a temporary alteration
to the background you want to copy. (For example, add a button
to the background temporarily). Then follow the procedure
described in this section to copy the background. After you've
copied the background, undo the alteration you made to it.

Important: When you copy a background from one place to
another, you copy the background’s script, too (if it has one),
and any scripts associated with the buttons and fields that are in
the background. Since scripts sometimes rely on the
characteristics of a particular stack, you might encounter
problems (such as unfamiliar messages) after you copy a
background. “Copying Parts From Other Stacks” in Chapter 2
discusses this problem. A
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Getting information Using the Bkgnd Info command, you can get information about
about a background the current background and change some of its properties.
Here’s how:

1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool

(=) will work.

2. Choose Bkgnd Info from the Objects menu.

The following dialog box appears:

The background’s ID |

The background’s name

Select this option
to exclude the
background’s fields
from text searches. __|

Select this option —|

Background Name:

Background 1D: 2717
Background shared by 5 cards.

Home Cards

Contains 3 backgmund fields.
Contains ? background buttons.

The number of cards
that share this
| background

The number of fields in
| this background

N
}] Don’t Search Background
{1 Can’t Delete Background

The number of
buttons in this
background

to protect the
background Script... [l ok ][ cancel ]
from deletion.
If your user level is set Click OK when
to Scripting, you can you're through.

click here to see the
background’s script.

Figure 3-18  Getting information about a background

3. When you’re finished, click OK.
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@ Another way to open the Bkgnd Info dialog box: 1f you use one
of the Home stacks that come with HyperCard, you can use
the following shortcut to open the Bkgnd Info dialog box:
While any General tool is selected, press 3-M to open the
Message box; then type b and press Return. (This shortcut
is built into the HyperCard Home stacks.) <

Naming a background — Generally, a background doesn’t have a name unless you give it
one (or someone else does). 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.

The Browse tool (), the Button tool (=), or the Field tool
() will work.

2. Choose Bkgnd Info from the Objects menu.

3. Type or change the background’s name.
4. Click OK.

EXCluding backgr ound The Find command (in the Go menu) allows you to search for
fields from text searches 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 don’t contain the
text you're looking for.
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Click here to exclude the

background’s fields from text —{ 7 pon’t search Background

searches. If you click again,
you open the background’s
fields to text searches.

To prevent HyperCard from searching in the background fields

that belong to any particular background, follow these steps:

1. Go to 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.

The Browse tool (), the Button tool (=), or the Field tool
(2) will work.

3. Choose Bkgnd Info from the Objects menu.
4. Click the Don’t Search Background check box to select it:

Background Name: || |

Background 1D: 2725
Background shared by 27 cards.

Contains 3 background fields.
Contains 2 background buttons.

[] can’t Delete Background

Figure 3-19  Excluding a background's fields from text searches

5. Click OK.

If you want to allow HyperCard to search in the background’s
fields, click Don’t Search Background again to deselect it (as
shown in Figure 3-19).
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PI‘OtGCting a background You can protect a background from deletion, but you can’t
prevent changes to a background unless you protect the entire
stack from modification (as explained in “Protecting Your Stack”

in Chapter 2).

When you protect a background from deletion, you tell HyperCard
not to allow the removal of the last card that has the background.

To protect a background from deletion, follow these steps:
1. Go to a card that has the background you want to protect.
2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool
(&) will work.

3. Choose Bkgnd Info from the Objects menu.
4. Click the Can’t Delete Background check box to select it:

Background Name:

Background 1D: 2?17
Background shared by 5 cards.

Contains 3 background fields.
Contains 7 background buttons.
[ Don’t Search Background

Click here to protect the __| 7] can’t Delete Background
background from deletion. If

you click again, you remove [ ok [ cancer |

the background’s protection.

Figure 3-20  Protecting a background
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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 (as
shown in Figure 3-20).

Deleting a background ~ You can’t delete a background directly. To remove a background
from a stack, you must delete every card that uses the background.

Follow these steps:
1. Go to a card that has the background you want to delete.

2. Choose Delete Card from the Edit menu (or press $-Delete
or #-Backspace).

The card disappears unless it’s protected. If the card is
protected, the following dialog box appears:

Can’t delete protected card.

Figure 3-21  Trying to delete a protected card

See “Protecting a Card,” earlier in this chapter, for
instructions on removing card protection.
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/A Important: If you delete a card by mistake, you can bring it
back by immediately 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 delete.

When Can’t Delete Background is selected in the Bkgnd Info
dialog box for a background, you can’t delete the last card with
this background. (You can, however, delete the stack—including
the protected background.)

The previous section, “Protecting a Background,” gives
information on setting and removing a background’s protection.
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Chapter 4

Working With Buttons

Buttons are rectangular “hot spots” you can click to make
things happen in stacks. For example, a button might take you
to another card, show you a picture, launch an application, or
play an animation.

This chapter explains how to do the following:

= Create and modify buttons

® Use the readymade buttons that come with HyperCard
= Use buttons to link information

To do the tasks in this chapter, you must have your user level set
at least to Authoring. For some of the tasks, your user level must
be Scripting. When a task requires the Scripting level, the
instructions say so. (The section “User Levels and Options” in
Chapter 1 tells you how to set your user level.)
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Adding a button
to a card
or background

Buttons allow you to link any piece of information—a card, an
idea, a picture, an address—to any other piece of information.
You can use buttons to link related information in any way you

like.

