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. Pre ace 

About This Book 

H ype,Ca<d0 lies" ;, a sohware package that le~ you comrol • 
the way you use text, graphics, and sound on your Apple Ile s® 
computer. T his book shows you how to start using HyperCard . 

The first part of the book teaches you how to install Hype rCard 
and explore the files that come with it. The last few chapters show 
you how to create "smart " documents called stacks. Stacks can do 
many of the things ordinary Apple I!GS programs can do, and 
more, because you can decide for yourself how you want your stacks 
to work- without knowing a word of programming. 

By the rime you finish this book, you'll be ready to start using 
HyperCard in ways no one else may ever have imagined. • 
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What you need to 
know to use 

this book 

Different people 
learn in 

different ways 

This book is for people who have never used HyperCard before. 
However, the book does assume that you know how to perform 
certain basic casks with your Apple IIGs computer. You should 
know how co 

• Use the mouse and keyboard 

• Choose commands from a menu 

• Use keyboard shortcuts 

• Copy files and disks 

• Open disks, folders, applications, and documents 

• Perform simple editing tasks, including selecting, copying, and 
pasang text 

• Use the directory dialog box co locate files 

If you need to learn more about these basic tasks, consult the books 
and disks that came with your Apple lIGs. 

HyperCard comes with several books and disks designed co 
make you produccive quickly and help you learn the software 
thoroughly. Depending on how comfortable you feel working with 
the Apple Iles, you may want co skip all the learning materials or 
read every single word. Fortunately, the materials are designed to 
handle the needs of a wide variety of users . 

Preface: Abou1 This Book 



The beginner 

If you don't yet have much experience using Apple IIGS computers, 
this book was wrinen with you in mind. As long as you know the 
basi<c Apple Iles skills described in the previous section, you should 
do fine. Follow this plan: 

• Read chis book, scarring with Chapter 1. The first five chapters 
contain the most important information for beginners. 

• You may want co skip the "Experts Onl y" sections at the ends of 
most of the chapters. 

• Explore the samp le stacks. 

• If you have questions that aren't answered by this book, consult 
the HyperCa,-d II cs Reference. • 

The confident rookie 

If you've never used HyperCard before but are comfortable using 
the Apple !IGS , you can zoom through chis book by following chis 
plan: 

• Browse through Chapter 1, ''An Optional Introduction." 

• Speed through the installation procedures in Ch apter 2, reading 
j use the boldface steps. 

• Continue reading the rest of the chapters in this book , scanning 
the inuoduccory material, following the boldface steps, and • 
looking at the pictures. 

• Try the "Experts Only " sections at the ends of some of the 
chapters. 

Preface: About This Book xi 



The impatient but experienced Apple IlGS user 

If you' re already expert in several Apple Iles application programs 
and you would prefer to learn by exploring on your own, try this 
Strategy: 

• Play with the sample stacks. If you feel cruly adventurous, set 
your user level to the maximum and start dissecting the stacks. 

• If you need help, consult the HyperCard Tour stack (described 
in Chapter 3), the H yperCard Help stack (described in 
Chapter 4), and the HyperCard lies Reference. 

~ W to USe this book You should use chis book while you're sitting in front of your 
Apple Iles. It's a manual for the playful. 

• 

xii 

Every chapter except the first and the last includes simple exercises 
made up of numbered steps. Each seep consists of a short 
instruction in boldface type, followed (usually) by further 
exp lanation in plain type. Depending on your level of expertise 
with the Apple IlGS, you may find that you can speed through 
some or all of the chapters by reading just the boldface steps and 
looking at the pictures. Of course, you can stop and read the more 
detailed explanations in plain type whenever you need co. 

Most chapte rs end with an "Experts Only" section, which contains 
experiments designed co teach you more about the techniques 
you've learned in that chapter. The "Experts Only" section is 
optional; fed free to skip it if you wish. 

Preface: About This Book 



Each chapter builds on what you've learned in previous chapters, so 
it's impo rtant that you start with Chapter 1 (or Chapter 2) and 
work through the book sequentially: 

• Chapter 1, "An Optional Introduction ," reveals the secrets of 
HyperCard: what ic is, what it does, and how it looks. 

• Chapter 2, "Ins talling HyperCard," tells you how co insrall 
HyperCard by using che lnsraller program. 

• Chapter 3, "Browsing Through Stacks," introduces HyperCard 
navigation techniques, showing you how to move around in the 
stacks chat come with HyperCard. 

• Chapter 4, "More Basics," discusses the other basic HyperCard 
skills, from typing co getting help. • 

• Chapter 5, "Exploring," shows you useful techniques for 
exploring HyperCard stacks. 

• Chapter 6, "Tinkering With Stacks," shows you how stacks are 
put together and how to modify them. 

• Chapter 7, "Creating New Stacks," shows you how co create 
new stacks. 

• Chapter 8, "Onward," offers suggestions for further 
experimentation and ideas for adding power and pizzazz co 

your stacks. 

• The Appendix, "Using HyperCard on a Network ," describes 
special considerations for people who install HyperCard on a me 
server instead of on their own hard disk. 

Terms appear in italics in this book when they're first defined. These 

words are also defined in the glossary. 

Preface: About This Book 
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About the other 
learning materials 

In addition to this book, the following learning materials are 
included in the HyperCard package: 

HyperCard IlGS Reference: A book you can consult co answer 
questions about HyperCard as they come up. 

HyperCard Tour: A stack that introduces the basic HyperCard 
~~ concepts by showing you what HyperCard can 
~ do. (Chapter 3 of this book tells you how co use 

the tour.) 

HyperCard JIGS Help: A stack that answers your questions while 
~~ you're using HyperCard. (Chapter 4 of this book 
~ shows you how co use the Help stack.) 

HyperTtd/l Beginner's Guide: A book chat teaches you how co use 

n HyperCard 's own programming language by 
- helping you create a new stack, one step at a time. 

?-; 
"J' 

Hyper Talk Help: A stack chat provides easy access to information 
~~. about Hyper Talk® for people who use 
~ HyperCard's programming language. 

Preface: About This Book 
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Chapter 1 

An Optional Introduction 

t is chapter introduces HyperCard® lIGS~ For many people, 
spending a few minutes now learning what HyperCard is and how 
it's used will save a lot of confusion later. 

However , if you can't wait to get your hand on the mouse, you can 
immediacdy skip to Chapter 2, "Installing HyperCard." (If you're 
already skilled with the Apple lIGs® computer and you want ro go 
as quickly as you can, read only the boldface, numbered seeps, 
scarring in Chapter 2.) 

6. Important For this chapter only, there's no need rouse your 
Apple lIGS. You'll begin to use the computer in the next chapter. 6 

1 
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Question: Which one of these people just discovered HyperCard? 

Grim 

\ 

• 
Answer: The curious, excited one on the right. He 's excited because 
HyperCard sounds like it can do almost anything. He's curious 
because-like mosc people who've never used HyperCard-he's 
not really sure whac "almost anything" means. 

• 

Chapter 1: An Optional Introduction 



What is HyperCard? 
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Mose software is inspired by something outside the computer 
world. For instance, painting programs were inspired by the artist's 
tools, and word processors were inspired by the typewriter. But 
wh.ac about HyperCard? 

Anist's tools Painting program 

1ypewriter Word processor 

What? HyperCard 

Chapter 1: An Optional Introduction 3 
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HyperCard can do what Though you might not guess it at first, HyperCard is an electronic 
index cards do descendan t of the scratch pad, the index card, and the circular 

card file. 

You ,can think of HyperCard as an electronic stack of index cards. 
Every HyperCard file is called a stack, and every HyperCard stack 
consists of one or more electronic cards. You use many HyperCard 
stacks just as you would use stacks of index cards---to catalog a 
music collection, preserve your favorite recipes, or record addresses 
and phone numbers. Later you'll learn that H yperCard stacks can 
do things no one would ever dream of doing with paper index 
cards- like figure your taxes or control a mainframe computer . 

Bue even when HyperCard stacks are used for the same purpo ses 
as ordinary index cards, they can do much more than the paper 
versions ever could. For example, many stacks are designed co look 
like preprinte d forms. In addition to allowing you to fill in the 
blanks, the stacks can check to make sure you've filled in the 
information correctly. Better yet, if the forms require some math, 
HyperCard can do the calculations for you. Imagine an expense 
repon that figured its own totals or a recipe card that could tell you 
the proportions for a triple batch of chocolate chip cookies. 

Chapter J: An Optional Introduction 
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HyperCard can do 
much more 

Wu-mh s, ra ,vt 1tt1H o,,d bloua Ups. 
Cit IIPJIIH Jo lotlv,1, ldd Wlltr It ka,111 

<!Yf< IIIMI cttk 1111111 st!I . CMk ll1llllr. DOllntu ltllt b•tlllHI lt l 
ilrlJ OYl!llitilt. lltll dll, Ollll rt Jolct Oo0oll ro,1.it lff 211 Jain. 
ldd II~ CID ol 1•1or ftr tlCk OQ o.1 Ji!ict. Slir Ullll 1~1 ••1• h 
•• Jl tl fh dh1olv1d,l ~11 ••II rQllidlt for II 01111111. t .. , .. rroo 
k111, 1t10, ,,., 1,1, ~"· mrult,. ,1,m,. s,,1, . 

all!l!l[!9iml 
l•MuthHlt ! 

Because HyperCard is on a computer , you can make its cards 
do all kinds of things that aren't possible with real index cards. 
HyperCard 's cards can contain games, calculators, and animation . 
With some extra equipment , HyperCard's cards can also control 
other pieces of equipment, including othe r compute rs. For example, 
you can use your Apple Il GS to control a multimedia show on a 
laser disc player . 

Cllapter 1: An Optional Introduction 
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HyperCard for the 
casual and the 

ambitious 

Using stacks 

Making your own stacks 

Because people have different needs and abilities, HyperCard allows 
you to use it in the manner most appropriate co your own situation. 
You'll probably stare using HyperCard by exploring stacks created 
by ocher people. Then, if you like, you can learn how to make 
your own. 

As fong as you know how to use the mouse, you can start exploring 
stacks a minute after you install HyperCard. Spend an hour or 
two with the first few chapters in this book and you'll learn the 
basic HyperCard skills, ranging from finding a particular card in 
an enormous stack to using HyperCard's sophisticated stack 
navigation tools. 

• If you can't find a stack chat does what you want, you can create 
your own. The last half of chis book brings you to the point where 
you can create your own stacks for simple reports or catalogs. You 
might chink you'd need to be a programmer to create your own 
stacks, but all you need is a sense of design and a few technical skills. 
You can create an amazing variety of stacks by dragging components 
with the mouse and using HyperCard 's Paint tools. 

If you have even greater ambitions, HyperCard has still more to 
offer. You can learn Hyper Talk~ a programming language chat 
looks a lot like English, to create novel stacks of your own. 

Bur if you don't like the idea oflearning how to program, don't 
worry-you can use HyperCard well without knowing a single • 
word of Hyper Talk. This book wont require you to learn anything 
about programming or Hyper Talk. (H owever, if you do wane to 
learn more about Hyper Talk after you've finished chis book, you 
can read the Hyper Talk Beginners Guide.) 

Chapter 1: An Optional Introduction 



You already know 
a lot about HyperCard 

• 

• 

Starts in 
a typical way 

Typical menu bar 

Many familiar 
commands 

Standard editing 
techniques for text 

and pain! 

Because H yperCard gives you so much flexibilicy- such as the 
power co create your own software by creating new sracks--you 
may think it's mysterious or difficult co learn. The truth is that if 
you've used the Apple Iles before, you already know much of what 
you need to use HyperCard. H ere are some of the ways HyperCard 
resembles other software: 

~- --- Double-clicking 
H!!perCordl IGS 1he icon opens lhe 

program. 

~ File Edit 

Hew Stack ... ~ Creates new files 
Open Stack... 00 
Save a Cop!J .. ~ Opens existing 

-Pa; ;;;;;~~·~---·-.. ·I ::: lhe page style 

Print Card oP 
Print ... 

Quit H!JperCard oQ - Quits Lhe program 

Undo oz 

CuitText i-X 
Cop!J Text oC You can ~t, copy, 

and paste m lhe 
Pa5te oV usual manner. 
Clear Text I 

r • 1 
t ... ~ {j 
t, B / 
~ D 0 
<!,. 0 C:f) 

A 0 cr 

You can use lhe 
same paint tools 
available in many 
olher programs. 

Chapter 1: An Optional Introduction 7 



8 

A few differences 

No Save 
command 

Alternative 
method of 

opening files 

Windows look 
different from 

many other Apple 
Ucswindows 

While most of the techniques you use in HyperCard will seem 
familiar, some things are different: 

-l!Q jlf.a 

Mew Stock ... 
Open Stock... oO 
Save a Cop!J ... ___________ HyperCard saves 

Page Setup ... 
Print Cord 6P 
Print ... 

Quit H!JperCord oQ 

your files for you 
automatically. You 
can put a copy of 
the file away for 
safekeeping under 
a different name 
by using the Save a 
Copy command . 

ilb _______ In addition to 

Scripter Is Too 1 s 

Button Ideas 
~ 

Icon Editor 

W • e Pelican 
WMtt Jtlict11 kv1 1001 ••• • 1b1111d 111" 
"'"' 11h11 lhUllchrlfflt. 11lo,t" 

........... ,,.."""" ...... fill.., .. MIit COOPtflllvt lt. 1urn11dia1 
11,, 1n lbt wtttr. 

lfllt1 lht holeb. HlltlM flovt It IHliwrl 
lld ltff t~lir ttr tAU ti frttff \ tHa fra 1, ..... 

Chapter l: An Optional Introduction 

using the Open 
conunand, you rnn 
dick buttons to 
open files. 

Windows have no 
scroll bars or title 
bars. 
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HyperCard in its 
own terms 

Each card may contain 
three elements: 

Fields: You can type 
text in fields. 

So far in chis chapt er you've learned abouc HyperCard by 
comparing it to real-world index cards and to other program s. 
Herc's a quick look ar some ofH yperCard's main parts and the 
terms it uses to describe them: 

. n, 4.!16-l S}lOCRt 1J .... ·-···-···-···
Jriluill oa. ":m!ts::1JfC}titlll1 __ , 
_01~ .mr.dttl_ l.!JH ...... 

Paim: You can use --1~o1_..11-_~ __ ·_"_~_•m_._ .... _.-·_·-_-··_···_·-!.I 

standard paint tools to -illi:!i::~:w«W~~·~:::::=~::::~:~~ 
create graphics. 1mt,ct1rti.u .om.ll ,tif1tmt __ 

Buttons: You can click -;a--,.nsa-s_.f_or .... Ut,--m~Icl.,..,_.1.M_~..... · ·-·-··· 

buttons to make things 
happen . 

Chapter l: An Optional Introduction 
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Chapter 2 

Installing HyperCard 

Before you begin using HyperCard and doing the exercises in 
this book, you need to install the software. 

6 Important : If you are using HyperCard on a network, skip this 
chapter and instead read the Appendix, "Using HyperCard on 
a Network." ~ 



What you need to run 
HyperCarcl 

12 

HyperCard runs only on certain Apple Iles computers. Make sure 
yours has all rhe features lisred in rhe figure below: 

I 
A hard disk.I 

.+.11-- At least 
1 megabyte 
of RAM. 

•:• Note: You don't need rhe hard disk or the SOOK disk drive if 
you run HyperCard on a network See rhe Appendix for more 
information. •:• 

If necessary, your aurhorized Apple dealer can help you add 
memory to your computer or upgrade your system software co a 
lacer version. 

Chapter 2: Installing H yperCard 
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Installing H yperCard 
on a hard disk 

To install HyperCard on your hard disk, you need co use che 
Installer program that's on che HyperCard Iles lmtaller and Tour 
disk included in the HyperCard package. The lnscaller program 
copies the nec~ary files ro your hard disk and places them in the 
appropriate folders. 

Getting the disks ready Before you begin, gee all the necessary disks and lock chem: 

• 

• 

l. Find the six original HyperCard disks. 

The disks contain the program, help files, sample files, and the 
installer program . T he disks are named: 

• HyperCard JIGS lmtaller and Tour 

• HyperCard !]GS Program 

• HyperCard If Gs Help 

• HyperCard Iles Hyper Talk Help 

• HyperCard Iles Stacks 1 

• HyperCard Iles Stacks 2 

2. Use your thwnbnail or a ballpoint pen to lock each of the 
six disks. 

Before you stare copying files, make sure you lock your original 
disks so you don't accidencally change or delete any of the 
files on them. You can experiment with greater confidence 
if you know you can get your original files back from your 
locked disks. 

Chapter 2: Installing HyperC1rd 13 
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You can lock che disk by sliding the plastic cab as shown in the 
illustration. 

When you can see 
lhrough the hole, 
the disk is locked. 

Locked Unlocked 

Using the Installer In this section you'll use the Installer program to copy the 
HyperCard files to your hard disk. 

• 

Getting ready: Start up your Apple Iles. Make sure you've installed 

system software version 5.0.3 or later. 

6. Important: The Installer will not work properly and HyperCard 
will nor run if you dorit have system software version 5.0.3 
or later. C:::. 

Chapter 2: Installing HyperCard 

• 



• 

• 

1. insert the HyperCard Iles Installer and Tour disk. 

2. Double-dick the Installer icon. 

£~ __ Double-dick this 
Installer !con 10 ~ gin the 

m~tallat1on. 

After a few moments, the Installer displays the HyperCard 
Installer Script dialog box. 

3. Click th e In stall button . 

Appl• llGS Instolltr 

Kyp,r Cord II GS @ 
!oHO 

G:n!D&f~~=====f=tl- Click here. 

C R,am J 

( Http ) 

= odalt t mion~C Quil l=AoollcoUonFoldtrStltclion= 
~ Plmt stltct tht dtsirtd u,dalt and lht [ Oislt ) I ( Optn ) 
~ disk or loldtr whtn vou wont to install =::::::::::' ! :;;::::~::::: 

Vl.2 tht updott. [ tlm )! ()ltW fa ldt1) 

A dialog box cells you that the script installs all the HyperCard 
files. 

4. Click Perform This Update . 

5. Insert disks as requested. 

After you click Install, the Installer asks you to insert each of the 
HyperCard disks in rum. For each disk change , eject the old disk 
by pressing the eject button on your disk drive, insert the new 
disk requested by the Installer program, and chen click OK. 

Chapter 2: Installing HyperCard 15 
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6. When the Installer informs you the installation is complete, 
dick OK to dose the dialog box. 

7. Finally, click Quit to exit from the Installer program. 

You may see a message warning you chat some system fiJes have 
been changed and you need co restart your system. In chac case, 
choose rhe Shut Down command from the Special menu, click 
Rescan, and rhen click OK. 

HyperCard is now instalJed on your hard disk in a folder called 
HyperCard .IIGS. The folder contains the following items: 

• HyperCardllGS, the program 

• Home 

• Tour 

• Help, a folder containing rwo help files: 

LI Help 

, , HyperTalkHelp 

• Stacks, a folder containing these files: 

n Addresses 

o Arddeas 

1 J Birds 

n Burronldeas 

Calendar 

.. IconEdiror 

PiccurePuzzler 

11 ScripcersTools 

11 SroryBoard 

Chapter 2: lnstalling I lyperCard 
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Chapter 3 

Browsing Through Stacks 

Ir you've already installed HyperCard according to the instructions 
in Chapte r 2, you're ready to gee going. 

By the time you're finished with chis chapter, you'll know how to 

start up and quit HyperCard and how to move &om stack to stack 
and &om card co card. In ocher words, you'll learn co browse 
through stacks. 

6 Imp ortant: lf you're in a hurry, rry reading only the boldface, 
numbered steps. The plain text below these steps contains further 
explanation if you need it. 6 

17 
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Getting ready The exercises in this book asswne that no one has changed any of 
the HyperCard files since HyperCard was installed. If you've 
aJ ready made some changes and you need to keep them, renan1e 
the HyperCard folder and then repeat the installation procedure 
in Chapter 2. If you don't need ro keep your changes, you can 
immediately go back co Chapte r 2-the installation procedure will 
auromacically erase the old HyperCard folder and all of irs conrenrs. 

Starting up and The best way ro learn H yperCard is co Start using it. In this exercise 
taking the tOUf you' U open HyperCard and explore the HyperCard Tour. 

Douhle-dick to 
open Lhe folder. 

Getting ready: If you've already installed HyperCard according 
ro the instructions in Chapt er 2, you can start the exercise now, • 
beginning with step 1. If not, go back to Chapter 2 and follow the 
installation instructions there. 

1. Open your hard disk {if it's not open already). 

Double-dick your hard disk's icon co open ic. 

2. Op en the H yperC ard folder (if it's not open already). 

f . I 
HyperCard 

(You may have to use the SO"OU bars to see it.) 

3. Op en Hyp erCar d. • 
Open HyperCard just as you would open any progran1: Find its 
icon and double-click ic. 
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RyperCard !ml 
7q73K ustd 13127K avoiloblt 

Double-dick---'---~ 
here to open HyptrCardll6S 

(;I 
HyperCard. 

Click this 
buuon once. 

¢ 

Hoae 

LJ 
ktlp 

(;I 
Tour 

CJ 
Stacks 

On ce HyperCard is open , you 're asked co enter your name, as 
described in the next step. 

4. Type your name and click the OK button . 

Pltose enter your n011e: ,------!!+- Type your name 

! Andrffl F. Sworul 7 / 11 here ... i..;.c:..:~c:.="'-=--::;;;;;;;;;:;:r=:=~-1-H-·-... then click OK. 1iuil ( Cancel ) 

After you click OK , you see the first Home card, as shown in the 
next seep. 

5. Open the HyperCard Tour by clicking its button. 

Ho111e Staci: / Welce111e Andrer f. Swartz 

~ r! 
Ith Not..,, httltr 

fM 11,,. ~ ,~t 
C.,111l1ktC)lltllooltCa,witr, lno. 

em;;.mw I Dtsht\ 11 Totl u, 11 lu te 11 ''"'"'' I 

The cour appears on your screen. 
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Click this 
button once. 

6. Click once anywhere to start the tour. 

After you dick, you'll sec a short animated carroo n. 

7. Click Introduction. 

• 
The inuoducrion appears on your screen, as shown in the 
next step. 

8. Click the up per shadow box. 

Hypertenl ls a toil t it II has 
a stl of tools and en eadless 
supplg of parts. 
Her you III lbls 111411 tll, 
1ba l yoa mate or do wit• It, 
is ap lo yaa_ ...ti 

·;;;::r Ilg .,, l 

d3c 

This is a shadow 
box. Click il for 
more infonnation. 

As the information on the screen explains, whenever you see a 
shadow box during the rour, you can click it co see addicional 
information. You can click the information box co hide it again. 
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When you reach 

this card, 
click here . 

9. Proceed. through the tour. 

Your fool k:\ l af 10 

Hljp!f(ard is I lotl til It _,s 
1 set or toels llld n tndless 
SIIIJllll ti ,arts. 
How 1oa m Ibis t110l til, 
wti~t '°' 111te er•• wttb 11, 
Is 1111 ti go~ ~ 

qJjjQ 
Click the right 
arrow to move 
forward through 
the tour. 

You can leave the tour whenever you like by clicking the Go 
H ome button at the bottom-left corner of the screen. 

10. At the end of the introduction, click the Go Home button. 

If you'd like to explore more of the tour before continuing with 
this book, click the What Next? button instead of clicking the 
Go Hom e button. Whenever you' re ready co come back to the 
book, click Go H ome. 
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Opening 
HyperCard files 

Opening stacks by 
clicking buttons 

Each HyperCard file is called a stack, and each scack contains one or 
more cards. You can open stacks either by using the Open Stack 
comm and (which is like the Open command in ocher programs) or, 
easier still, by clicking buttons. The next two exercises show you 
both techniques. 

In chis exercise you'll click a button to open the Birds stack and 
then click another one to recurn co the Home stack. 

Getting ready: If you' re looking at the first Home card and can see 
a button called Birds, you can start with step 1 now. If not, make 
sure HyperCard is running, choose Home from the Go menu, then 
choose First from the Go menu. 

1. Click the Birds button once to open the Birds stack. • 
After you click, HyperCard closes the H ome stack and opens the 
Birds stack. You see the first card of the Birds stack with a picture 
of a white pelican on it. 

• 
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If you have problems clicking, you may not have the 
pointer in the correct position. Make sure the tip of 
the forefinger is over the Birds button both when you 
click the mouse button and when you release it. 

2. Without dicking the mouse button, roll the mouse around to 
discover the different pointer shapes. 

Don't be concerned if the pointer on your screen isn't the shape 
you chink it should be. The pointer changes shape depending on 
which part of the screen it's over . 

I I-beam pointer. TI1e pointer changes to this shape 
when it's over text you can edit 

Browse tool. The pointer changes to this shape 
when it's over any pan of a card (except text). 

Arrow pointer. The pointer changes to this shape 
when it's over the menu bar. 

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

The Home button is linked to the Home stack. By clicking 
the button, you close the Birds stack and open the Home 
stack again. 

The Home button 

In addition to learning how to use HyperCard buttons to open 
stacks, you just learned an important concept: When you open a 
new stack, the old one automatically closes. You can have only one 
stack open at a rime. 
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The Open Stack 
command works 

like the Open 
conunand in many 

other programs. 

Oouhle-click 
"Birds" to open the 

Bird, ,t.1('k 

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

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

Notice that the 
sho11cut for 1he 
Open Siack 
comrn:tnd is the 
same as the 
shoncut for the 
Open command in 
many other 
programs. 

After you choose che Open Stack command, HyperCard 
displays the directory dialog box, as shown in the next step. 

2. Go to th e Stacks folder inside the HyperCard folder. 

If you have a-ouble findin g ir, click che Volumes button and 
double-dick the name of your hard disk. Then double-click 
"HyperCard" and finally double-click "Scacks." 

3. Open the Birds stack. 

C~oos, a stock: 
"81:HD:HypuCard:Stacks: 

Cl Addresses \Q c Volumes ) 
Cl Artldeas 
a.1 :rn,r1 

~ Cl Buttonldeas 
Cl Calendar [ Open )} 
Cl lconEditor I c Close ) 
Cl PicturePunler 
Cl ScriptersTools -0- ( Cancel ) 

After you double-dick, Hyp erCard closes the Home srack, 
opens the Birds stack, and displays irs first card, just as in the 
lase exercise. 
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Looking at cards You've learned a couple of ways co open stacks. But so far you've 
seen only the first card of each stack. ln chis section you'U learn how 
co browse ch rough the cards in a stack. 

Getting ready: Before you start chis exercise, make sure you're 
viewing the Birds stack card with the white pelican on it. If you 

1, already are, start now with seep 1. If not, choose Home from the 
Go menu, click the Welcome burcon, chen click the Birds buccon. 

• 

• 
Notice you are 

now on the third 
card of the stack. 

(This stack has 
seven cards in it.) 

1. Oick the right arrow button once, and then again. 

Click here twice to 
move forward two 
cards. 

Each time you dick the right arrow button you move to the next 
card in the stack. The first cime you click you see the bald eagle's 
card; the second time, you move co the sandhill crane's card. 

Sondhil Crone 
1.,.p.,.lt-mu .. ,...,., .. 
ft1tlotu. tlltl, HcllJ tfc .. (Nl .,,.L 1h 
- tf \hir NllYt Nr'Ut1 Ctttcltl irt1. 
wicll 111111 tMlt I Ntbtrl IIMtl ••tt l<HI 
w!UNddf .. otl. 

lll1m1 .. I ltcb oftn lb "W .. t .. t .,. 
c•t11ttMawilNll~iloc1l•t. 

2. Click the left arrow button twice to go back to the fuse card, 
which has the white pelican on it. 

Each time you click the left arrow button, you go co the 
previous card. 
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3. Click the left arrow button one more time. 

What happen s when you're already on the first card and ask to 
go backward? H yperCar d displays the lase card in the stack-in 
this case, the card for the snowy owl. 

The cards in a H yperCard stack are arranged in a circular 
fashion, so the first card in a stack and the last card in a stack 

are next co each other. 

4. Click the right arrow on ce to return to the fuse card. 

The white pelican's card is displayed. 

• 

Now you know the basics of how co get arou nd in HyperCard. 
You use buttons or the Open Stack command to move from one • 
stack to another, and you use arrow buttons co move forward and 

backward through a stack. 

Knowing only chat much, you can browse through almost any stack 
you get. But if you learn how to use the Go menu, you'll fmd it 
easier to move around in HyperCarcL 
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Using the Go n1enu The Go menu contains commands for navigating through Stacks 
and moving from one stack to another. This section shows you how 
to use some of the commands in the Go menu. 

The basic conunands T his exercise teaches you how to use the commands described in 
1 

• •• • this illustration: 

• 

• 

Goes co the last 
card you looked at. -,- Back 

Returns co the _L Home 
Home stack. He Ip 

Goes to the first Recent 
card in the stack. --·---·--·------· 

Goes to t.hc previous I' first o1 
card in the stack. _J_ Prev o2 
Goe~ LO the next _I Hl"Xt o3 
card in the stack. J Last 0~ 

Goes to the last 
card in the stack. 

Find... oF 
Message oM 

Shiow All Cards 

Gettin g ready: If you're already viewing the white pelican's card in 
the Birds stack, you can begin with step 1 immediately. Otherwise, 
choose Horne from the Go menu, click the Welcome button, and 
dick the Birds button. 

l. Pull down th e Go menu and choo se Next. 

The Next command cakes you co the next card in the stack, 
just as the righr arrow button did in the previous exercise. 
You should be viewing the bald eagle's card, the second card 
in the stack. 

Chapter 3: Browsing Through Stacks 27 



28 

You're now 
viewing Lhe lase 

card of the scack. 

2. Pull down th e Go menu and choose Prev. 

The Prev com mand , like the left arrow button, takes you to the 
.card in the stack immediately before the one you are looking at. 
Prev is short for previous. You should be viewing the white 
pelican's card again, the first card in the stack. 

3. Choose Lase from the Go menu. 

As you might expect, the Last command cakes you co the last 
card of the stack you are viewing, in chis case the snowy owl's 
card. 

"'h """' .,,.;,1 wi.t, ""''•••wen, 
.,.;,, .... 111t11, .. 11 • .... • , ... ,1q '" 
lotL 11,t Mltl ti tllflrwil1> Wt 11h Gll4 
iollM ....... w!q,1iw. .. , ........ .. 
..w,•-•Otwliltn1 '1ilovtl11l• t'8 
ft(IHC. dtl!t llltL 

4. Choose First from th e Go menu. 

Similarly, the First command cakes you to the first card of che 
stack, and you see the white pelican's card again. 

5. Choose Hom e from the Go menu. 

• 

The Home command, like the Hom e button, takes you back t. 
the Home stack. Whenever you get lose, you can return Home 
by choosing this command. 

6. Choose Back from the Go menu. 

You return co the white pelican's card. The Back command 
returns you to the last card you looked at, even if the card was in 

an entirely different stack. 
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7. Choose the Back command once again. 

You go to the snowy owl's card. 

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

8. Finally, choose the Home command. 

The Recent command You may find that you want to retu rn co a card you've seen recently. 
To do so, use the Recent command . 

1. Choose Recent from the Go menu. 

HyperCard displays a dialog box showing you miniature pictures 
of up co the last 18 cards you've seen, more or less in the order 
you've seen them. 

Notice, however, chat even though you've visited the first Hom e 
card twice, it appears only once. To be able co display as many 
cards as possible in the Recent dialog box , HyperCard displays 

each card only once. 

2. Click a miniature picture of any of the cards from the 

Birds stack. 

Cords recenth viftltd: 
Click any 
miniature picture 
that looks like it 
came from the 
Birds stack. (Your 
dialog box may 

~- ~-1-- look different since 
you may have 
looked at cUfferem 
cards or seen them 
in :1 difTerenl 
order.) 

You can go to any of the cards represented in the dialog box by 

dicking its miniature. 
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3. CLickOK 

You go to the card whose miniamre you clicked. 

•:• Tip: Instead of clicking the miniature picture and clicking OK, 
you can double-click che picture. •:• 

Quitting HyperCard You leave HyperCard the same way you leave any Apple lIGS 

program, by choosing the Quit command from the File menu. If 
you'd like to go on with this book now, there's no need to quit; if 
you'd rather continue another time, you can quit and pick up che 
book lacer. 

• 

• 
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This section is for people who like learning tricks and shortcucs. 
If you prefer using programs in the most straightforward way 
possible, you might want to turn the page and go on to the next 
chapter. 

Each boldfuce instruction asks you to perform an experiment and 
see what happens. If the result doesn't make sense, read the short 
explanation in italics. If you want still mo re information, check the 
HyperCard Iles Reference. 

• Go to the Birds stack. T hen try p ressing the Right and Left 
Arrow keys on your keyboard (as oppo sed to clicking the arrow 
butt ons on the screen). 

The Right Arrow key moves you forward through the ttack one card at a 
time; the Left Arrow key moves you backward. l'ou can use the arrow keys 
as keyboard shortcuts for navigation. 