But buttons have powers beyond linking—they can play sounds,
dial a phone, or produce interesting visual effects.

Behind every button is a script that tells HyperCard what to do
when you click the button. You can create or change a script
using HyperTalk, HyperCard’s English-like programming
language. However, you don’t need to learn HyperTalk to create
interesting and powerful buttons. You can create a link without
writing the script that makes it work. You can also copy buttons
(with pre-programmed scripts) from other stacks—including the
Readymade Buttons stack that comes with HyperCard. When
you copy a button, you also copy its script.

Whenever you add a button to a stack, you need to decide
whether you want it in the card layer ot 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.

» If you want the button to appear on every card in the stack,
put it in the background layer.

= If you want the button 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 button in that
background only. (“Creating a New Background” in Chapter
3 explains how to add a background to a stack.)
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The tools for
working with buttons

Use the Browse tool ——{

to click buttons.

A background button appears in the same location on all the
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. To go to the background layer, press $-B. When
you’re in the background layer, stripes appear in the menu bar. If
you press ¥-B repeatedly, you move back and forth between the
card layer and the background layer.

» Seealso: * “The Card Layer Versus the Background Layer” in Chapter 2
* “Creating a Button” in this chapter

To work with buttons, you need the Button tool, the Browse
tool, and perhaps some of the Paint tools.

Use the Button tool to create
and modify buttons.

g
[

Use the Paint
tools when you
want to create a
graphic to
display through
a button.

RIGIO] /=

Figure 4-1 The tools for working with buttons
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Copying
readymade buttons

To make it easy to alternate between the tools, you can “tear off”
the Tools menu to create a movable Tools palette. To do this,
drag down through the menu and past the bottom or beyond
either side. (For an illustration of this, see Figure 2-12.)

You can use the following $-key shortcuts to choose the tools
you need for working with buttons:

To choose this tool . . . Press
The Browse tool $8-Tab
The Button tool $8-Tab-Tab

> See also: “Using HyperCard’s Tools” in Chapter 2

HyperCard comes with a special stack—called Readymade
Buttons—that contains useful buttons you can copy and paste
into your stacks. 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 buttons to your specifications.

You don’t need to know HyperTalk to make these buttons
work—ryou just need to understand what they do, so that you
can use them appropriately in your stacks. These buttons are
designed to work in virtually any stack. They don’t depend on
your stack’s structure in any way.
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Buttons for opening stacks Buttons that hide and
that come with HyperCard: show the card picture:

@ [<] Show Card Picture

Appoinments Address Book D Hide Cord Picture

Buttons that open applications: A button that plays a sound:
& Ay
MacWrite MacPaint Boing

A button that

A button that creates a pop-up
A button that lets A button takes you to field, and opens
you search for text  that dials the HyperCard and closes the field
in a stack: the phone: Help Stack: after it's created:

P =& [® D

Figure 4-2  Some readymade buttons

Copying readymade buttons can make stack building easier and
save you a lot of time. If you see a button that does something
you like, copy it and paste it into your stack.
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Follow these steps to copy one of the readymade buttons:

1.
2
5

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 (or click
it on the Tools palette).

. Click the button you want to copy to select it.

A moving dashed line surrounds the selected button.

. Choose Copy Button from the Edit menu, or press 3-C.

This puts a copy of the selected button (including its script)
on the Clipboard. (This button replaces the last item you cut
or copied; the Clipboard can only hold one item at a time.)

. Go to the card or background where you want to put the

copied button.

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 “Adding a Button to a Card or
Background” at the beginning of this chapter.

. Choose Paste Button from the Edit menu, or press $-V.

This takes a copy of the button that’s on the Clipboard, puts
it on the current card or background, and selects it.

. While the button is still selected, drag it to where you want

it on the card.
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/A Important: The most common mistake in copying a button is

Creating a button

putting it in the card layer when you want it in the background

layer. (To find out whether a button is in the background, press
%-B to 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. A

If you want to test the button after you copy it, choose the
Browse tool and click the button.

You can see the HyperTalk commands that make the button
work by opening the button’s script, as explained in “Opening a
Button’s Script,” later in this chapter. (For information about
scripts, see the HyperTalk Beginner’s Guide.)

»  See also: “Changing the Appearance of a Button” in this chapter

Buttons come in many different styles and sizes. A button can be
blank; it can have text, an icon, or both; or it can display a

graphic.

You can create a blank, transparent button on a card or
background by following these steps:

1. Go to the card or background where you want the button.

If you’re not sure whether to put the button in the card layer
or the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chapter.

2. Choose the Button tool (=) from the Tools menu.

The pointer changes to an arrow (x).
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Creating a button with text

176

3. Hold down the $ key and drag diagonally.

This creates a blank, transparent button and leaves the
button selected:

Hold down —s
the 88 key ! :
while you drag "
from here . . .

... tohere.

Figure 4-3  Creating a blank button

You can bring the button to life by linking it to another card or

writing a script for it (if you’re familiar with HyperTalk). “Linking
Information,” later in this chapter, gives instructions for linking.
For information on scripting, see the HyperTalk Beginner’s Guide.

The sections that follow explain how to create new buttons with

text, icons, and graphics.

> See also: “Changing the Appearance of a Button” in this chapter

Displaying text on a button is one good way to indicate what
the button does.