If the arrow keys @n't work, someone has turned on the Text Arrows 
option on the User Preferences card of the Home stllck. See the 
HyperCard Iles Reference for nwre details. 

• Go to th e Birds stack and press 0 -H . 

Thed -H shortcut rakes you Home. Pull @wn the Go menu and look at 
the other shortcuts. Note that theO symbol refm to the Command key, 
the key marked with this symbol {In some Apple manuals, this is called 
the Open Apple key.) To press 0 -H. hold @wn theO key and while it's 
down, press the H key. 
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. 
Chapter4 

More Basics 

Y u now know how to browse through HyperCard stacks. In chis 
chapter you'll learn how co do the following: 

• Type on cards 

• Add new cards 

• Save stacks 

• Use the Home stack 

• Use the Message box 

• Find a card by searching for text 

• Copy art 

• Print cards and stacks 

• Get help from HyperCard 

33 
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Typing Mose stacks allow you to do much more than just look at the cards. 
For example, you can enter your own information, either by typing 
or by painting. The exercises in this section show you how to type 

information on cards. 

If you've used an Apple IlGS word processor--or any other program 
that involves typing-you already know most of what you need co 
kn.ow. The main differences you'll notice when working with text in 

H yperCard are: 

• You can't use cabs co indent or line up columns. 

• You can't change che text style of individual characters. 

• You can't always use the arrow keys co move through text . 

• Entering text You can type text only in certain areas on a card. Each card is like a 
blank form with rectangular areas where you can fill in information. 

ln H yperCard, each of these areas is called a field. 

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

White Pelican 
W~llt ,.11,,., bvt 1 ... btok• 1ho,t4 lik1 
suop-s tt hth th• cot,h writt1t. lli.,,r, 

,-~~ .. r~:J.I th'- rti,, h11nt coo11trot1v,11. 1Urrtw.d1n:1 
~ fid1 ia tlat•tter . 

M'IIH tlMII hoi.ch. Pt litt1H hev, rao flatlltn 
Ol d IH4 tbtir Ptrtl U \.0 OtotHt d1M fr• 
tlit sun. 

Name 

Description 

Habital 

In chis exercise you'll fill in the Habitat field for the bald eagle's 

card. 

Getting ready: Before you start this exercise, make sure you' re 
viewing any card in the Birds stack. If not, retw:n co the Home 

stack and click the Birds button. 
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1. Use the arrow buttons co find the baJd eagle's card. 

Click the righc or left arrow burcons co find the bald eagle's card. 
The bald eagle is on the second card. 

2. To indicate where you want to type, click the upper-left comer 
of the Habitat field. 

Bold Eo le 
1hf bt ld Hth i1 th, notioeol bl,4 tf th• 
1Alu<1Stllf\. 

rM llr1t1t ,irf, 1111\ 1vtr t,11114 in Mw\11 
llltrlCI ~thlltd II t hid Hilt U1 florldt. 
"'4: nut wtit~41 nave• 11 twt w,lt cars 
Ind WII bit1tr t•ID O btthtu~ 

Nocice that your pointer changes co the I-beam pointer when ic's 
over a field. When you dick, the vertical bar thac marks the 
insertion point blinks at the beginning of the field. 

If you dick too far down in the field, use the Delete 
key co get back to the cop of the field. If you click in 
the wrong field altogether, just cry again . 
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3. Type a descripti on of th e habitat, as shown in the illustration. 

You need not enter carriage returns as you cype. The text will 
automatically break at the right point. 

The bald eagle is an endangered species. Host 
bald eagles now live in Alaska. Do not press 

the Rerurn key as 
you type. 

H yperCard automatically saves the text as you cype it. • 

Editing text You can edit text in HyperCard fields the same way you edit 
any text on your Apple IIGS. (If you don't know the standard 
techni ques for editing text, see the documen tation chat came with 
your App le IIGS.) In chis exercise you'll use the standard techniques 
co cue and paste some text. • 
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... Lhen, drag 
down to here and 
release the mouse 

button . 

Click once just 
below the paragraph . 

1. Select the first paragraph, including the blank line after it. 

he largest bird's nest ever found in Horth 
America belonged to a bald eosle in Florida. 
The nest weighed as much os two smol l cars 
and wos hisser than o bathtub. 

2. Choose Cut Text from the Edit menu. 

(Make sure you 
include the exLra 
line between the 
paragraphs.) 

T he text is removed from the card and placed on the invisible 
Clipboard (Notice that the shortcut for the Cut Texr command 
is the same as in many other programs.) 

3. Click once inunediately below the remaining paragraph. 

The largest bird's nest ever found in Horth 
America belonged to a bald easle in Florida. 
The nest weighed as much os two smal 1 cars 
and was bigger than a bathtub. 
I 

4. Choo se Paste Text from the Edit menu. 

The paragraph you previously cut is pasted in. (Notice that the 
shortc ut for the Paste Text command is the same as in many 
ocher programs.) 
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5. Insert a blank line between the two paragraphs. 

The largest bird's nest ever found in Horth 
America belonged too bold eagle in Florido. 
The nest weighed os much os two smol l cars 

. and \'/Os bigger than a bathtub. 
Click here and - I The bald eagle is the national bird of the 

press ihe Return key. United States. 

Adding new cards You can add new cards to your stack whenever you like. In chis • 
exercise you'll create a new card in the Birds stack. 

Choose the New 
Card command. 

Getting ready: Before you begin, make sure you' re still viewing 
che bald eagle's card in the Birds stack. If not, rerurn Home, 
click the Birds button, and use the arrow buttons co find the bald 
eagle's card. 

1. Choose New Card from the Edit menu. 

I Bald Easle 
JIit larttn b.1r4'1 ntst tvtr ft11d 11 ••n" 
.,.,lea •,1,.,,d It t kid totlt la llorido. 
JIM IHl ttti .. td ... ,c11 ll""' aoll C:lf'$ 
••• wes 11,.., ,11o11, h1h1u . 

lit hid 10,t, h lht ftlllt.,1 llrd of lilt 
Uaittd S\ttn . 

Tbt ,,1, ttlll is en ffl4tn1trtd spteitt Htn 
bolh01lt1 now II•• I• Rl,.ko. 

Note that you're 
currently viewing 
the second card of 
a seven-card stack. 
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The new card is 
in~ened :1r1er the 
bald eagle\ card. 

Click here and 
then type the text. 

Click here and 
then type the text. 

H yperCard creates a new blank card, places it after the card you 
were looking at, and displays the new card: 

There are now 
eightcards in 

'-----'-- the stack. 

2. Click in the upper-left corner of the Name field and type a 
bird's name: 

Northern Cardinal 

3. Click in the upper-left corner of the Description field and type 
a description: 

ole cordinol shove much brighter colors 
thon femo l es. The f emo 1 es' du 11 er col ors 
help comoufloge them when they ore nesting 
with the eggs . 

Cordinols hove been extending their noturol 
range in the lost century, moving farther and 
farther northward. 

If you're not a great typist, you don't have to type all the text. 
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4. Press th e Tab key on th e keyboard to move to th e next field. 

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

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

5. Type the text describin g the range and habi tat of the cardinal . 
(Don 't pr ess the Return key.) 

Cardinals live throughout the eastern United 
States. They don't migrate and do best where 
the winters aren't too harsh. • 

Your new card is complete, except that it doesn't yet have a picture 
on it. (You'll add a picture of a cardinal to the card by the end of the 
chapter.) 

Unlike most Apple Iles software, HyperCard automatically saves 
changes as you make chem. In chis exercise you'll see chat there is no 
Save command in the File menu. • 
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1. Pull down the File menu but ekJn't choose any commands. 

[ 

He~, Stack ... 
There's no Save Open Stack... 60 

command · · , S C ... but you can make a ave a opy ... ---1-
duplicate copy of your file ..... , .. ___ ,., ______ , 

Page Setup ... 
Print Card 
Print ... 

aP 

Quit HyperCard 6Q 

for safekeeping with the 
Save a Copy command. 

2. Release the File menu. 

If you accidentally chose the Save a Copy command, 
click Cancel to close the dialog box. 

Remember, you never have co save a file in HyperCard. 

The Home stack The Home scack will usually be your scarring place when you Start 

up HyperCard. Take che cirne co gee co know ic. In chis section 
you'll learn about two important pans of the Home stack: 

• The Home cards, which concain a collect.ion of buttons chat cake 
you co your Favorite stacks. 

• The User Preferences card, which you use to adj use some of 
HyperCard's settings. 
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The Home cards The first thing you see when you open HyperCard is the first of the 
five Home cards, caJled the Welcome card. Each Home card is 
designed co hold buttons that can quickly take you co any of your 
favorite stacks. HyperCard comes with five Home cards: 

... Stl<l / w,~ .. 
Each home card 
has buttons that 
take you to a 
different sort of 
stack: 

~ --- Office stacks 

~ E!lmlll ~D3ICJ~ • ~~ (~M ~-----Advanced stacks 

These cards are 
blank, so you have 

1------Plenry of room to 
add your own 
buttons. 

In chis exercise you'll go co the Desksec card co open the Calendar 
stack. (The button for the Calendar scack isn't on the first Home 
card.) Also, you'll learn how to rename the Home cards. The main 
lesson is chat this is your Home stack and you can arrange it co 
please yourself. 

1. Go Home. 

Choose Home from the Go menu. 

2. Go to the Deskset card by clicking its button. 

Click here to go IO 

1h1;: Deskset card 

Cow1aht© mo Rpple Cot1putor. Inc. 
@/§j@j@ Dtskm ~, -Too-1-Ki..:.ctc.:..:;jj Attic II Bost••nt j 
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This is the Deskset 
Home card. 

3. Open the Calendar stack by clicking its button. 

Hom Steck / Deststl 

Click hen.: 10 open 
the Calendar stack. t _,,,w~_... 
E 
Ctllft.Ot 

lftlcOM (@ 1ffliUM ( Toti lit I ( lute I J kHMlt 

You can use the Calendar stack as a combination appointment 
book and co-do list. 

4. Return Home. 

Choose Home from the Go menu. 

Notice char you return co the same Home card you left from, the 
Desksec card. 

5. Go to the Attic Home card. 

Click the Aerie button at the bottom of the Home card. The 
Attic and Basemenr Home cards are empty co give you room to 
add your own burcons. You can add button s co the ocher three 
Home cards as well. 

You can rename the Home cards, as shown in the next seeps. 
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The new name of 
the card appears 

here ... 

6. Click the name of the card. 

Cilek here to 

Home Stock / At Uc- -- ..:.-change 1he name 
("", of the card. 

7. Type the name My Space and click OK 

HOIIII Sleet / "' Space Aldrew F. Stlrtz 

/
~-- - ~- · .. and on the 

button. 
Wtle• t II ltsksn II Tttl lit IM:kiHHMI 111,a tat 

8. Return to the Home card called Welcome. 

Click the Welcome button at the bottom of the card. 

• 

The User Preferences card The User Preferences card in the Home stack allows you to choose 
the user /eve/you wane co work at. HyperCard has five user levels. 
When you first install it, HyperCard is sec up co work at the seconc.8 
level: Typing. Ac the Typing level you can look at cards and type on 
the.m, but you can't paint the card or modify buttons or fields. 

In chis exercise you'll choose the highest user level, called Scripting, 
which allows you to see and use all the menus and commands 
H yperCard has to offer. 
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Click here. 
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Getting ready: Before you begin, make sure you're still in the 
Home stack. If you' re not, choose Home from the Go menu. 

1. Click the User Preferences button on the Home card. 

Click here 10 go to 
the User Preferences card. 

2. Click the button for the Scripting level . 

Home Sleek/ User Preferences 

Notice that when you move to the Scripting level HyperCard 
adds two extra menus. {It also adds commands to some of the 
other menus.) 

HyperCard adds these two menus 
when you move from the Typing level 
to the Scripting levet.

1 

~ File Edit Go I Tools Objects I 
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6 Important: Seering your user level to Scripting lees you use 
commands that can temporarily disable the Browse cool (f-i). 
lf you find you've lose the Browse tool and can't cype cexc or click 
buttons, you can choose the Browse cool from the Tools menu 
at any time. 6. 

3. Return to d1e first card of the Home stack. 

Choose First from the Go menu. (Alternatively, you can click 
the Return button on the User Preferences card.) 

By changing the Preferences card in this exercise, you've gained 
access to all the commands and features HyperCard has co offer. 
When you're done with this book, you can come back co chis card. 
and change your user level again if you like. 

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

J ua,, o '""""" •iiii' M, ,11, "' ,, . .,, ,11,mm ,, ,.,e,",@, N e,@
111@111mu1 m110,@mmwu,1 

""' '"'"","''"\iii I 

It has room for one line of text in which you can type commands, 
called messages, and in which HyperCard can type replies. Probably 
the command you'll enrer most often in the Message box is the 
Find command, which allows you co find text on a card. • 
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Controlling the Message box In this exercise you'll learn how co manipulate the Message box. 

• 

• 

In the next, you'll learn a few messages. Here's how co display the 
Message box, move ir, and make it go away: 

Getting ready: Make sure you're viewing the Welcome card of the 
Home stack. If you aren't, choose Home from the Go menu and 
then click the Welcome button at the bottom of the card. 

1. Choose Message from the Go menu. 

HyperCard opens the Message box. 

2. Move the Message box. 

You can move the Message box by placing the pointer over the 
bar at the top of the box, holding down the mouse button, and 
dragging it where you want it co go. 

Move 1he Message _____ _ 
box here. . ~--- --- ---- --- --- -- ----. 

... by dragging iis 
top bar. 

3. Close the Message box by clicking its close box. 

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

c~~ ::;~;:e ~: ~~ :::; rL~=H·=·jj=· =fi!i=Ml=W=t l=ili!I=· =dm=11::=m=1ili=@=j ill=, jj=,jjj=ju,=\!tl=Qj@n=Ol
1

=mj=rjj=jjn=j/=ij =11=11,j=jj il=II :=hit=@=ii i'=.-j=-lllll 'I 
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Using the Message box Now cry cyping some messages in the Message box. When the 
Message box is visible, anything you cype will be placed in the 
Message box, unless the insertion point is blinking in one of the 
fields on the card. 

1. Go to the Birds stack. 

Click the Birds button on the first Home card. 

2. Open the Message box again. 

Choose Message from the Go menu. Don't worry if there's cexr 
in the Message box. It will disappear as soon as you start typing. 

3. Move the Message box to the bottom of the screen. 

Drag the Message box by its top bar to the bottom of the scree. 
so it's not covering any of the buttons or text. 

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

HyperCard places today's dace in the Message box. Remember, 
you have to press Return after every message. If you make a 

mistake while you're cyping in the Message box, you can correct 
it by using the Delete key. 

If the date is wrong, your Apple IlGS has the wrong 
date in its internal calendar . To correct it, set the 
date in the Control Pand. (For details, see the 
documentation that came with your Apple IlGS 

computer.) 
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5. Type 12+5 and press Return . 

The dare in the Message box disappears when you start typing. 

You can use the Message box as a calculator. HyperCard places 
the correct answer, 17, in the Message box. 

1rnr1mm1Hl'l!HIIUll1nm Ulltil!H!l!lilil!H:l!HII 
17 

6. Type flash 3 

This message makes the card flash three times . 

7. Type go ho me 

HyperCard takes you back to the Home card. The Message box 
automatically disappears when you return Home. 

8. Type go back 

HyperCard returns you to the Birds stack .. 

You've just learned your first words of Hyper Talk. If you want 
to learn more about this powerful, English-like programming 
language, read the Hyper1alk Beginner's Guide . 

Finding text Many HyperCard stacks contain hW1dreds of cards. Even so, you 
can find a particular card quickly, using the Find command, 
provided you remember one or two words that are typed on the 
card. In this exercise you'll learn how to use the Find command . 

Getting ready: Before you begin, make sure you're viewing the 
white pelican's card in the Birds stack. If not, return Home and 
click the Birds button. 
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I. Choose Find from the Go menu. 

HyperCard opens the Message box (if it was closed), types the 
Find command, and places the inserrion point between two 
quotation marks. (This is exactly the same as if you typed che 
command yourself. lf you do type che command yourself~ make 
sure you include che quocacion marks.) 