Creating a text button is also a useful way to add a short text

label to a card or background—whether or not the button does

anything dynamic. Button text is easy to move around on the
card, because it moves when you move the button.
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Follow these steps to create a new button with text:
1. Go to the card or background where you want the button.

If you’re not sure whether to put the button in the card layer
or the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chapter.

2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (<), or the Field tool
() will work.

3. Choose New Button from the Objects menu.

This automatically selects the Button tool, creates a button
named “New Button” in the center of the card window, and
selects the button.

The moving dashed
line indicates that the
button is selected.

Figure 4-4 A button created with the New Button command

% Another method: You can create a blank, transparent button by
choosing the Button tool, then pressing and holding the
8 key while you drag diagonally (as shown in Figure 4-3).

4. While the button is still selected, choose Button Info from
the Objects menu.

Or double-click the button. The Button Info dialog box

appears.
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5. Type the text you want to display on the button:

The text you type here is

dlsplayed on the button . . . Button Name:

Bkgnd button number: 12

... if you click here to Bkgnd button ID: 39
select Show Name. I _[] Show Name Style:
[] Auto Hilite @ Transparent
[ Shared Hilite () Opague
O Rectangle
() Shadow
() Round Rect
Effect... () Check Box

LinkTo... {0 Radio Button

Script... I 0K l Cancel

HBA

Figure 4-5  Typing the text you want to display on the button

6. Click the Show Name check box to select it.
7. Click OK.

The text you've typed appears on the button. (A button can
display one line of text.) To see all the text, you might have to
enlarge the button:

- .
ahUﬂE Number ; To.resize the button,

3 drag from any corner.

Figure 4-6  Resizing a button
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8. If you want to change the font, style, or size of the button’s
text, choose from the Font and Style menus while the
button is still selected.

If the button is no longer selected, you can select it by
choosing the Button tool and then clicking the button.

@ Note: You can’t change the style of text that’s displayed on
a button with an icon. %

9. While the button is selected, drag it to where you want it
on the card.

Important: The most common mistake in creating a button is
putting it in the card layer when you want it in the background
layer. (To find out whether a button is in the background, press
$-B to view 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. A

You can bring the button to life by linking it to another card or
writing a script for it (if you’re familiar with HyperTalk).
“Linking Information,” later in this chapter, gives instructions
for linking. For information on scripting, see the HyperTalk
Beginner’s Guide.

@ Another kind of text button: Another way to make a button
with text is to create a transparent button and place it over
some Paint text. The advantages and disadvantages of this
method are described in “Creating a Button with a Graphic,”
later in this chapter. «

» Seealso: o “Changing the Appearance of a Button” in this chapter
* “When Elements Overlap” in this chapter
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Creating a button HyperCard comes with a collection of icons you can assign to
with anicon  buttons. Displaying an icon on a button is one good way to
indicate graphically what the button does.

Creating a button with an icon is also a useful way to add a
graphic element to a card or background, whether or not the
button is dynamic. Since the icon is attached to the button, you
can move it around easily—it moves when you move the button.

Follow these steps to create a new button with an icon:

E

Go to the card or background where you want the button.

If you're not sure whether to put the button in the card layer
or the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chapter.

. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool
(&) will work.

. Choose New Button from the Objects menu.

This automatically selects the Button tool, creates a button
named “New Button” in the center of the card window, and
selects the button.

.?F : NEU.I Bl.lttl]l'l E_ The moving dashed
L line indicates that the

button is selected.

Figure 4-7  Making a new button
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@ Another method: You can create a blank, transparent button
by choosing the Button tool, then pressing and holding the
key while you drag diagonally (as shown in Figure 4-3). «

4. While the button is selected, choose Button Info from the
Objects menu.

Or double-click the button. The Button Info dialog box

appears:
If this option is selected
and the button has a Button Name: |
name, the button name Bkgnd button number: 12
will appear on the Bkgnd button 1D: 39
button along with the ___ show Name style:
icon you choose. [] Auto Hilite @® Transparent
[ Shared Hilite () Opaque
. () Rectangle
Click here to see a __| ) Shadow
collection of icons O Round Rect
you can choose from. e O Check Bow
() Radio Button

['seript: | [ ok [ cancel |

Figure 4-8  The Button Info dialog box
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5. Click Icon.
The Icon dialog box appears:

Icon 1D: 0 (none)

| Scroll, if
necessary, to
find the icon
you want to
display on
the button.

a oW 9

Figure 4-9  Choosing an icon

6. Click the icon you want to display on your button.
7. Click OK.

The icon you’ve selected appears on the button. To see the
whole icon, you might have to enlarge the button:

rmnmaan B e LU EEEEEE . !
E" m v} To resize the button,

: E drag from any corner.

Figure 4-10  Resizing a button

8. While it’s still selected, drag the button to where you want
it on the card.
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A\ Important: The most common mistake in creating a button is
putting it in the card layer when you want it in the background
layer. (To find out whether a button is in the background, press
$8-B to view 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. A

You can bring the button to life by linking it to another card or
writing a script for it (if you’re familiar with HyperTalk).
“Linking Information,” later in this chapter, gives instructions
for linking. For information on scripting, see the HyperTalk
Beginner’s Guide.