11111111111m1!"(n11r1u 111111n1111111111111 11111 

Find "I' 

2. Type the word crane 

The word appears between che quotation marks. • 
Find "crane" 

3. Press the Return key. 

As soon as you press the Return key, HyperCard searches the 
Birds stack for the word "crane." (You can find text in only one 
stack at a time. HyperCard searches only the scack chat's open ac 
the moment you enter the Find message.) 
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I SandhilltJ:iw) '-====!!:!:!!!!:!!~~~~~~,;;f-HypcrCarcJ finds a 
,... card with the word lb,1hduh und~III mnn havt ,,., 

fHlhtn, U1tir bocks ofUft ltok llrtwft Tllt 
aod ot thtlr aotivt•onbs co1t1l1t, lro11, 
which nal.H t•tlr ftot••n wb111.•111 pru1 
wi1hudl1 bttk,. 

Hl1ro1lo1 fltcb ,h,n flw,. hill> lhOI ,., 
cta't "' tb111 wi\lMlot •inocultri. 

Th, 1t11Alll cronnonlt ~rod, t, cot hr 
norlhtrn ,,.,, (fr• Slbtr!o to m1r1I 
t0111da) Md wiutn i• tht 111\h, fr• 
Ca1ltDfn1I tlwOGth TtxH to Hnlco. 

"Crane" on it, 
displays the card. 
and puts a box 
around the word. 
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4. Choose Find from the Go menu again. 

If you like shorccucs, the Find command has an easy one co 
remember: 8 -F. 

11111111111111rn 11111,m1111111f111111111fl1111 nlliijm1111111\;1111111111j When you choose the Find command 
Find "~'.:....' ----- again, it shows the last word you 

looked for and highlight~ it. 

•:. Open Apple key symbol· The symbol CJ refers co the 
Command key, the key or keys on your keyboard chat are 
marked with chis symbol. (In some Apple manuals, chis key is 
called the Open Apple key.) To press · -F, press the F key 
while holding down the O key. •!• 

5. Type alaska 

As soon as you start typing, the old word, "crane," disappears. 
Note thac you don't have co type capital letters when you use the 

Find command. 

1111111u111111111111,m111111111111111111,1111
1
111111111111111,111111111!'"' 

Find "olosko" 

6. Press the Return key. 

When you press the Return key, HyperCard finds the nexc card 
in che scack with the word "Alaska" on ic, in chis case the tufted 

puffin's card. 

7. Press the Return key again. 

Each time you press Return, HyperCard finds the next use of 

the word ''.Alaska." 

8. Close the Message box. 

You can either click its close box or choose Message from che Go 
menu again. 
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Copying and 
pasting a picture 

Copying the picture 

You know how co add text co cards, but chat's not all you can do. 
You can also add an. In chis exercise, you'll copy a picture of a 
cardinal from the Arc Ideas scack co the cardinal's card. 

Start by finding the right picture and copying it: 

1. Go Home. 

Choose Home from the Go menu. 

2. Go to the Toolkit Home card. 

Click the Toolkit button at the bottom of the Welcome card. 

3. Go to the Art Ideas stack by clicking its button. 

4. Go to the People/Animals section by clicking its button . 

5. Click the right arrow button twice to see the cardinal. 

Chapter 4: More Basics 

• 

• 



• 

• 

6. Choose the Lasso tool from the Tools menu. 

The Lasso cool allows you to select an irregularly shaped object 
without including any of the extra space around it. 

7. Use the Lasso tool to select the picture of the cardinal . 

Hold down the 
mouse bunon and 
draw a line around 
the cardinal with 
the Lasso 1001. 

After you release the mouse button, the cardinal is surrounded 
by a moving dashed line (sometimes called "marching ants ") co 

indicate that it's selected . 

If you make a mistake, click once anywhere else on 

the card and try again. 
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8. Choose Copy Picture from the Edit menu. 

A copy of the picture is placed on the invisible Cl ipboard. Th e 
original remain s on the card. 

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

Pasting the picture Now you 'll return co the Birds stack, find the cardinal 's card, and 

past e the pictur e: • 

1. Go back to the Birds stack by using the Recent command. 

~ir~t ~1 
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Choose the Recent 
command ... 

-----; .;-- . .. then double-click 
any of the miniatures 
in the Recent dialog • 
box that look like 
they come from the 
Birds srack. 
(Your Recent dialog 
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different.) 
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2. Find the cardinal's card by using the Find command. 

Bock QN 

Home aH 
Help a? 
Recent OR 

First 61 
Prev 02 
Hext (13 

lost oq 

Show Rll Cords 

First, choose the 
Find command 
from the Edit 
menu. 

Find "cordino I" 

TI1en 1ype 
cardin a l 
and .. . 

The cardinal's card appears. 

... press Return. 

3 . Choo se Paste Picture from the Edit menu . 
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,..:.._..;.-_ The picrure 
appears and is 
selected. 
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6 Importan t: Be carefuJ not co click cl1e card outside me selected 
cardinal accidentally. lf you do, you'll deselect the picture and wont 
be able co finish me exercise unless you use me Lasso tool co select 
the bird again. ...::i. 

4. Move the pictur e int o position by dragging it. 

Northern Cardinal 

Drag the rnr<linal -'ii*--- , 

Nolt cordlool1 hovt ""'' brlthltr colors 
U,an fMolu. Iii, ttaalts' 4tll tr ulon 
htl11 caoufltlt thea wh111 thtv .,, ,.,,,int 
Mftll tht lftl . 

tar,i111l1 hovt bun HttDdfat thtir anura1 
ran11 la U11 lost u11t\lr,. aovfoe fanh,r OQd 
farth,r aorthward. 

here. 

The Browse tool. 

• 
5. Choose the Browse tool from the Tools men u. 

It 's a good habit co choose me Browse cool after you're finished 
working wicli oilier cools. Wimouc me Browse cool, you can't. 
click buttons and type in fields. 

Printing In this section you'll learn how to prinr a single card or me whole 
stack. HyperCard offers many printing options, including a variery 
of ways ro arrange me cards on cl1e page and sophisticated mecliods 
for generating repo rts. See me HyperCard I!Gs Reference for details 
on these op tions. 
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Printing one card In this one-step exercise you'll print the card you just pasted a 
picture onto. 

I. Choose Print Card from the File menu. 

HyperCard prints the card. 

If you have problems printing, consult the manuals 
that came with your printer and your Apple llGS. 

• Printing a whole stack In this exercise you'll learn about the Print Stack command. 

• 

Getting ready: If you're viewing any card in the Birds stack, you're 
ready to begin. If not , go Hom e and click the Birds button. 

•:• Note: This exercise takes a while. If you're in a hurry, you might 
wane co skip it. •:• 

1. Choose Print from the File menu. 

Hyp erCard displays a dialog box that offers a variety of options 
for printing stacks, as shown in the next step. 

2. Click the Print button. 

PriBt ... ( Options ... ) ( Conctl ) 

D 
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I Teiaplotes I 
Stltet a temp Iott : 
c5l Untitled @ 

Click here to print 
the stack. 
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Getting help 

Using the list of topics 

If you have :1 question about how ro do something in H yperCard, 
you can often gee the answer from the HyperCard UGS Help stack. 
The HyperCard Help stack gives you two ways to find answers: by 
looking through its list of copies or by searching for words. 

Suppose you wanted co learn how co use HyperCard co print labels. 
You could look through che list of copies as described in chis 
exercise: 

1. Choose H elp from the Go menu . 

HyperCard opens the HyperCard Iles Help stack. 

If you like shortcuts, Help has an easy one to remember: - -? 
(C'J-quescion mark). (You can also get co the Help stack by • 
clicking the Help button on the fust H ome card.) 

2. Click Prin ting in the list of top ics. 

Topics 
I. r.1tc1: 11 u"k 

KyPtrCotd Bouu 

Hypert1rd 116S Help 

Typift-9 
Pointing 

Click here Lo - "'-- lffihii& 
select the topic. 1

"'
00

' \"l Flold, 
c.ard, 
Bactarou11ds 
Stocki 
H,au R1hn1ct 

Clicking a topic shows you a list of related subtopics from whic, 
to choose, as you'll see in the next seep. 
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). C lick Printing lahcls in the list of suht opic.,;. 

luUOflJ r;,1,, 
Cotd1 
loct11oud1 
Stocb 

Click here lo select 
the subtopic. 

I Huu Rtfir, .. , 

1 tiilw,i, u11 rn.,.,,a1tm u .... h m 

The Help stack displays information about the subtopic , as 
shown in the next step . 

4. Use the arrow buttons to finish reading about printing labels. 

Priltlag l1NI$ 
Tbt IHI lf .. tll lO IOll 111 .. th 
Offds It It l• loct1, ... d fltldl In I 
1i11lt •odtrt1111d tf roar 1ttck. 

hforuot can o,i1t la~th, 1111 ''"' 
to d.'t1l11 t triMIR'l \t9flltt I" 
Rtpor, 1t1l111>tcU1i1t1 w•ic~ 
l>ocl1t .. •d flt)dl < .. Ill• <hi IHI 
IOU WM\ ti lOUf 1,,,1, t114 ,ow IIOlt 
WIG\ It prillltt4(Ht thf U'Stf ltvtl 
u 11:uthori•t., tlttor). 

Pnnt11g 

,, P<ill 1,1,11: 

LCl>om 1'ri11 fra lbt mu .... 
L Cliok lllt rotor I ••111111~1 .. , 

tltdtn.t4 ftr voor l1bth. 
3.ClicHrlftl. 

Tl UHU I rtPOrt \Mtlltt : 
There are five 

1. CbtJt Pru I fr• lllt flln111. 
u,m u,, ''°""' 1>o11,1>o1t• cards describing 

T•1l1tH tt Yltw tlllat atMI. 
1 t11, ...... ,.,1,11 ,,. 1h, --"!---this subject. 

Jr... J@ 10.., 1:.1 ~11,-,-,1,-,-11-1e,,fo1t3 ~ 1o11 +~ 
rx,t!tl,t, ~Htl;,;;.••,.•'•;;;lk_,u.;s ... ..;" .,h ..s111.1;;,''•'"...,.1.-... "'.;t•.,• a!!'~- .._ 

Click the nght 
arrow buuon co see 
the other cards. 

If you want to pursue related topics, click che See Also button. 

5. C lick the Topics button to return to the first card in the Help 
stack. 

You return to the Topics card. 
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If you ' re not sure what topic co look under, you may want to use 
the Search feature. For this exercise, suppose you wanted co recall 
how to copy a picture in the Home stack. 

Getting ready: Make sure you're viewing the Topics card in 
the HyperCard Iles Help stack. If not , choose Help from the 
Go menu. 

1. Click the Search butto n . 

Topics 
1. Click Uopic . 

IIIU t RS 11,1,, 
Co,d1 
locl1ro1111d, 
StHkl 
Htau I utact 

""'ti Ilk 

Click here. 

The Help stack displays the Search card, as shown in the 
next step. 

2. Type Copy picture 
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3. Press Return. 

The Help stack searches for all copies related co copying pictures. 
It finds seven copies and displays them in the big box below the 
box where you typed "Copy picture." 

4. C lick "Co pying a picture" to choose the topic. 

The Help system displays information about selecting and 
copymg pictures. 

5. Use the arrow buttons to finish reading about copying 
pictures. 

6. Click the Exit Help button. 

The He lp stack closes and you return to whatever stack you were 
looking at before you chose Help &om the Go menu . 
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This section contains several exercises showing you shortcuts and 
more complex features. [f you prefer co focus on HyperCard's more 
roucine features, skip this section and go to the next chapter. 

+ In the Birds stack, press Tab several times. Then press 
Shift-Tab several tim es. (Press Shift-Tab by holdin g down 
the Shift key while pressing Tab.) 

Each time you press Tab, you highlight the next field. Each time you press 
Shift-Tab, you highlight the previous field. Tab and Shift-Tab are 
shortcuts far moving.from one field to the next. 

+ While holding down the -'I key, pull down th e Go menu . 

HyperCard displays an a/t.e,native Go menu that uses pictures instead of . 
words. 

• 
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Chapter 5 

Exploring 

Yu now have the technical skills you need co handle almost 
any new stack you might come across. But to make rhe most of 
HyperCard you need more than just technical skills-you need 
a strategy. 

This chapter teaches you a five-seep strategy for exploring new 
stacks: 

• Open a copy of the stack. 

• Experiment with the stack. 

• Find any hidden button s. 

• Find all the fields . 

• Look for help. 

You'll also learn how co gee out of a stack when you wane to, and 
you'll explore three stacks. 
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Practice with the Tn chis section you' ll apply che five-seep strategy to the Birds stack. 

Birds stack 

Open a copy of the stack The first seep in the suacegy is to open the stack. Before you open 
any stack, make sure you have a backup copy. (You already copied 
all the original stacks, including che Birds stack, onro your hard disk 
in Chapter 2. If anything goes wrong, you still have the original 
disks as backups.) To open the Birds stack, do the following: 

1. Go to the first H ome card. 

Choose the Home command from the Go menu and click the 
Welcome button at the bottom of the card. 

2. Click th e Birds button. • 
The Birds stack opens. 

Experin1ent with the stack If a stack is well designed , you should be able ro figure out how co 
use it by crying ic out. So before going any further, start clicking 
buttons and typing in fields. Do whatever seems right. 

For the most part, you've already done that with the Birds stack. 
However, there's still one element of the stack that you haven't uied 
and chat doesn't seem ro have anything co do with birds: 

White Pelican 
llllllf Hile ... IMv, 1 .. , hab 1b1111d lilt 
ICMPI la bth lbte catcb wrl11l1. 1111!1"'' 

• >.._ ·"""-"1'... 11 fi\h,. n11 butt (OG,tUtiVt(lf, IUITO'Ul dlftf 
ft1hl1 thtwottr. 

Wht1 t11,, hott-h, PlliCOAI hav, '" ftathttl 
011d 1114 lhtiT 1>on1u to o,otte\ U1a froa 
th111n 

(n tht ,.tr. ptlico111 lib Ult OffRWlttr 
,f •11n•t1111 th oonlltra IDhtd h,,u oed 
,outbtrn Ca111da. Tht1 iltlfl4 thtwiRttr ia 
Fltrldt, t, I If erai1, old Nnic,. 

Th e best thing ro do is cry ir out. 
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1. C lick the light bulb button . 

Clicking the button displays information about the stack. Many 
of the sracks that come with HyperCard have a button with chis 
icon. Click it co learn more about the stack. 

2. ClickOK 

Here are some of the icons commonly used for standard types 
of buttons: 

Moving within <::i CJ ~ ~ ~ ~ :1 stack 

Previous Next Card Previous Nex1 card First card Las1 Card 

• Card Card 

Moving between 
stacks and programs m ~ Q ~ D ~ 

Go Home Go Home Open a Open a Open a Go Back 
S1ack Program Document 

Utilities 

Q ~ ·;:~ -
Find Sort Show All 

carc.ls 

• Information 

~ ·~ · 
' 

~ • 

About About Help 
This S1ack This Stack 

Chapter 5: Exploring 



66 

Find hidden button!-> Sometimes you may fail to notice an important button. That's why 
the th ird step of the strategy is to look for hidden buttons. 

In this exercise, you'll learn a technique for finding hidden bunons 
in the Birds stack. Bue be careful: The author of a stack may 
camouflage buccons for a good reason. 

Getti ng ready: If you're already viewing che firsr card of the Birds 
stack, start with seep 1 now. If not, go Home, dick the Welcome 
button, then click the Birds button . 

1. Hold down the Option and cj keys to outline all the buttons. 

6. Important: Do not click any buttons or fields while you have the 
Option and d keys pressed. If you do, you may see a dialog box • 
containing the bunon's or field's script. If you do get such a dialog 
box, just dick its Cancel bu non to get rid of it. 6 

Wby is the picture 
highlighted JS if ii 

wen:• a buuon1 

While the rwo keys are pressed, rectangles appear around the 
buttons. Four of the buttons are no surprise-you've already 
used the Home burron, the light bulb button, and the two 
arrow buttons; but why is the picture of the bird outlined as 
if it's a button? 

White Pe lie an 
lllult ,.u, ... 1wvt 1,., ~..it, '11111>•• lltt 
""'' u Mt, tHII ta\c~wri11h. sli Dft rt 

~ >... ,,......,.,,__ 11 fhlL. TM1tioa1 cooptnUvth, Sllt't11111di11 
fbbl1di1wtttr, 

Vhu IHJ ht1,t Ptllcm llov• "'fmbn 
111d Gtd tbir oort1u tt 11rottC1 u, .. froa 
tH sun. 

2. Release the Option and O keys. 
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3. Click the picture of the bird co see what it does. 

The invisible button on cop of the whire pelican's picture 
plays the pelic.w's call through the computer's speaker. If you 
can't hear the call, try increasing the volwne setting in your 
Concrol Panel. 

All the birds in chis stack, except the cardinal, have a similar 
button to play the bird 's call. 