» Seealso:  + “When Elements Overlap” in this chapter
* “Changing the Appearance of a Button” in this chapter
* “Creating and Modifying Icons” in this chapter

Combining text 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.
3. Type the text you want to add to the button.
4. Click the Show Name check box to select it.
5. Click OK.
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Creating a button
with a graphic

The text appears along with the icon on your button. To see
all the text, you might have to enlarge the button:

To resize the button,
drag from any corner.

Figure 4-11  An icon with text

% Note: You can’t change the style of text that’s displayed on a
button with an icon.

You can make a button with a graphic by placing a transparent
button over a graphic. Use this technique when you want to
make a graphic dynamic—so that something happens when you
click it. (Since a graphic can’t have a script, overlaying a button
is the only way to do this.)

Important: Buttons with graphics are difficult to move and
copy, because buttons and graphics are different kinds of
clements. They have to be manipulated separately, with different
tools—you use the Paint tools to manipulate the graphic and the
Button tool to manipulate the button—and they’re in different
layers (as explained in “When Elements Overlap,” later in this
chapter). It’s better to use a button with an icon (if possible),
because an icon is attached to the button and moves easily with
the button. A
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While holding down the
% key, drag from the upper-
left corner of the graphic . . .

Follow these steps to create a button with a graphic:

1.

Go to the card or background where you want the graphic.

If you're not sure whether you want the graphic in the card
layer or the background layer, see “Adding Graphics and
Paint Text to a Card or Background” in Chapter 6.

. Create the graphic.

You can create it with the Paint tools, scan it in, bring it in
from a MacPaint®-compatible application, or copy and paste
it from another stack. The graphic can also include some
Paint text, or it can be entirely Paint text. Chapter 6 gives
instructions for creating graphics.

. Choose the Button tool (=) from the Tools menu.

. Press and hold the % key while you drag diagonally to create

a button around the graphic:

... to the lower-right corner.

Figure 4-12  Placing a transparent button over a graphic
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Creating and
modifying icons

Modifying a button’s icon

You can bring the button to life by linking it to another card or
writing a script for it (if you’re familiar with HyperTalk). (“Linking
Information,” later in this chapter, gives instructions for linking. For
information on writing scripts, see the HyperTalk Beginner’s Guide.)

HyperCard comes with a collection of icons you can assign to
buttons. Assigning an icon to a button is an easy way to add a
graphic element to a card or background. You simply select the
button and choose an icon from the Icon dialog box. (“Creating
a Button With an Icon,” earlier in this chapter, gives specific
instructions.)

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. This makes the icon easy to manage.

The icons you see in the Icon dialog box are stored in a special
part of the HyperCard file called the resource fork. Most
Macintosh files—including the Home stack and any other
HyperCard stack—have a resource fork, where resources like
fonts, icons, sounds, and so on are stored.

Using HyperCard’s Icon Editor, you can modify an icon that’s
displayed on a button, create icons of your own, add icons to
your stacks, and copy and move icons between stacks. This
section tells you how.

To modify the icon of an existing button, follow these steps:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button to select it.

3. Choose Button Info from the Objects menu.

Or double-click the button. The Button Info dialog box
appears.
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4. Click Icon.
The Icon dialog box appears:

The ID, name, and file
location of the selected icon

1 1 The selected

Icon 1D: 1017 "Phone” from "HyperCard” icon is the
one that's
currently
assigned to
the button.

The icons in this —f |
scrolling list are the
ones that are
available for you to
copy, modify, and
assign to buttons.

You can change
the icon on the
button by
clicking a
different icon.
Scroll, if
necessary, to
Click here to edit find the icon
the selected icon. you want.

Figure 4-13  The icon dialog box

The Icon 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.
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5. Click Edit.

If the selected icon is not part of the current stack, the
following dialog box appears:

This icon is not in this stack. Do you want If you click Cancel, the
Click OK to add the 8 topyt Icon Editor closes
icon to the current ™ ok n ( cancel }—— without adding the icon
5 : L =
stack and edit the icon. to your stack.

Figure 4-14  Confirmation dialog box for adding an icon to a stack

6. Click OK.

If the icon is not already part of the current stack, HyperCard
makes a copy of the icon and adds it to the current stack. The
Icon Editor opens, displaying a magnified version of the icon.
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You assign or change the icon’s name and ID by
clicking and typing here. You can use the name or
ID to search for the icon in the Icon Editor (using
the Find command) and address the icon

through scripts. (IDs between -32767 and 127
won't work—they're reserved.)I

i
% Icon Editor e

|
Name:lPhone l In:l 1017 ]

This tells you how
many icons are in
the current stack,

= and which icon
This is the editing 1att this is. In stacks
. ° that haven't had

area where you
make changes
to the icon.

any icons added to
them yet, this will
say “lof 1.

| Cancel

a e

When there is more than one icon in the
current stack, this scroll bar is active. You can
click it to go from one icon to the next.

Figure 4-15  The Icon Editor

7. Edit the icon.

When you move the pointer over the editing area in the Icon
Editor, it becomes a pencil you can use to edit the icon. You
click to add and delete the little squares that make up the
icon. When you click an empty space, a square appears.
When you click an existing square, it disappears. If you drag
in the editing area, you add or delete squares in your path,
depending on whether you begin dragging on an empty space
or a square.
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You can also assign the icon a name and ID, as shown in
Figure 4-15.

Use the commands in the Icon and Special menus to change
the icon’s appearance. These commands and other icon
editing techniques are described in the next section, “More
Techniques for Changing the Appearance of an Icon.”