Find the fields You usually won't have much trouble with the fourth seep of the 
strategy: finding the important fields. They're obvious in most 
stacks. Bue you can make sure you've found chem all by using 
the Tab key. Try the technique with the Birds stack: 

I. Press th e Tab key once. 

The first field is selected. 

6 Important: Be careful not to type anything while the field is 
selected, or you will erase the selected text. If you do accidentally 
erase the rexr, you can use the Undo command to restore it. ~ 

2. Press the Tab key several more times. 

Each field is highlighted in turn-first the Name field, then the 
Description field, then rhe Habitat field, and then the Name 
field again. No surprises here: Those are the three fields you've 
already typed in. 

As it happens, there's another field in rhe Birds stack: the one with 
the card's number in it. You'll learn more about locked fields like 
chis one later in chis book. 
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Look for help The fifth and lase step of the strategy invokes the old adage, "When 
all else fails, read the instructions." In short, if the stack comes with 
a manual, read it. Or if it has Help buttons or menu commands, 
try chem. 

Emergency exits 

Disappearing menu bars 

The Birds stack doesn't offer any way co ger help except for the light 
bulb bmcon, whid1 you've already used. 

Sometimes you may decide you want co get out of a stack before the 
stack wants to let you go. If chat's the case, here are two cricks chat 
you'll find useful: making the menu bar reappear and using the 
keyboard to go Home. 

Some stacks hide the menu bar for aesthetic reasons. Fonunacely, 
it's easy to make che menu bar appear and disappear: 

1. Press (-"t-Space bar. 

Hold down the O key while pressing the Space bar. The menu 
bar disappears. 

2. Press ci -Space bar again. 

The menu bar reappears. 

• 

Going home If all else fails, go Home. You already know two ways of going 
Home: You can click the Home button if the card has one, or you • 
can choose the Home command from the Go menu. If chose 
options aren't available (or even if they are), you can always press 
1\ -H co go Home. 

1. Go to any stack besides the Home stack. 

If you're on the Home card, click the Birds button. 

2. Press ( 1-H. 

Hold down the c"J key while pressing H. You return Home. 
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The Addresses stack The Addresses stack is a foll-fearured electronic address book. In 
rhis exercise, you'll use the five-step strategy to explore ir. 

• 

• 

Getting ready: If you already have the Home stack open, start with 
step I now. If not , go Home. 

1. Open the Addresses stack by going to the Deskset Home card 
and clicking the Addresses button. 

Click here to open fflJ 
the Addresses stack. 

Since this is an 
address book, lhe 
purpose or these 

field~ seems clear. 

Addresses 

2. Experiment with the stack. 

Here are some guesses you could make about the Addresses 
stack: 

~ J1.hn I.JJ!!\l .• _.. ·---c..,.., I !.!u~~1mJ~.tt,1!!.!l, ___ _ 

lddrm I !!ll..i!IJlH!lY.!l----· 

__ Cl•-t• ~11 .... 4 ------
Sltlt 1.t,_ __ ,_, __ ,, ___ , __ 

ZiJ c .. , I l.ll!!l __ , __ 

These look like 
buttons. 1ly them. 
Click here to create 
a new blank card. 

ID.:1L1L__ : ¢) Q-- Arrow buuons 
---·--- : -8-.. --=e=-p usually move you 
____ '21" Stlcllftfl Cllt* ii. forward and 

IL __ __JL====...: '21"=-......:::==:::i• backward through 
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As you might 
guess, this button 
takes you back co 
the Home card. 

tht.: stJck. Try them. 
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Thc:;r l.ibt'I~ :trt ! 

:ibo hull on., Clll k 
thc111 to .,t·c \\'hat 

thcy do. 

3. Find hidd en buttons by holdjng down the · and Option keys. 

Are rhere any ocher burrons you haven't seen yet? Hold down 
d,e l°I and Opcion keys to see if anyching sw·prising gees 

outlined. 

C::S l&t.Uto•L---·-----·--·-··-·-
~ Gm.!~.IJ!s!..IM1ll.dtl ·· ···- ·-·· .. ·- ·· .. ··--· 

[J!Fill) 6Jis OaJftdil lfaJL._._····--··- -

CmiJ lt!!L .. - .. - ... -- .. - ·-·-.. ·-·-·-· c:::!wil t!L..,., __ ,_ .. , _ ___ , 
U!&lilil J.!fil..._ _________ , ___ , __ 

~ --~ ....... ~·· IIiI=iJ m:,.9.JL ___ m, 
_____ m, 
____ m, 
-·- -- =~~ = :m!!!!!!!!l!I 

llbe telephone 
icons are buttons 
that cm dial your 
phone for you. 

4. Find the fields by pressing Tab. 

Keep pressing the Tab key until you've found all seven fields. 

5. Look for help. 

Click the light bulb icon labeled "Stack Info." When you're 

done reading, click OK 

Chapter 5: Exploring 

• 

• 



The Picture Puzzler The Picture Puzzler stack, as you might expect, is a HyperCard 
version of a picture puzzle. 

• 

• 

Gettin g ready: If you' re already viewing the fuse Home card, start 
with seep 1 now. If not, go Home and click the Welcome button. 

I. Op en the Puzzler stack by clicking its butt on . 

Click here to open ---i:•-• 
the stack. r'.:i[] 

Picture Puzzler 

2. Experiment with the stack. 

The instructions on the first card tell you ro choose an option 
from the Puzzle menu. Pull down the Puzzle menu and choose 
Play Puzzle. 

Instructions 

Go to Artwork Card 
H~l<e-Puzzllf 

Try this command. 

Since this is a puzzle, the idea must be co put the pieces together. 
Can you figure out how? 

•!• Note: lf you want co see the whole puzzle, you have co hide the 
menu bar. Remember, you can hide the menu bar by pressing 

-Space bar, and you can show it agrun by pressing · -Space 
bar again. •!• 
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3. f ind the hidd en buttons. 

When you hold down the ( "1 and Option keys, each of che 
puzzle pieces is outlined. As it happens , each piece is a button. 
What happens when you dick the buttons? 

4. Find the fields. 

The Tab key yields no special information. There are no fields. 

5. Look for help. 

You can get Help from the Puzzle menu by choosing the 
[nstructions command . 

When you're done reading the instructions, click OK When 
you're finished playing with the puzzle, return Home. • 

• 
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Chapter6 

Tinkering With Stacks 

Once you're comforcable exploring stacks created by ocher 
people, you can start learning how to change old scacks and 
creace new ones to meet your own needs. This process is called 
authoring stacks. 

In chis chapter you'll enhance the Birds stack. 

73 
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Tools of the trade To Start authorin g you'll need tools and command s you haven't 
used before. Mosr of the imporranc ones are in rhe Tools and 
Objects menus. You 'ti Je.trn about many of t..l1e specific tools ,Uld 
commands lacer in chis book. 

T he Tools menu is special for two reasons: I r has icons rather than 
words, and you can "rear it off' the menu bar and move ic around 
the screen, as shown in the exercise that follows. 

Ge tting ready: If the Tools men u is visible on your menu bar, you 
can begin now with step 1. If you don't have a Tools menu , you 
need to change your user level as described in "The User Preferences 
Card" in Chapter 4. 

Pull down rhe Tools 
menu as if you were 

going to choose a 
command ... 

1. Go to the Birds stack 

2. Tear off the To ols menu as shown here: 

... but drag down 
well past the bottom 

~B/ 
»moo 
~ OC::? 
A O CI 

_ _ of thl' menu 
Release the mouse 
button when the 
palecte reaches the • 
lol-:.itiun you want. 

When the Tools menu is tom off, it is called the Tools palette. 
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Click the close 
box 10 close the 

Tools paleue. 

3. Drag the Tools palette by its top bar to the top-left corner of 
the screen. 

To move the 
pak'.lle, dn1g ir hy 
it., rop bar. 

White Pel icon 
Whlu o•llctts ~v, loRt bteks 1h.opt4 Jikt 
"''" to lltlJ ti... utc~wrlttlt, ,11,,..-1 
fh.h. Thtt tuint coepentivt1t, Hrrtun4J.nt 

-- --...,.""
1 fhhllUttWIUt . 

Vtlt" tbt1 ll1u•. ttlkOJ1s •1vt 111 ftothtrs 
tlld n.ttd tht ir tortMs to woctct thN fr• 
tbts\11 . 

4. Cfose the palette by clicking its close box. 

Si nee the close box is small, make sure you have the tip of the 
arrow in che box before you click. 
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The plan The goal of chis chapter is to reach you the techniques you need ro 

author stacks. You'U learn these techniques by completing a sec of 
exercises in which you'll tinker with the Birds stack in a variety 
of ways. 

Before Afier 

Preparations Before you begin, there are two things you must do: Make a new 
copy of the stack so you don't mess up the old one, and create a 
button on the Home stack to take you to the copy. 

• 

Saving a copy Whenever you' re about to make major changes to a stack, you 
should make a copy of the stack in case you make a mistake that's 
difficult to correet. You can choose whether you want to change the 
original stack or the copy. (le doesn't reaJJy matter.) In this exercise 
you'll create the copy, which you'll proceed co change in the 
following exercise. 

Getting ready: Go to the Welcome card of the Home stack. 

l. Go to the Birds stack. 

2. Choose Save a Copy from the File menu. 
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Make sure 
you're in the 

HyperCard folder. 

3. To enter the new name, type Birds . n e w and click Save. 

-81:HD:ffyperCard: 
7263 Im of 20860 k. 

Cl Help m 
Cl HOillt 
,::.., H~PfrCard.11 GS 
0 Stocks 

( Voh1m ) 
C Mew folder ) 

c Open ) 
Cl Tour C As soon ns you -0, ---

start typing the Sov<t copy of stack in: [~=~~~;?M-1--
Close ) Click Save after 

r11 
you've typed Sove 

m:w n~t11~1:, the old -rrj eirds.new I C 
ont thsappL':lr!>. 1l!i L!~· =====~· ;;;==~ Cancel the name. 

Adding a new button 
to the Home stack 

You now have cwo copies of the same file on your disk: Birds and 
Birds.new. You're still looking at the original Birds stack. 

4. Go Home. 

Click the Home button or choose Ho me from the Go menu or 
press O -H . 

To make it easier co open your new stack, you'll create a new button 
on the first card of the Home stack that cakes you to the new stack. 

Gettin g ready : Go co the Welcome card of the Home stack. 

1. Click the Create Quicklink button on the Welcome card . 

A directory dialog box appears . 

Click here. 

The Create QuickLlnk button on the H ome cards allows you co 
create new buttons chat can cake you to stacks. 
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2. Double-dick the name "Birds.new." 

The new button appears, flashing, in the middle of che card. 

3. Drag the new bu tton into position: 

' 
~111e Sleet/ l11lce1111 All•rew f. Swartz ,, ... ~,,··-
~ 

1,1, 

fl-
- ~111·!1• 1 IHbtl. II 

" 

er, ... Qwlctli11t_ 
Iser Prd1JH1eu 

t! Q 
Pinurt hultr 11r,,., ... 

~ 
""' 

~ 
S<otl Soor• 

Ct0writJil(i)lt911 IIJJhC.0..tt< , loc. 
lotl Kil II luic II lonatfl\ I 

Drag the new 
bunon here. 

• 
If you make a mistake-either by choosing the 
wrong stack or by moving the new button to an 
inconvenient location-you can correcc che mistake 
by deleting the button: Choose the Button tool ( 6) 
from the Tools menu; click the button once; press the 
Delece key; then choose the Browse cool (f'i). To cry 
again, go back and start with step L 

4. Try the new button. 

Click the new Birds.new button. Your new stack opens. • 
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Backgrounds If you look at Lhe pictures in "The Plan" at the beginning of this 
chapter, you'JI nocice there are a lot of changes to make. If you had 
to make those changes on each of the eight cards in the stack, it 
would cake a long rime. 

Fonw1arely, thanks co the HyperCard concept of background, you 
only have to make the changes once. In the two exercises in this 
section you '11 learn more about backgrounds and how to discinguish 
what's in the background from what's on che card. 

Examining a background A background contains the elements chat a number of cards have 
in common. This exercise illustrates the concept. 

• 

• 

Getting ready: Make sure you're viewing the Birds.new stack. 

1. Click the right arrow button a few times to see what the 
different cards have in common. 

Notice that the cards in chis stack have more similarities than 
differences. In fact, about all chat changes from card to card is 
the text and the picture of the bird. The rest-the buttons, the 
arrangement of the fields, and the blue paint - stays the same. 
Thar's the idea of a background. A background is the sum of all 
the things rhe cards have in common. 

·!• Note: You may notice chat the colors in the backgrow1d change 
slighcly from card to card. That's because each card uses a 
slightly different color set to make the pictures of the birds more 
realistic. See Chapter 6 of the HyperCard JIGS Reference for more 
informacion about color secs. -:-

Chapter 6: Tinkering With Stacks 79 



80 

2. Choose Background from the Edit menu. 

ii..a~ni1,~rfi~·1Js~, ~,.,~11;n~itci1~, ;;;;;~;;;;;;;~"~···~"i""'~ijl, The wor<l 
Backgmttnd in the 

Notice that there's no text and no picture 
of a bird. The text and the picture are on 
the card, nor the background. 

menu bar reminds 
you that you're 
viewing the 
background. 

• When you choose the Background command, H yperCard hides 
the card and shows just the backgrow1d. 

3. Choose Background from the Edit menu again. 

(If you prefer, you can use the keyboard shortcut 0 -B.) 
Choosing the command a second time lets you see the card 
again. The word Background disappears from the menu bar . 
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4. Choose Bkgnd Info from the Objects menu. 

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

Backrounds often have 
names. This one is 
called Bird Template. 

TI1is background is ~ I b k d 
shared by eight cards, Bksnd H1111,: ffiiinalm:•:'::· :, : , : · ===========~ T 

1
is ac groun contains four buttons: Home, left 

one for each of the birds. --. - Bksnd ID: 2766. Shmd by 8 cards. arrow, right arrow, and the 
This background _I _Contains~ background fields. light bulb. (The button that 

contains four fields: Name, Contains~ background buttons.----- --1 ;- plays the bird's sound is on 
Description, Habi1at, and DC on't Deleu the card layer, not the 

Card Number. background layer.) D Don't Seorch 

ra:::.:.is · t r,;::;:::-)c 1 [ OK ] I cancel-,• --tt-- Click here to close ~ ~ . - . 
1he Info box. 

5. Click Cance l. 

An experiment: 
cards versus backgrounds 

To give you a better understanding of the difference between a card 
and a background, these two exercises have you sp ray-paint a spot 
on the card and chen in che background. 

• 
Spray-painting a card 

In this exercise you'll spray-paint a card and discover that che 
change is visible on chat card only. 

Getting ready: Make sure you're viewing the Birds.new stack. 

1. Go to the first card. 

Choose First from the Go menu. 

2. Choose the Spray tool ( ~) from the Tools menu. 

Chap1er 6: Tinkering With Stacks 81 



82 

3. Carefully spray-p aint a small area as shown in the figure. 

D lmportant : D on'c pain r coo close co the piccure of che bird, because 
that'll make it hard to erase the spray paint. 6 

Carefully spray-paint 

White Pe lie on 
Wllitt ft lit1 1H hovt ltlll bHb tlHIJltd lib 
tcttJS \0 h.tlp ,h,. tatch wri11l1. ,lltftrt 

C ), ""-'.,,,,_ ., fhll. lhtt ·""' COtDttotivthl. Hrroffl lQI 
fhh i1 tt.,wou, . 

Wht11 th•• h1td1. tt I iuu hovt 11t ftnM,, 
11d Mtd U~tir f trHU tt trtttc\ tHa ffoa ,u,ua. 

here by holding~~..!---' 
down the mouse 

button and moving 
the mouse. • 

4. Choose the Browse tool (~) from the Tools menu. 

If you like shortcuts, you can press 0 -Tab whenever you want ro 
select the Browse tool. 

5. Look at the next card and then return to the first card. 

Click the righc arrow and then the left arrow. Notice that the 
spray paint appears only on the card on which you painted it. 

6 . Choose the Eraser tool (o) from the Tools menu. 

7. Erase your spray paint. 

White Pelican 
Wllh, 01llc•ftl hm 1111 ~toll •llal>•• likt 
""'' \0 litlp tbttt co1.ellwrl11h. 11ip,ptr1 

Fti,J~.lJi/"'~ i::,,1.1 fith. Tllt1 hlftl mpmliYtll, mro111'111 
~ fhh ln tllt •our. 

Wh1a d•tt hotch. ptlicou bovt 110 ftothtn 
•• 1tt4 \11tir IHlrtl U tt 11,otte\ U1ta fr• 
\ht Sift. 
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Spraiy-painting a background 

Now you'll make the same mark in rhe background and discover 
chat the change is visible on every card. 

l. Choose Background from the Edit menu. 