If this icon has been copied from another stack, the changes
you make will affect only the copy of the icon that’s part of
the current stack. The original will remain intact in the stack

it came from (or in the HyperCard file, if it’s part of
HyperCard).

- When the icon looks the way you want it to, 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 open.

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.

* A shortcut: To open the Icon Editor quickly, choose the

Button tool from the Tools menu, click to select the button
you want to modify, and choose Icon from the Edit menu, or
press -1 <
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More techniques for

of an icon

This section describes other techniques (in addition to those
changing the appearance  described in the preceding section) 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:

E Icon Editor S—————

Name:|Phone

| 10:[1017

ll.=....=I=H=llll

S =====§==_-=

Cancel

=l

As you create or
edit the icon in the
editing area to the
left, this shows you
how the icon will
actually look.

Figure 4-16  The small picture shows what the icon will look like.

The Icon and Special menus

When the Icon Editor opens, the menu bar changes. You can
use the commands in these menus for manipulating icons and

moving from one icon to another in the Icon Editor (when your

stack has multiple icons stored in it). Two of these menus, the

Icon menu and the Special menu, are described in the two tables

that follow.
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Icon menu Keyboard

command shortcut 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 your 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 -1 or 8-« Takes you to the first icon in the current
stack.

Prev ®-2 01 ¢ Takes you to the previous icon in the
current stack.

Next #¥-30r > Takes you to the next icon in the current
stack.

Last -4 or 8- Takes you to the last icon in the current
stack.

Find ®-F Lets you search 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 Keyboard

command 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 I 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

Rotate 90°

Shadow

Power keys [ and |

Power key S

mirror image of the top half.
Rotates the icon 90°.

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.
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Working with a selected part of an icon

You can select any area within the magnified icon by pressing and
holding the 8 key while you drag with the crosshair pointer. 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 makes the
selection opaque, and Power key T makes it transparent.

If you press and hold the Option key and drag a selected area,
you create a copy of the selection.

You can also move the whole icon around in the editing area by
pressing and holding the Option key while you drag with the
hand pointer (7). When you release the mouse button, the icon is
clipped at the borders of the icon editing area. (You can undo this
change by immediately choosing Undo from the Edit menu.)

Creating a new icon  To create a new icon for the current stack, follow these steps:
1. Choose Icon from the Edit menu, or press $-1.
The Icon Editor opens.

2. Choose New Icon from the File menu.
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3. Draw an icon.

When you move the pointer over the editing area in the Icon
Editor, it becomes a pencil you can use to create an icon.
Click to add and delete the little squares that make up the
icon. When you click an empty space, a square appears.
When you click an existing square, it disappears. If you drag
in the editing area, you add or delete squares in your path,
depending on whether you begin dragging on an empty space
or a square.

You can also assign the icon a name and ID, as shown in

Figure 4-15.

Use the commands in the Icon and Special menus to change
the icon’s appearance. These commands and other icon-
editing techniques are described in the previous section,
“More Techniques for Changing the Appearance of an Icon.”

4. When the icon looks the way you want it to, 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 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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Copying or moving an icon  When you want to create an icon that looks something like an
icon you already have, the best way to start is 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 an icon in the current stack, follow these steps:
1. Choose Icon from the Edit menu, or press &-1.

2. Scroll through the icons to find the one you want to duplicate.

E=——— IconEditor —————~

Name:l Mac —| Il]:l 1006 ]

1o0f2

I 0K l

Click the arrows or the scroll bar to scroll
through the icons, one at a time.

Figure 4-17  Scrolling through the icons

Or choose Find from the Icon menu to search for the icon by
name or [D.

% Another way to get to the icon: Select a button that has the
icon on it (if there is one), then press $-1. The Icon Editor
opens with that icon displayed in it. %
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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.

You can edit the new icon (as described in “More Techniques
for Changing the Appearance of an Icon,” earlier in this
chapter) or click OK to leave the Icon Editor and save the
icon.

Fun with icons: Chapter 5 of the HyperTalk Beginner’s Guide
includes instructions for animating a button with a series of
icons. You can create your own icons using the Icon Editor,
and use them to animate buttons by following the
instructions in the HyperTalk Beginner’s Guide.

You can’t see an icon in a stack, or assign it to a button, unless
it’s stored either 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;

Go to a stack that has the icon you want to copy or move.

Choose Icon from the Edit menu, or press #-1.
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3. Scroll through the icons to find the one you want.

==——— Icon Editor

1of2

Name:|Mac | 10:(1006 |
BRANEPERRRENRAENS
= EEEEES =
Ennns i
E L "
[ B =
] =
H H
- L]

I 0K il

Click the arrows or the scroll bar to scroll
through the icons, one at a time.

Figure 4-18  Scrolling through the icons

Or choose Find from the Icon menu to search for the icon by
name or ID, if you know the name or ID.

0,
o

Another way to get to the icon: Select a button that has the
icon on it (if there is one), then press &-1. The Icon Editor
opens with that icon displayed in it. <

4. Choose Copy Icon from the Edit menu, if you want to copy
the icon to another stack.

Or choose Cut Icon from the Edit menu to move the icon to
another stack.

This puts a copy of the current icon on the Clipboard.
5. Click OK to close the Icon Editor.
6. Go to the stack where you want the icon.