The Background command hides the card's text and allows you 
co edit the background. It also displays the word Background in 
the menu bar. 

2. Spray-paint the same place as before. 

Choose the Spray cool ('!l) from the Tools menu again and paint 
inside the frame where the bird pictur es go . 

A Warning: Be careful co spray-paint only in chis area .. If you 
accidentally get paint anywhere else, immediacely choose Undo 
from the Edir menu. Otherwise, you'll find ir hard to erase 
the paint. • 

3. Choose Background from the Edie menu. 

The word Background disappears from the menu bar. 

4. Choose the Browse tool( ~) from the Tools menu and look at 
the next few cards. 

Click the right arrow a few times. Note chat by painting the 
background rather than the card, your change affeccs all the 
cards. 

5. Being carefuJ not to erase the bird, choose the Eraser tool (o) 
&om the Tools menu and try to erase your spray paint. (You 
won't be able to erase it.) 

Because the paint is in the background rather than on the card, 
you must choose the Background command before you can 

erase it. 
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Summary: card layer versus 
background layer 

6. Choose Background from the Edit menu. 

The word Background appears in the menu bar. 

7. Erase your spray paint . 

Now you can erase the spray paint. But be careful not co erase 
any of the other paint in the background. If you do accidentally 
erase something other than your spray paint , immediately 
choose Undo &om the Edit menu. 

8. Choose the Browse too l (fl) &om the Tools menu again. 

You need the Browse cool co click buttons and type text. 
Choosing the Browse tool also takes you our of the 
background-the word Background disappears &om the 
menu bar. • 

In short , what you see when you look at a card is a compo site of 
two layers: the background /a,yer (which contains the elements shared 
by all the cards) and the foreground or card /a,yer (which contains 
only the elements unique to each card). 

• 
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Tinkering with 
buttons 

There's no special order in which you have to make changes. For 
the sake of convenience, the exercises that follow start with the 
changes to button s. 

Before you begin, you might want to look at the section called "The 
Plan" at the beginning of this chapter to see all the changes that you 
need to make. 

Deleting the light You'll start by deleting the light bulb button. In general, the way 
bulb button you delete things on the Apple IlGs is !o select chem and then press 

the Delete key. The same is true for deleting Hype rCard buttons. 

Getting ready: Make sure you' re viewing the Birds.new stack . 

1. C hoose the Butto n tool (o) from the Tools menu. 

To modify buttons, you muse use the Button cool. While you 
use the Button cool, the pointe r will be arrow~shaped and you 
won't be able co type in fields or make buttons do what they're 
programmed to do. 

2. Click the light bulb bu tton once to select it. 

When a button is selected, it's framed by a moving dashed line, 
sometimes called "marching ants." 

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

3. Press the D elete key. 

The button disappears. 

,:, A good question: Since chis button was in the background , why 
didn't you first have to choose the Background command co 
delete it? You could do just chat, but as a shortcut , HyperCard 
allows you co edit existing buttons and fields without first 
choosing the Background command. .:. 
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Moving the buttons Next you'll move che Home button and the rwo arrow butrons. 
(You'll also take a look at some instructions writren in che 
Hyper Talk script language.) 

Getting ready: Make sure you're viewing che Birds.new stack and 
using che Button tool (o) from che Tools menu. 

1. Drag the right arrow button to its new location. 

White Pelican 
Whlu ,,110011 bm I••• • ...,, 1ho,of lib 
""" IO IMI, Illa COIOh Wfllth, IIIPptr1 ...__..-,.,-.a.,.,._"., fi11l. Tittl ticint coo1ttroifvth, surrotad.i111 
fllh hi llit WOltr. 

Wbt11be1 htlell, 1tllm1 htvt •• holbtt1 
old,.,., thtlr 11ort11u tt prottct tl• fr• 
\IN lUII. 

I• ti., , ... tr, ,,tic1111, It.kt tlrr11 opt1wottr 
tf awtllH it Ult 11er1b.tr11 U1ittl StotH tnd 
1111hr1 C1111dL Jh11 ,,m tht wlattr ill 
lltrldo, Collfor•lo, oof Mulct. 

Make sure you're 
using the Button 
tool, then place the 
pointer over che 
middle of die button 
and drag it here. 

• 
2. Drag the Home button and the left arrow button to their new 

locations. 

Remember to drag che buttons by their middles. 

Wbi1t ,.11m1 hvt 1001 .. olc, 1hpof Uh 
ICtO,O It htll lhN CtlCb wrl1tll, 1ll1ptrl ._.,-,,"""=·"' fhl n,, Mlllt cot0trinlv11v.11ttToulltu1t 
fil• in tht W01tr. 

Wbffl t•q hotch, 0tllco111 havt 110 ftatlttrs 
11114 att4 thtir PtUIU l.t o,ot,ct 1.•,a troa 
l.bt tun. 
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The script says that 
when the button is 
clicked, HyperCard 

should open the 
Home stack using a 
special visua I effect 

-
-
-

3. C lick the Home butt on once to select it. 

4. Choose Button Info from the Objects menu . 

A dialog box opens. 

5. Click the Script button in the dialog box. 

Buttons usually have scripts that tell them what to do when 
they're clicked. You don't have co know anyth ing about scripts, 
but here's one for the sake of curiosity: 

Script of Bk9nd button ID 9 = "Hou" - on aoustUp 
v~suol tfftct Iris clost !t 

-
10 hOllt 

tndaouseUp 

-0 
Clli[) C!!fil) CJ.L) I Cancel,,-

6. Click the Cane.el button to close the script. 

~ 

After you're 
finished looking, 
click the 
Cancel button. 

ReaITanging the Now you'IJ change the appearance of alJ three buttons by changing 
• aITOW buttons their style from Shadow to Transparent. 

Getting ready: Make sure you're viewing the Birds.new stack and 
using the Button tool ( o ). 

1. Double-dick the left arrow button to open its Info dialog box. 

Doub le-dicking a burcon with the Burton tool is a shorrcuc for 
selecting ir and choosing the Burton Wo command. 
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2. Use th e pop -up Style menu to change the style from shadow 
to transparent 

BuUon Hae: =lffl!l=· ~---' 

Bksnd button number: 2 Bksnd 

Hold the mouse -;.;-O_S_how_Hcn_e __ _.:.St,...Y:..:.le::..v 
bunon down over the 181 Auto Hilite round rect 

F011ils: h kb 
d " I d " 0Shore Hi lite c ec ox wor s 1a ow · · · rodio button 

( Icon ... ) 

(Link To ... ) ( Fant_. ) 

~,-!'!-- ... then drag up 
to select the word 
"transparent." 

(Script ... ) ( Colors ... ) [ OK ] ( Cancel ) 

3. Click OK. • 
4. Similarly, open the Hom e button's Info dialog box, set its style 

to transparent, and then click OK 

5. Repeat the process a third time with the right arrow button. 

Open the right arrow button's Wo dialog box, set its style to 
transparent, and click OK 

Adding a button linked to Next you' ll add a button that can cake you to the Calendar stack so 
the Calendar stack you can quickly enter appointments co go birdwatching. 

Creating the button • Stare by creating the button and specifying its appearance. 

1. Choose New Button from the Objects menu. 

HyperCard places the button in the middle of the card. 

2. Double-click the button to open its Wo dialog box. 
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Type Calendar to 
name the button. 

Click here co 1um 
off the Show 

Name feature. 

-

3. Set the button 's attributes as follows: 

I Button Mcne: I Colendori I,., " . I I 
Card button n1111ber: 2 Cord bul opaque 

c-D Shaw HOiie Sty It : uctaneh 
181 Auto Hllite shado11 

0Sha re Hllite 
Fcnily: round rect 

check box 
( Icon ... ) rodio button 

(link To ... ) ( font_ ) 

(Script ... ) ( Colors ... ) ( OK ) (Cancel) 

4. Click the Icon button . 

Use this pop-up 
menu to choose the 
transparent scyte. 

S. Select the Calendar icon and click OK 

Use the scroll bar 
to find the 
Calendar icon. 

-~- ------,,..,.,.------11=1-+1-- Click the icon to 
select it .. . 

The icon appears partially clipped off inside the new burron. 

6. Click OK again. 
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7. Move the button into place and resize it. 

You can move the button by dragging its middle. You can 

change the size of the button by dragging any one of its corners. 

~lhite Pe licon 
lillilt DtllHM bGVt 1011 •ooh silODtd 11kt 
mops to htlt tbta <0t<•wrl111i. llil!ff" 

F;ij::.Q,..,,r~i:!,,(J fith. llHtlhfollt COtJHDtivtl1, ,u,rouodl•I 
~ fh~ In t•t VGttr . 

Whn, th1 Mte-h. p,,Hctas hovt 1111 ftadttrl 
Gld 11141 t•tir 0trt1U to Jtottel tll• fr• 
tht ,a 

In tht , ... ,. otlictlH lltt tilt 09t111ottr 
If ean,H 1, ,.,, 111\htra ln.i\td StGtH 11114 
UillMtll Ct11dt. Thtt ~,,Ml t!.t wl11Ur ID 
.f.lO!J,,, fol iftroio. 111 MniH. 

Move the but1on 10 
here and adjust its size. 

lt 's OK if the burron overlaps the bottom field a little. You'll 
fix rhac by the end of the chapter. 

Creating the link 

So fur, you have a beautiful button chat doesn't do anything. 
By creating a link you'll make the button work. 

Getting ready: Make sure you still have the Button cool ( 0 ) 

selected. 

• 

1. Double-click the new button to open its Info dialog box. • 
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Click here. 

• 

2. Click the Link To button. 

When you dick the Link To button, HyperCard needs ro know 
which card or stack you wish ro make the link co. To ler you 
know ir's waiting for you co complete the action , it displays the 
Link To box: 

Link to: 

( This Cord) (This Stock) ( Conctl ) 

You specify tbat you want a link co the Calendar stack by 
opening the Calendar stack, as described in the next seeps . 

3. Go to the Deskset card in tbe Home stack. 

Choose Home from tbe Go menu and click the Deskset button. 
(You can click buttons even though the Link To box is displayed. 
If it's ever in the way, you can move it by dragging its top bar.) 

4. Click tbe Calendar button to open the stack 

5. Click "This Stack" to complete the link. 

Jvl1 lHO 

.,,, _____ _ 
tH _____ _ 

I>I tm ___ _ 
- · IL-ff 
. ,. 

t?·lf _____ _ 

!:ff t,,---- ---
Uf ~,.,------:===== 

You return co the Birds.new stack 
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Testing the button 

In this exercise you' ll cesc the buccon and discover chat you placed 
the bu econ on the card instead of in the background. In the nexc 
exercise you'll correct the mistake. 

1. Choose the Browse tool ( f1) from the Tools menu. 

2. Click the new button to test it. 

Th e Birds.new stack should close and the Calendar stack should 
open. 

If the button did not work correctly, return to the 
Birds.new stack, choose the Button tool (o), click 
your buccon once, and press the Ddete key. Then 
start chis section ('½dding a Button Linked to the 
Calendar Stack") again. 

3. Choose Back from the Go menu until you return to the 
Birds.new stack. 

You may have to choose the Back command twice. 

4. Go to the next card by clicking the right arrow button. 

• 

Whoops! If you followed the directions in the previous section, 
you've discovered chat your new burcon isn't on the next card. 
Why? You created the buccon on the card instead of in the 
background. • 

Thar's one of the most common mistakes stack authors make. 
The next exercise will show you how co correct it. 

5. Go back to the card with the Calendar button on it. 

Click the left arrow button. 
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Moving the button from the card to the backgrouncl 

To move the button from the card to the background , you need to 
select the button, cut it, go to the background, and paste it. 

1. Choose the Button tool ( o) from the Tools menu. 

2. Click the Calendar button to select it 

3. Choose Cut Button from the Edit menu. 

The button disappears. 

4. Choose Background from the Edit menu. 

5. Choose Paste Button from the Edit menu . 

6. Choose the Browse tool (f-1) from the Tools menu. 

You leave the background and the word Background disappears 
from the menu bar. 

7. Go to the next card to make sure it worked. 

The button now appears on all the cards. 

Because creating objects on the card instead of the background (or 
vice versa) is one of the most common mistakes stack authors make, 
you might wane to fold down the corner of this page so you can 
find these instructions easily. Remember this strategy to correct the 
mistake: select, cut, background, paste . 

• Copying the Find button One easy way co enhance your stack is to borrow work done by 
others. In this section you'll add a button by copying it from the 
Bunon Ideas stack. The new button will automatically choose the 
Find command. 
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Click here once 

Copying the buuon 

Start by finding and copy ing rhe bucron. 

1. Choo se th e Browse tool (fl) from the Tools menu . 

2. G o Hom e. 

3. Go to th e Tool Kit card. 

Click rhe Tool Kir button ar rhe bottom of rhe card. 

4. Click Bu tton Id eas. 

The Burton Ideas scad< cont ains buttons you can use in your 
stack. 

5. Click H elp and Woanati on to get to the card with th e Find • 
button on it. 

6. Choo se the Button tool ( o) from th e Tools menu. 

7. Click the Find button once to select it. 

to \<:b:t the--1_ r't 
Find button. ~ 

8. C hoose Cop y Butto n from the Edit m enu. 

Be careful to selecc the Copy Button command and not the Cur 
Butto n com mand. • 
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Pasting the button 

Now return co the Birds.new stack, paste the button, and move it 
into place. 

1. Use the Back command to return to the Birds.new stack. 

Keep choosing the Back command from the Go menu until you 
return co the Birds.new stack. (You will probably need co choose 
the Back command four times.) 

2. Choose Background from the F.dit menu. 

Make sure you see the word Background in the menu bar. 

Since ch.is butron should be shared by all the cards in the stack, 
you should paste it in the background. 

3. Choose Paste Button from the F.dit menu . 

The button appears in the background. 

4. Double-dick the button to open its Info dialog box. 

5. Change the style to shadow, then click OK. 

Use the pop-up Style menu co change the style and then 
click OK 
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here and 

adjust its size. 

Tinkering with fields 
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Deleting the card 
number field 

6. Move the button into place and resize it. 

White Pelican 
W~ilf ,.11,,., h1vt ltftl bflk11h1ttd lib 
sco1ps lt htlt ffl19 catch wri11l1. i liJJtrll 

• >.. ,.,..., ,,,.,__ 11 fis~ Tbt l ffll CtoPtrodvd1. 11rroundin1 
fh)i i1 Oat Wtltr. 

Vllt11 \Ml ,,,c•. ,,1icat11 havt nt ftttbtn 
o•d ftftd llltlr ,artnU II ,n1tGI \~ .. Ir• 
tllf HI. 

7. Choose the Browse tool (~} from the Tools menu to see how it 
all looks. 

You leave the background layer, and the word Background 
disappears from the menu bar. 

• 
Now that you have the buttons pretty much as they should be, it's 
time co start on the fidds. Once again, you might want co go back 
and look ac the section called "The Plan" at the beginning of the 
chapter co see the changes that you need co make. 

The plan doesn't call for a Card Number field, so you'll delete it 
in this exercise. Deleting HyperCard fidds is similar co deleting 
HyperCard buttons and other objects in Apple IlGS programs. Yo. 
select the object and then press the Delete key. 

Getting ready: Make sure you're in the Birds.new stack. 

1. Choose the Field tool (0) from the Tools menu. 
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Click here once 10 

select the field. 

2. Click the Card Number field once. 

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

3. Press the Delete key. 

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

A. Warning: Make sure you've selected the right field before you 
delete it. You cannot Lmdo the deletion. .&. 

4. Click Delete to confirm your decision . 

Modifying the bird In this exercise you'll change the font, style, and color of the bird 
name field name field. 

Getting ready: Make sure you're still in the Birds.new stack and 
that you still have the Field tool (§ ) selected. 
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Use the pop·up 

1. Doub le-click the Bird Name field at the top of the card to 
ope n its Info dialog box. 

This is the same as selecting the field and choosing Field Info 
from the Objects menu. 

2. Click the Font button. 

The Text Style dialog box appears. 

3. Set the attributes as described below: 

Finally, click OK . 

.-- -- -- Double-click here 
:111d t\'Pt' 14. 

menu 10 choose -!~ llllf 
Font Size: [D 

Center Text 

4. Click the Colors button. 

5. Set the text to be purple, then click OK 

lhe quick l;rJj]l]jJifEJ lokfs o running l eop 
iver 1he lo1y dog. 

rr011e 
,--- ---11 - Click this color. 
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6. Click OK one more time. 