Use HyperCard’s navigation techniques (for example, the
commands in the Go menu) to go to the stack.
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7. Choose Icon from the Edit menu, or press 3-1.
8. Choose Paste Icon from the Edit menu, or press $-V.
The pasted icon appears in the Icon Editor.

You can edit the new icon (as described in “Changing the
Appearance of an Icon,” earlier in this chapter) or click OK to
leave the Icon Editor and save the Icon. (Clicking Cancel won't
save the pasted icon.)

A Important: When you use a particular icon in a stack, it’s a good

Deleting an icon
from a stack

idea to make sure the icon is part of the stack. (If it is, it appears in
the Icon Editor whenever the stack is active.) If the icon isn’t part
of the stack, you can copy it into the stack through the Icon
Editor (as explained in this section). If it isn’t part of the stack,
other people might not be able to see it when they use your stack,
unless it happens to be part of HyperCard, part of their Home
stack, or part of another stack they have open at the same time. =

When you have icons in your stack that you no longer need, it’s
a good idea to delete them in order to save disk space. To delete
an icon from the current stack, follow these steps:

1. Choose Icon from the Edit menu, or press -I.
2. Scroll through the icons to find the one you want to delete.

Or choose Find from the Icon menu to search for the icon by
name or ID.

3. Choose Clear Icon from the Edit menu.

This removes the icon from the stack. It’s gone for good—the
Undo command won’t bring it back.

4. Click OK to close the Icon Editor.
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LOCﬂting 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 “peck” at the
buttons by pressing and holding the % and Option keys.
Gray rectangles appear around the buttons:

Dotted Thick gray
rectangles rectangles
outline the S e iy outline the
buttons in the ; buttons in the
card layer. background

layer.

Figure 4-19  Peeking at buttons

»  When you choose the Button tool from the Tools menu,
rectangles appear around the buttons that don’t already have
an outline:
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When you choose
the Button tool . . . ... rectangles appear around the buttons.

Stack Kit Home
©1990 Apple Computer, Inc

[Readymade Buttons |Resdymade Fields || Stack Templates

} Fo;?iﬂs} Background Art "”"T@'m’i‘l

“I we\cum cord3s il cerdsa [if caras u

Figure 4-20 Locating buttons with the Button tool

= Some stacks have hidden buttons. To “peek” at all the

buttons on the current card and background—including any

hidden buttons—choose the Button tool from the Tools
menu, then press and hold the 8 and Option keys. Gray

rectangles appear around all the buttons:

When you choose the Button tool
and press $-Option, gray rectangles
outline the visible buttons . . .

Calls Received ) m_ . and e
Jan30,1990 9:36 AM

) 555-5678 %2345

Figure 4-21  Peeking at all the buttons—both visible and hidden
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Changing
the appearance
of a button

Changing the size
of a button

Once you've created or copied a button, you can change its
appearance by resizing it, changing its style, adding text or an
icon to it, or changing or removing its text or icon. This section
explains how to make a button look the way you want it to.

% Note: You 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.

To resize a button, follow these steps:
1. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to resize to select it.

A moving dashed line surrounds the selected button.

3. Drag from any corner of the button:

: sl Dragfrom any corner
e et

to resize the button.

Figure 4-22  Changing a button’s size

To resize the button in one dimension only—either
horizontally or vertically—hold down the Shift key while you
drag from

a corner.
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¢ Creating a standard-size button: 1f you hold down the Shift key
while you resize a Rounded Rectangle button, HyperCard
automatically makes the button a standard height (the same
height as the buttons produced by the New Button command). +

Choosing a button’s style A button can have any one of seven styles. Examples of the seven
button styles are shown in the following figure, along with the

names of the styles:

L The background shows
through transparent buttons.

Rectangle

| These kinds of buttons
are all opaque.

The background shows
| through the text part of
these buttons, but not

through the button part.

Figure 4-23  The button styles

To set the style for a button, follow these steps:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button to select it.
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3. Choose Button Info from the Objects menu.

The Button Info dialog box appears:

Button Name: H

Card button number: 8
Card button 1D: 25

] Show Name Style:
[] Auto Hilite () Transparent
(O Opaque
® Rectangle
O shadow
) Round Rect
Effect... o Check Box
() Radio Button
Script... [ ok ][ cancel ]

Figure 4-24  The Button Info dialog box

4. Choose a style for the button:

Style:

Makes the button opaque (white),

_» Transparent

with no visible border. (™) Qpaque

Makes the button opaque

(@) Rectangle

(white), with a shadow along the — ) Shadow

right side and bottom.

with an opaque interior.

!

{Z Round Rect
Makes a small square button — ™ Check Bo
) Radio Button

T

Figure 4-25  Choosing a button’s style
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Makes the button transparent,
with no visible border.

Makes the button opaque (white),
with a thin black border.

Makes a rounded
rectangular button.

Makes a small round button
with an opaque interior.



Adding, changing,
or removing
button text

Setting the style
of button text

For a button with an icon, don’t choose either the check box
or the radio button style—if you do, you won’t see the icon.

5. Click OK.

To add, change, or remove button text, follow these steps:
1. Choose the Button tool (=) from the Tools menu.

. Click the button you want to change to select it.

A moving dashed line surrounds the selected button.

. Choose Button Info from the Objects menu while the

button is selected.

The Button Info dialog box appears.

. Type the text you want to display on the button; or press

Delete or Backspace, if you want to delete the text.