The Bird Name field should now look like this: 

~ oving the fields closer Since there's noc quite enough room at the bottom for the row of 

• 

together buttons, you'll move the fields a little closer together in this exercise. 

Getting ready: Make sure you're still in the Birds.new stack and 
that you scilJ have the Field cool (El) selected. 

l. Make the Bird Name field a little smaller by dragging its 
comer. 

While holding 
down the Shift key, 
drag this comer of 
the field up until 
the field is this size . 

Holding down the Shi.ft key allows you co adjust che field's 
height without changing its width (and vice versa). 
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If you make a mistake, try using the Undo command 
in the Edit menu. 

2. Drag the Description field up by dragging its middle. 

While holding 
=-!!!~ down the Shift key, 

drag the middle of 
the field up until 
the field is here . • 

Holding down the Shift key allows you to move the field up and 
down without moving it sideways (and vice versa). 

Remember the general rule that, on the Apple IlGS, to move 
something you drag its middle ; to change its shape you drag its 
corner: middle to move and corner to change. 

-r:---

. ··-~~·.Jr~<':-~',.->, 
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3. Drag the Habitat field up in the same way. 

While holding 
down Lhe Shift key, 
drag Lhe middle of 
the field up until 
Lhe field 1s here. 

The plan for the Birds.new stack calls for a field in which you can 
type your own notes. In the next two exercises, you'll create the field 
and cest it by filling in some notes. 

Creating the field 

In this exercise you'll create the field. 

I. Choose Background from the Edit menu . 

To put the Notes field on all the cards, you must create it in the 
background. You can confum you're working in the background 
by looking for the word Background in the menu bar. 

2. Choose New Field from the Objects menu. 

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

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

4. Use the pop-up Style menu to set the style co scrolling. 

5. Type Notes to name the field. 

6. ClickOK 
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Change the 
field's size and 

move it ht:re. 

7. Resize the field and move it into position. 

The field should be as wide as the bird's picture frame and just 
tall enough to fit three lines of text. • 

Using the field 

In this exercise you'll type some dares in your new field co resr ir. 

1. Choose the Browse tool (f-1) from the Tools m enu. 

The word Background disappears from the menu bar. 

2. Choo se First from th e Go menu . 

You rerurn co the whire pelican's card, che first in che stack. 

3. Click on ce in your new field. 

The insertion point begins to blink. 

4. Type the following: The pelican reminds me of a • 
stork . You can almost picture a sling hanging 

out of its mouth and a baby hanging out of the 

sling . 

Notice chat che field aucomatically scrolls. You can use the scroll 
arrows co move back and forth through che texr. 
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Creating the label for the 
Notes field 

• 

• 
While holding 

down the Option 
an<l Shift keys, dr.tg 

the Notes field by 
its middle and place 

the resuiting new 
field here. 

5. Move to the next card. 

Click the right arrow. 

6. Click your new field. 

7. Type: I s i ghted a bald eagle near Seattle on 

April 26 , 1 990 . 

According to the plan, the word "Notes" should be above the Notes 
field. When you need co put text on the background , you have cwo 
choiices: you can either paint it or use a shared-text field. (See 
Chapter 5 of the HyperCard Des Reference for details on the 
considerations involved in the choice.) In this case you'll make the 
label a shared-text field . 

Duplicating a field 

Instead of creating the field from scratch, you'll make a duplicat e of 
the Notes field and modify the duplicate as necessary. 

1. Choose the Field tool (CJ) from the Tools menu. 

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

Draggin g the field while you hold down the Opti on key creates 
an exact duplicate of the field. Dragging the field while you hold 
down the Shift key restricts the movement of the field to either 
straight up and down or straight left and right. Dragging the 
field while you hold down both keys produces both effects. 
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.6. Important: Be careful not to duplicate the field more than once. 
Every time you click the field while the Option key is pressed 
you create another field, so every false stare creates an extra field. 
Delete any extra fields by selecting them and then pressing the 
Delete key. ~ 

3. Double-dick the new field to open its Info box . 

4. Type Notes Label to name the field. 

5. Click Shared Text. 

When you click Shared Text, the Don't Search check box is 
automatically selected as well. 

6. Use the pop-up Style menu to change the style from scrolli4 
to transparent. 

7. Click Font. 

8. Click Bold and then click OK in the Text Style box and again 
in the Info box. 

9. Adjust the size of the Notes Label field: 
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While holding 
down the Shift key, 

---H-'!H-1--drag this corner up 
so there's just 
enough room for 
one line of text. • 
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Putting the text in a shared-text field 

You edit text in a shared-text field just as you edit text in ocher 
fields. However, since you don't want anyone to change the text, it's 
a good idea to lock it. 

Getting ready: Make sure you're viewing the Birds.new stack. 

l. Choose the Browse tool (fi). 

You need the Browse tool to type in the field. 

2. Click once in the new field. 

The insertion point will blink in the new shared-text field and 
the field will turn white while you're typing in it. 

3. Type Notes 

4. Choose the Field tool (CJ) from the Tools menu. 

5. Double-click the new field to display its Info box. 

6. Click the Lock Tex:t box and click OK . 

An X in the Lock Text box indicates the option is selected. 

7. Choose the Browse tool ( fi) from the Tools menu. 

8. Look at a few cards to make sure the text is in fact shared. 

Click the left and right arrow buttons to move forward and 
back. 
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You're finished with the imporrant changes co the stack. Now it's 
rime for a few final adjustmencs to make rhe stack look better. You'll 
perform rhree casks: Arranging the butrons a lircle more precisely; 
drawing a decorative box around che cl1rcc n-ansparenc bunons; and 
Aipping rhe c1rdinal ro make it look bercer. 

Getting ready: Make sure you're viewing the Birds.new stack. 

1. Choose the Butto n tool (a). 

2. Ar range the button s. 

Now chat you have more room, move the bunons like chis: 

huuons up a little. to 1hc center, leaving 
plenty of mom for 
che frame you are 
about to draw. 

• 

3. Cho ose the Background comm and from the Edit menu. • 

The word Background appears in che menu bar. 
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4. Choose the Rectangle tool (0) from the Tools menu and draw 
a rectangle like this: 

Staning here, hold 
down the mou~c 
hullon ... 

... and dmg here. 

If you make a mistake, choose Undo from che Edit menu before 
. . 

crymgagam . 

5. Choose the Paint Bucket (e,,) from the Tools menu. 

6. Choose a color or pattern from the Patterns menu . 

For example, you could choose white co match the other cwo 
buttons on the same row: 

Patterns 
_J • 

B !!l!lli 
111111m1111 m1m11111• mm: 
1111111111111 ~mmmumu ; : i:: t 
111111 m1111111111t®] ~~ 
II I I 111111111111111 HH} B:2 mm. ::::::mm 
11111111 . •. :,;,;;:j: u ~ • • • :,,,,,:,,,,,: 
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Click anyw hl'll' 
insick: till· l'l'r t:ingk . 

7. Pour paint into your rectangle. 

Remember, you can use the Undo command if you make a 
mistake. 

8. Choose the Browse too l (fl). 

You automatically leave the background and the word 
Background disappears from the menu bar. 

9. Find the cardinaJ 's card. 

Use either the Find command or the arrow burcons co find che 
cardinal. 

• 
10. Choose the Selection tool (r:J) from the Tools menu and select 

the card.inaJ like this: 

Starting here, hold _aa_lllililllllllllMIUIIIIIEllla:ml _______ m 

down the mouse 
butlon . . . 

.. . and dmg here. 

Northern Cll!dlnal 
Nolt car4i111h lltvtavc.h ki,•ur c.ol,ri 
1.Mt1 ttaolts. ti., lta1lts' 4u.Utr ctltn iw1, 

, eaouf 1,,, thtawMfl ,., • .,., 1tsth1t wltt. 

'"''"'-
Ctrlillh hovt '"" utffli.n.t tlltir Datarol 
ro111 ll tht Jan ctntar1.eovi11 t,rtMr a:n, 
fart"'' Rort .... or4. 

(trdiaals Jiwt tbttutbtut till, tHttra lnitt4 
Stotts. JH1 dt1't ai,rott tod ,, h,t whfn 
tht winun trtfl't tot llwt.lt. 

11. Choose Flip HocizontaJ from the Paint menu to flip 
the bird. 

12. Choose the Browse tool (f-1) again. 
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This section describes several shortcuts. lf you'd prefer to move on 
ro the next exercises, start the next chapter. 

+ In the Birds stack, hold down the Option and O keys and 
while they' re still pressed, click any button. 

HyperCard displays the button's script. Click the Cancel button to close 
the script. 

+ Tear off the Tools menu and choose the Browse tool ( f->). Hold 
down the tt key and press Tab twice quickly. Th en try holding 
down the ( "~ key and pressing Tab three times. 

PressingO -Tab twice chooses the Button tool(o). Pressing it three times 
chooses the Field tool (El). 

• Display the Message box. Type c and press Return. Repeat 
the experiment , first typing the letter s and then typing the 
letter b. 

'Jyping c displays the Card Info dialog box, just as if yo" had chosen the 
Card Info command from the Objects menu. The s message displays 
the Stack Info dialog box, and the b message displays the Bkgnd Info 
dialog box. 

+ Press Option -Tab once . 

Pressing Opti()n-Tab opens the Tools palette. You can close it by pressing 
Option-Tab again. 
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. Chapter7 

Creating New Stacks 

I n chis chapter you'll build one stack from scare to finish and create 
another one as well. In the process you' ll review many of the other 
techniques you've learned in this book. 

111 



Starting fro1n scratch In this section you'll create a stack from scratch. 
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Dl:~igning lhl' slack The firsr srcp in creating a new srack is co design it. Sc;u·r by 
thinkin g about who rhe stack is for and what the stack should do. 
For example, suppose you want ed to make an electronic memory 
book with interesting facts about your friends. 

Background art 
should look like a 
notebook to mak~ 

the stack easier 

Your stack should be simple to use and easy to read. After thinking 
for a while, you sketch out chis design: 

Buttons. 

Fields. You need 
room for the tit!.... 
of the stack, ao• 
your friend's name, 
hometown, and fun 
facts. You also need 
two labels. 

A few simple ones will do. 

•!• Note: If you wane to create professional- looking scacks, • 
you should design chem carefully. You may want co read 
Apple's HyperCard Stack Design Guidelines, published by 
Addison-Wesley. •!• 
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Starting a new stack The first seep is co create a new stack, as described in chis exercise. 

Getting ready: If you've set your user level co Authoring or 
Scripting, scare now with seep l. Otherwise, increase your user level 
as described in "The User Preferences C'ltd" in Chapter 4. 

1. GoHome. 

2. Choose New Stack from the File menu. 

The New Stack dialog box appears, as shown in step 4. 

3. Make sure you're in the Staeks folder. 

4. Name the stack and choose your options as shown here: 

Make sure -- ..si:HD:ffvperCord:Stocks: 
you 're in !he S972 free of 20860 K. 

Stacks folder. Cl Qddresm 
Cl Artldeos 
Cl Birds 

Type Friends 

Cl Bunonldeas 
Cl Calendar 
Cl lcon£ditor 

The new stack opens, absolutely blank. 

Cl ying the background a1t The background art for this stack is supposed to look like a spiral 
notebook. You could use the Paine cools co draw your own, but 
instead, chis exercise will have you copy the arc from the Arc 
Ideas stack. 

Getting ready: Make sure you' re in the Home stack. 

I. Go to the Art Ideas stack. 

Go Home, click the Tool Kit button at the bottom of the card, 
and then click the Art Ideas button. 
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2. Click the Background Art category. 

3. Choose Background from the Edit menu. 

You enter the background and the word Background appears • 
the menu bar. 

The artwork you wane to copy is on the background. 

4. Tear off the Tools menu . 

Pull the menu down as if you were going to choose a com~and , 
bur keep dragging past the bottom. Place the Tools palette 
wherever you like. (If you need more details, see "Tools of rhe 
Trade" in Chapter 6.) 

5. Double-dick the Selection tool (r:1) in the Tools palette to 
select all the art. 

A moving dashed line surrounds the card, indicating char the ~ 
is selected. W 

6. Choose Copy Picture from the Edit menu. 

7. Return to your new stack by using the Open Stack command. 

Choose Open Stack from the File menu and double-dick rhe 
name "Friends" to open the stack you're working on. 
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Copying the 
background buttons 

8. Choose Background from the Edit menu. 

Confirm thac you're working in the background by making sure 
the word Background is in che menu bar. 

9. Choose Paste Picture from the Edit menu. 

You've finished the background an. 

In this section you'll put three buccons-Home, lefc arrow, and 
right arrow-in the background. You'll copy them from the 
Addresses scack. 

The left arrow button 

Starr by copying the lefc arrow button. 

Getting ready: You should have the Friends srack open. 

1. Choose the Browse tool (~). 

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

3. Double-click Addresses. 

The Addresses stack opens. 

4. Choose the Button tool (o) from the Tools menu. 

5. Click the left arrow button once to sdect it. 

A moving dashed line surrounds the selected button . 

6. Choose Copy Button from the Edit menu . 

7. Open the Friends stack using the Open Stack command. 

Choose the Open Stack command from the File menu and 
double-dick Friends. 

8. Choose Background from the Edit menu. 

Make sure you see the word Background in the menu bar. 
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9. Cho ose Paste Button &om the Edit menu. 

The burton appears. You'll move ir inro place in a later exercise. 

The right arrow button 

Contin ue by copying the right arrow burcon from the Addresses 
stack to the Friends stack. 

Getting ready: Make sure you're still using the Burton tool (o ). 

1. Op en the Addr esses stack. 

J use as you did in the lase exercise, choose Open Srack from the 
File menu and double-dick Addresses. 

2. Cli ck the right arrow button once to sd ect it. • 
3. Choo se Copy Button from the Edit menu. 

4 . Return to the Friends stack. 

Choose the Open Stack command from the File menu and 
double-dick Friends. 

5. Paste the butt on on the background . 

Choose Background from the Edit menu and then choose Paste 
Burton from the Edit menu. 

The Home button 

Finally, copy d1e Home button. 

Getting ready: Make sure you're still using d1e Burcon cool (0 ) . 

1. Go back to the Addresses stack using the Open Stack 
command. 

2. C lick d1e Hom e butt on once to select it. 

3. C hoose Copy Button from the Edit menu . 
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4. Return to the Friends stack using the Open Stack command. 

5. One last time, paste the button on the background. 

Choo se Background from the Edit menu and then choose Paste 
Button from the Edit menu. 

6. Double-dick the Home button to open its Info dialog box. 

7. Click the Icon button. 

Button Mmu: ...,It&=· ..,· _______ __, 

Bkgnd button ninber: 3 Bkgnd button ID: 3 

0 Show Mcne Sty It : I tranmrent k 
181 Auto Hilitt 

0ShonHiliU 

Click here. --!of----! 

fC111ily: I O (none) k 

8. Change the icon. 

ID: 1.022 "Hoaea H1111e" fr1111 "HYP£RCARO.ll6S" 

~ {,Q s ~ 
<:J 0 ~ ~ 

~ {r {} OC=a ~ 

~ fr 0 [)C:J c::)!) 

~ 

c;> 

C) 

C View ) ( Import ) ~ (Canctl) C OK 

9. Finally, click OK in the Info dialog. 
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Move the buttons 
l\l these lo,:uion~. 

(Remember lO 

Arranging the buttons 

Now you need to move the buttons into position. 

Getting ready: Make sure you' re still viewing the Friends stack and 
that you stiJI have the Button tool (o) selected. 

1. Make the Home button smaller. 

Drag its comer to make the button just a little bigger than the 
. . . 
,con m its center. 

2. Move the buttons into position: 

• 
drag them by their---;;;--...-------------.--, 

middles, ,wt 
their corners.) 

Creating the 
background fields 

In chis section you'll create the six background fields for your new 
sr;ack. Three will be shared-text fields-a large one for the stack's 
tide and two small ones for the labels "Hometown" and "Fun 
Facts." The other three fields are for your friend's name, where 
your friend lives, and some fun faces about your friend. 

The stack's title 
• 

In chis exercise you'll create a shared-text field for che stack's tide. 

Getting ready: Make sure you're still viewing the Friends stack and 
working in the background. 

1. Choose New Field from the Objects menu. 

The new field appears in the middle of the window. 
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2. Double-click the new field to open its Info dialog box. 

3. Click the Shared Text check box to select it. 

This option specifies that this field will have the same text on 
every card. 

4. Click the Font button and set the text style for the field as 
follows: 

Click 16 

~ Style; - J 
OBold Courier F 8 0 ( OK 

Genevo 
. 