You can also remove the text from the button by clicking the
Show Name check box to deselect it.

. Click OK.

You can change the font, style, or size of the text that’s displayed
on a button using either of the following methods:

» Choose commands from the Font and Style menus.
» Select options in the Text Style dialog box.

To set the style of a button’s text using the Font and Style
menus, follow these steps:

1. Choose the Button tool (=) from the Tools menu.

2. Click the button you want to change to select 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 text.

| stule

Future wPigih R —h
gara mnt;:d ?:’:/':r Choose one or more
Choose a font. __|v G:::;a i dariine styles; A check mark
A check mark Helvetica Outline |(— ?Plpf’d:; [*]CT‘FOCh ‘
appears next to | Garamond Lightltalic Shadom s i S)I,\ o loow
the selected font. Imagellriter Condense Plain to remove al
lvy League Extend _J other styles.
LED Group —
London
McCloud 9 —  Choose a point size
MerrionSquare 1@ for the button’s text.
Monaco 12 | The best sizes for the
New York 14 the selected font
Oblige <18 appear in outline.
Palatino 24 .
SH:::E::francisw other... —}— Choose Other to select
a point size not shown.

Figure 4-26  The Font and Style menus

The button’s text is displayed in the font, style, and size
you've chosen.

+ Note: You can’t change the style of the text that’s displayed on
a button with an icon. %

To set the style of a button’s text using the Text Style dialog box,
follow these steps:

1. Choose the Button tool (©) from the Tools menu.
2. Click the button you want to change to select it.

A moving dashed line surrounds the selected button.
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3. Choose Text Style from the Edit menu, or press %-T.
The Text Style dialog box appears.

4. Choose from the options in the Text Style dialog box:

Click to select the font you want.

(Or double-click to select the font
and return to your work quickly.)

Click to select or Button Text Style le“k to select
deselect one or Style: GEnENa ? (1“[ ‘“MZ '
more text styles. % e Helvetica mgﬂSl)Jre in

: _ alic i oints).
(Select nothing C] underline :;:;Z’“m':i“t'l:'gh p
for plain text). [ Outline
—H [ shadow lvy League
The sample text LED
: ; [] Condense L
in the lower-right [] Extend ondon
corner of this ECC'?WS ‘
dialog box shows o Mz;gg: i | To use a font
the effect of the ® gle'ﬂ New York size not listed,
selected style(s). ) Center Oblige type it here.
ight Palatino Sample
(O Righ :

This determines how the text This shows what your
will be aligned on the button. text will look like.

Figure 4-27  The Text Style dialog box

5. Click OK.

The button’s text is displayed in the font, style, and size
you’ve chosen.
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Assigning, changing,

To assign a new icon to a button, assign a different icon to a

orr emoving an icon  button, or remove a button’s icon, follow these steps:

1.
A

Choose the Button tool (=) from the Tools menu.

Double-click the button you want to change.

The Button Info dialog box appears.

. In the Button Info dialog box, click Icon.

The Icon dialog box appears.

in the following figure:

. Select an icon for the button, or remove the icon, as shown

Icon 1D: 0 (none)

oL
i 5D o [0 {»

o¢e[PO

To display an
icon on the
button (or
assign the
button a
different icon),
click to select
the icon you
want.

L Scroll, if
necessary, to
find the icon
you want to
display on the

Figure 4-28

5

> See also:

Click OK.

Click here if you want to
remove the button’s icon.

Setting and removing an icon

Your button displays the icon you’ve chosen.
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Llnklng inf OrMAtiON  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:

=23 [0 0

- Addresses

Figure 4-29 Two links that take you from one stack to another and back again

You can link a button to a card or stack using any of the
following methods:

s Use the LinkTo box.
»  Write a short script.

m Use the New Link to Stack command in the standard Home
stack (as described in “Customizing Your Home Stack” in

Chapter 2).

» Use the special linking tools in the Readymade Buttons stack.
(These tools are described in the Readymade Buttons stack.)
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A Important: If you use the LinkTo method to link a button

Using the LinkTo method

You can close the
LinkTo box without
creating a link by
clicking the close box
or the Cancel button.

that already has a link, the new link completely replaces the
previous one. &

To use the LinkTo method for linking a button to any card or
stack, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. 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:

j Link to: \

[ nis card ] [ This Stack | [ cancel |

Figure 4-30  Using the LinkTo box to create a link

% Note: The LinkTo box works differently than a standard
Macintosh dialog box. You don’t respond right away when
you see the LinkTo box. First you use HyperCard’s
navigation methods (such as the Go menu commands)
to locate the card or stack to which you want your
button linked. <
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4. Before you click a button in the LinkTo box, 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 move it:

You can move
the LinkTo box
by dragging
from here.

Link to:

("This card | [ This Stack | [ Cancel |

Figure 4-31  Moving the LinkTo box

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 This Card if you want to link the button to the current
card.

Or click This Stack 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. The
button is still selected.

If you want to test your new link, choose the Browse tool from
the Tools menu and click the button. It should take you to the
card you've just linked it to. If it doesn’t, repeat the LinkTo
procedure or try the scripting procedure described in the next
section, “Scripting a Link.”
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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).

Once you know the steps involved in scripting a link, this
method can be faster and more straightforward than using the
LinkTo box to create a link.

Follow these steps to script a link:

1. If you're linking the button to a specific card, find out the
card’s name, number, or ID.

To find the card’s name, number, or ID, go to the card and
choose Card Info from the Objects menu.

The Card Info dialog box appears. Make a note of the card’s

name, number, and ID:

Card Name: |SEITHET — The card’s name

Card number: 2 out of 9

Caed s 16724 The card’s number

The card’s ID

Contains 0 card fields.
Contains 6 card buttons.
[] Card Marked

[] Don’t Search Card
Can’t Delete Card

Script... l 0K !l [ Cancel

Figure 4-32  Finding out a card’s name, number, and ID
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2. Go to the card that contains the button for which you’re
creating a link.

3. Press and hold the % and Option keys while you click the

button once.

The button’s script opens. It should look like this:

[[E==——— Script of card button id

on mousellp

end mousellp

Figure 4-33  Opening a button’s script

4. If there’s any text in the script other than the text shown in
Figure 4-33, 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 create or
find another button to link.
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5. If the script looks like the one shown in Figure 4-33, type
any of the following, substituting the card name, card
number, card ID, or stack name for the card or stack you
want to link the button to:

Script of card button  Takes you to the
card with the
oh mousellp

go to card “card name" specified name.
end mouselp

=

Takes you to the
card with the
specified number.

=l

on mouselp
go to card 4
end mouselp

Script of card button

Em Script of card button  Takes you (o the
card with the
an mouselp

go to card 1D 8 specified ID.
end mouselp

[l Script of card button  |aKes you fo the
stack with the
on mousellp

go to stack “stack name” specified name.
end mouselp

[T}

Takes you to the
O Script of card button  card with the
specified card
on mouselp i
go to card "card name" in stack "stack name:— name in the stack
b s with the specified
stack name.

[T}

Figure 4-34  Scripting a link
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Adding a
visual effect

6. When you’re finished, press Enter.

If you want to test your new link, choose the Browse tool from
the Tools menu (if it isn’t already selected) and click the button.
It should take you to the card you've just linked it to. If it
doesn’t, check your script for typos and make sure the card
name, number, or ID matches the one you’ve typed in the script.

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.

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. In the Button Info dialog box, click Effect.
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4. Choose a visual effect for the button:

‘ Effect for card button 1D 25:

The name of the selected —-Jruisual effect checkerboard ] Click one of these

visual effect appears here. o n
barn door open Speed: to select a speed
barn door close O Fast T for the visual
checkerboard @ Normal | effect—that is,
:jr'isss::; O Slow . how quickly the
e tlase Do thews effect appears and
scroll left disappears when
scroll right you click the
seroll up button
scroll down [ cancel )

Click an item in this list to select

a visual effect for your button.

Figure 4-35  Selecting a visual effect

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.

% Note: You won't see the visual effect unless the button is
linked to another card or stack. “Linking Information,” earlier
in this chapter, explains how to link a button to another card
or stack. <

To find out what all the visual effects do, you can experiment by
repeating this procedure to assign different visual effects to
buttons.

A\ Important: If you're using more than one monitor with your
computer, and the card window is divided between two
monitors, you won’t see any visual effect.
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Making a button  You can design a button so that it highlights momentarily when
hlghhght when You click it. Such a button is helpful when you’re using a stack,

because it provides visual feedback that you've clicked the

it’s clicked bucton.

Follow these steps to create a button that highlights when you
click it:
1. Choose the Button tool (©) from the Tools menu.
2. Double-click the button.
The Button Info dialog box appears.

3. In the Button Info dialog box, click the Auto Hilite check
box to select it.

4. Click OK.

Auto Hilite works as just described for a button of any style,
except for a check box or radio button. When Auto Hilite is
selected for a check box 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.
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These highlight

for only a —

moment when
you click them.

Making a button
appear highlighted
on certain cards

The figure that follows shows how the different kinds of buttons
highlight when Auto Hilite is turned on.

sg;)’ﬂadio Button

T

Figure 4-36  Highlighting buttons of different styles

These stay highlighted
until you click them again.

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. And a
background button for which Auto Hilite is turned off never
becomes highlighted when you click it.

However, 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. This allows the button to
appear highlighted on some cards, and not on others—which
can be useful for signifying that something is true for some cards
but not for others. (Check boxes 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. Click the button whose highlighting you want to vary from
card to card to select it.

3. Choose Button Info from the Objects menu.
The Button Info dialog box appears.
4. Click the Shared Hilite check box to deselect it.

When a background button is first created, this option is
turned on.

Button Name: ||

Bkgnd button number: 1

i . Bkgnd button 1D: 2
Click Auto Hilite

: [] Show Name Style:
to select it. — =1 puto Hilite @ Transparent
Click Shared Hilite —l "] Shared Hilite O Opaque
to deselect it. O Rectangle
Qs
(O Round Rect
() Check Bon

O Radio Button

[ script... | [ ok ][ cancel ]

Figure 4-37 Varying a button’s highlighting from card to card

5. Click the Auto Hilite check box to select it, if it isn’t
already selected.

6. Click OK.

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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N aming d button You can give a button a name when you want to display text on
it, or if you want to be able 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. Click the button you want to name to select it.

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:

Type the button

name here. Button Name: [N o

Bkgnd button number: 12
Bkgnd button I1D: 39

To display the __I ] show Name Style:
name on the [] Auto Hilite @® Transparent
button. click [ Shared H<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>