Dltalic Helvftico 
u 

(Coned) 
OUnderline 

' ' OOutline Tiaes lo 0ShadOII Venice -0 
I Align left ~ line Height: UL] Font Size: U[J 

The quick brown fox jumps over 

. .. and then 
click OK. 

5. Click the Colors button and choose the text color as follows: 

The quic llI1lfiiJ11Jltokes a running leap 
over the lozy dog. 

Frme 
-----~ Click blue ... 

@«I) 
( OK ..,aJc-H--... then click OK. 

6. Click OK again. 
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7. Resize the new field and move it into place: 

Adjust the size or __ 
the fickl and •L...~===J 

place: it here. 
(Make sure the field 

is tall enough for 
one line of text.) 

Remember, co change che size of the field, drag its corners; co 
move che field, drag it by ics middle. • 

Text for the Stack Title field 

In chis exercise, you'll fill in the text for the stack's tide and draw a 
line below it. 

Getting ready: Make sure you're still viewing the Friends stack. 

l. Choose the Browse tool. 

2. Press the Tab key once to find the field. 

The insertion point blinks in che field. 

3. Type Friends 

4. Lock the field. • 
Choose the Field cool (El) and double-dick the field co open irs 
Info box. Then click che Lock Text button and click OK. 

5. Choose Background from the Edit menu. 

The text disappears while you work in the background. 
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6. Choose the Line tool (/) from the Tools menu. 

When you choose the Line tool, the pointer changes to a 
crosshair. 

7. Hold down the Shift key and draw a line to go under the title. 

Since you can't see the tide, you'll have co estimate where the line 
should go. It goes about an inch below the bottom of the spirals. 
If you make a mistake, you can use the Eraser cool (o) to erase 
the line or the Field tool (§) to move the tide. 

•:• Tip: ff you don't want co be forced co estimate where the line 
should go, you can draw the line on the card layer-where you 
can see the text-and then cut it and paste it onto the 
background layer. ,:, 

Hold down the Shift 
key and drag 10 

draw the line here. 

Holding down the Shift key while you drag makes it easier to 
draw a horizoncal line . 

8. Choose the Browse tool(~) to see how it looks. 

Your friend's name 

In this exercise you'll create the field for your friend's name. 

Getting ready: Make sure you're still viewing the Friends stack. 
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l. Choose Background. 

Mak e sure che word B11cligroundis in che menu har. 

2. Choose New Field from the Objects menu. 

The new field appears. 

3. Click the new field once to select it. 

4. Choose Text Style from the Edit menu to open the Text Style 
dialog box. 

This is a shorccur for clicking che Fonr buccon in che Field Info 
box. 

5. Set the text style for the field as follows: • 
Click 16 

- Style: - ~I 0Bol d Courier F 8 0 ( OK 
D Ito lie 

Genevo 11:i 
(Cancel) 

OUnderline 
Helvetica 

,, .. , 
OOutline Times lo 0 0Shodow Venice 

I Alil1n Left ~ Line Height: [![] font Size: [U 

The Quick brown fox jumps over 

... and lhen 
dick OK. 

6. Resize the new field and move it into place: 

Ch a prer 7: Creating New Stacks 

Adjust the size of 
the field and place 
it here. (Make sure 
the field is rail 
enough for one 
line of text.) 
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Place the field here. 

The two labels 

1n this exercise you'll create the field for tjie Hom etown label and 
duplicate it to create the field for che Fun Faces label. In che next 
exercise, you'll enter the text. 

Getting ready: Make sure you're still viewing the Friends stack and 
working in the background. 

l. Choose New Field from the Objects menu. 

2. Double-dick the new field to open its Wo dialog box. 

3. Click the Shared Text check box to select it. 

4. Click Colors and set the color as follows: 

The quiek 11Jlil')Jjlffl takes a running I eap 
over the lazy dog. 

F.ra11e 
~---++-- Choose 1his c:olor ... 

5. Click OK to close the Field Info box. 

6. Position the new field like this: 

. ................. , 
~ .,,..,n•1....,or'f'l•J'l.,.,'l\ 
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7. Dupli cate the field, as describ ed in the figure: 

While holding 

dow .. ,h,s hma,d ~ 
Option keys. .. 1- --11 - - I 

... drag thL~ field -··--·--· .. -··-·· 
strnightdowa... ;;;::::: . . . until i!S copy is 

in position here. 
: l:'~"f' ~~"'l..,,' 1'~- ~'1.-1."l' l '~ : 

Text for the labels 

Now enter text for the labels. 

Getting ready: Make sure you' re still viewing the Friends stack. 

I. Ch oose the Browse tool (fl). 

You need rhe Browse tool to ente r text in fields. 

2. Pr ess the Tab key twice and type Hometown 

3 . Press th e Tab key again and typ e Fun Facts 

4 . Lock th e Hom etown label field. 

• 

Choose the Field tool (D ) and doub le-click the field co open its 
Info box. Then click the Lock Text button and click OK • 5. Repeat the pro cess to lock the Fun Facts label field. 

The Hometown and Fun Facts fields 

In chis exercise you'll create the fields for your friend' s hometown 
and for fun facts about your friend. 

Getting ready: M ake sure you' re still viewing the Friends srack. 
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1. Choose Background from the Edit menu. 

Make sure the word Background is in the menu bar. 

2. Choose New Field from the Objects menu. 

Th e new field appears. 

3. Double~click the new field to open its Info box. 

4. Click Show Lines to select the option. 

The Show Lines option draws lines in the field co make it easier 
for the user to see where to type. 

5. ClickOK 

6. Resize the new field and move it into place: 

7. Duplicate the field as shown here: 

While holding 
I II ·--1 dov.:n 1he Shift and 
I I _ . ·-- _ .... _ .... , Ill Opuon keys . . . 
L ,_,,..,, ,,..,0 ~== Hrl'f'l'l'1'l'i'1'M'M'r 4'1'i'lo"1.'i"i'i'1Ti'r. \ ~Tl'Tr.T.r;"n-nT:·:'1TNT ~ , , • drag this field 
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If you clone the field successfully but done get it in 
quite the right place, delete the new field and try 
again. You can delete a field by clicking it once and 
pressing the Delete key. 

8. Extend the new field to near the bottom of the card. 

9. Choose the Browse tool {f-i). 

While holding the 
Shift key down, 
drag this corner of 
the field here. 

• 

Checking your work You've completed the background and should be ready co start 
using the stack. Before going on, do a quick check to make sure you 
didn' c make any mistakes. 

Getting ready: You should be viewing the Friends stack and have 
the Browse cool ( f-i) selected. 

1. Does your card look like this? 

Friends 
lbollftOWII 

run rons 

_, __ .,, ___ ,_____ --------
···-·-------------
_,,._,, ____ , .. ___ _ 

, ____ ,,, ____ , ___ _ 
_ ... ------- ·--------· -·---- .. ··---, ____ .,,. ___ .,, ____ _ 
-----------.... -- ·---- ·--·---·-· ___________ ,,., .. _ .. ,_ 
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If your card doesn't look quite right, review the 
sections on background arc, background buttons, 
and background fields in this chapter. 

2. Choose Bkgnd Info from the Objects menu. 

Your Info dialog box should look similar to this: 

You should have Bk
9nd 

Heat: 1'-;:========l'.....l~ Your ID number 
six fields in the Bksnd 10: me. Shorfd b~ 3 cords. may be different. 

hackgroun<l. · · - ~ Contains 6 background fields . 
. , and tJm:e bu non~. - I_ Contains 3 background buttons. 

Oton'tDehu 
D Don't Search ~ 

(Script ... ) [Colors ... ) [ OK ] ( Concfi) 

The six fields are for (1) the title of the stack, (2) your friend's 
name, (3) the label "Hometown," (4) the Hometown field, (5) 
the label "Fun Faces," and (6) the Fun Facts field. The three 
butrons are left arrow, right arrow, and Home. 

If you have too few buttons or fields on the 
background, you may have either skipped a step or, 
more likely, accidentally created them on the card 
instead of the background. (If you choose the Card 
Info command from the Objects menu and the 
dialog box lists any buttons or fields, that's probably 
what you did.) See "Moving the Button From the 
Card co the Background" in Chapter 6 for a reminder 
about how to move objects from the card to the 
background. 
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If you have too many fields, you probably duplicated 
an extra copy. Choose the Field tool and click the 
extra field to select it. Then press the Delete key to 
delete ic. 

3. Click Cancel to close the Bkgnd Info dialog box. 

Using the stack You use the Friends scack just as you would use any other stack. In 
this exercise you'll enter text for the cards. 

1. Choose the Browse tool (f-i). 

2. Press Tab to start typing in the first field. • 3. Type the name of one of your friends, for example: Jennifer 

Lu 

4. Press Tab to move to the next field and type where she lives, 
for example: Nashvi l le , Tennessee , USA 

Don't worry if the lines disappear while you type. They'll come 
back when you' re done. 

If pressing the Tab keydoesrit take you to the correct 
field, you can instead use the mouse co click where 
you want co type. -~~~~--~-- • 
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Starting with an 
existing background • 

S. Press Tab again to move to the bottom field and type a 
description of your friend: 

Fun facts 

6. Choose New Card from the Edit menu and fill in the fields 
like this: 

7. Click the arrow buttons to test them. 

You created the Friends stack from scratch wich an absolutely blank 
background. It's useful co know how to build a stack from scratch, 
but it's not always necessary to do so. For many stacks, you may be 
able co take advantage of someone else's work. 

For example, suppose you wanted to create a report about some 
near ca.rs. Instead of starting from scratch, you can use exactly the 
same background, as illustrated by the exercises in this section. 
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Creating the stack To create che stack, you'll copy che Friends background using che 
New Stack command. 

Click here and 
make sure the box 

is checked. 

Getting ready: Make sure you're viewing your completed Friends 

stack. 

l. Choose New Stack from the File menu. 

2. Type Whi z . Cars 

3. Click the "Copy Current Background " check box to select it. 

8 :HO:HyperCard:Stacks: 
S163 fm of 20860 K. c Voh•es ) 

0 Alfdresses 0 ( Mew Folder ) 
0 Art!deos 
0 Birds . ( Open ) 
0 9uttonldeos ) 0 Calendar Close 
0 Fl'iends 

Mew Stock HOiie: Create ] 
IWhiI.Carsl Cancel ) 
181 Copy Curnnt Background 

4. Click Create. 

After you dick the Create button, HyperCard creates the new 
scack and opens it. You arc now in che new scack. 

• 

6 Important: You can use the New Stack command to create new 
stacks based on many, but not all, existing stacks. Some stacks have 
scripts chat stop working if they're copied into a different stack. 6. 

Changing the 
shared-text field-; 

In chis exercise you'll change the text for the stack's title and the 

cwo labels. 

Getting ready: Make sure you' re viewing the new Whiz. Cars scack 
and char you're using the Browse cool (fl). (fo check the name of 
the stack, choose Stack Info from the Objects menu.) 
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1. Choose the Field tool (0). 

2. Double-click the field with the word "Friends" in it. 

I ts Info box opens. 

3. Unlock the field. 

Click the Lock Text button and click OK 

4. Use the same method to unlock the other two fields. 

Double-click the field with the word "Hometown" in it, click 
Lock Text, and dick OK. Then repeat for the field with the 
words "Fun Faces" in it. 

5. Choose the Browse tool (fl) . 

6. Press the Tab key. 

The stack's title is highlighted. 

7. Type Cars 

The old text disappears as soon as you start to type. 

8. Press the Tab key twice to highlight the word "Hometown." 

9. Type Manufacturer 

10. Press the Tab key once to highlight the words "Fun Facts." 

11. Type Description 

12. Choose the Field tool (D) again . 

13. Lock the three fields. 

For each field in curn, double-click the field, click the Lock Text 
button, and click OK 

14. Choose the Browse tool (fl). 
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Using the stack Fill our a card as described in chis exercise: 

1. Press Tab to start typing in the first field. 

2. Type the name of the car: Tarantula Jumbo Van 

3. Press Tab to move to each of the next two fields and 611 in the 
rest of th e card like this: 

Cars Tarantula Jumbo Van 
Hnufoctun, 

-----·---------·--···-·-· • 
==-=---------- ----------~-

Other exa1nples You can use che same background for many other sracks. Here are 
some examples: 

Books 
.. .... ~ 

Children Who Hate Liver 
MMe kt:S • ••.ulUUI..C.mt• CldnJ Inn 

ET~tlfr~ 

UltVUIVwvUvvVlttlUltv--v--ltv• 

Gifts Aunt Hester 
l•rtlttH 

tiru '""'"' 

IIIWWL•-------
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Finishing up Congratulations. You've now completed all the exercises in this 
book. If you like, you can quit HyperCard and delete some of the 
practice files you've created, then go to the Home stack and delete 
any buttons you no longer want. You may also wane co go to the 
User Preferences card in the Home stack and change your user level. 

There's one more "Experts Only" section on the next page if you 
want ro learn some more shortcuts. The last chapter describes a few 
more ways co enhance your stacks. 

When you're finished with this book , you can use che HyperCard 
JIGS Reference or the HyperCard IlGS Help stacks to look up 
information about specific casks . 
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This section describes several advanced techniques. If you prefer co 
skip chem for now, move on co the next chapter. 

• Choo se the Field tool (El) inside the Friends stack. While 
holdin g down the CJ key, draw a rectan gle by dragging the 
mo use ruagonally. 

Yc,u 've created a field the same size as the rectangle you drew. This 
alternative fQ the New Field command allows you to specify the size and 
location of the field at the same time you create it. (The same techniq11e 
works with the Button tool) 

Before going on, yo11 should delete the new field by selecting it and 
pressing the Delete key. Choose the Browse tool(~) when you 're dane . 

• • Whil e still in the Friends stack, choose the Protect Stack 
command from the File menu. Th en click Can' t Modify Stack 
and click OK 

Tha-e 's now a padlock at the right side of the menu bar. If yo1t try to 

change the stack in any wa)! yo1t '/1 get a message telling you the stack is 
protected. · 

Before going on, you should choose Protect Stack again and deselect Can't 
Modify Stack to tum off the protection. By the wa.,i be carefo/ when JOit 
we the password feature of the Protect command. If you forget the 
password, there's no way to tum off the protection. 
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Chapter 8 

Onward 

Y u now know enough to look through other people's stacks and 
create your own. Where do you go from here? 

This chapte r tells you where you can gee more readymade stacks. le 
also describes how you can begin using art, sounds, and Hyper Talk 
scripts co enhance stacks you create yourself 
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Where to get Stacks HyperCard stacks are available from many sources. They range 
from simple but useful stacks by beginners like yourself co 
sophiscicaced commercial produces chat come with their own 
manuals. You may find some of these stacks useful in themselves; 
ochers may give you ideas for your own stacks. To find out what 's 
available, scare with these sources: 

• Your authorized Apple dealer and your favorite software score. 

• Your local Apple lIGS user group. A user group can be a good 
place co find free (or inexpensive) stacks and co meet HyperCard 
en chusiasrs who are willing ro share and discuss stacks they have 
made. See the preface of the HyperCard Iles Reference for more 
information about user groups, or call Apple at 1-800-538-9696 
co find a user group near you. • 

• On-line bulletin boards run by user groups or electronic 
informarion services. If you have a modem, you can download 
stacks from these electronic sources just by paying their service 
charge and any telephone charge that may apply. (Some stacks 
may be shareware, meaning chat if you like the stack and 
continue co use ic, you are honor-bound ro send the author 
a small payment.) 

6 Important Apple sells two HyperCard programs, one for the 
Apple IlGS and one for che Macinrosh 111 computer. The stacks are 
not interchangeable. When you obtain new stacks, make sure you 
gee ones chat will run on che Apple ll GS. ~ • 
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As an easy alternative to creating art for your stacks &om scrarch, 
you may want to cake advantage of a scanner or collections of 
clip art. 

Scanners work much like photocopying machines, except chat 
instead of producing an image on a piece of paper, they produce 
an image on your Apple IIGS that you can paste into a stack. (Be 
careful of copyright infringement, though. Copyright laws apply 
to mat erial copied electronically as well as to material rhar's 
photocopied.) 

Another alternative is to purchase clip art-electronic collections of 
drawings that you can copy and use for your own purposes. You can 
gee clip art from any of the sources for Hyp erCa.rd stacks listed 
e~ulier in chis chapter . 
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Sounds for 
your stacks 

Scripting 

One of che most interesting ways to enhance a HyperCard stack 
is to add sound. Imagine, for example, a vocabulary stack chat 
pronounced words. One way to incorporate sounds into your stacks 
is to use a special recording device. Such devices can work with 
microphones, or you can connect them directly co your home 
stereo. As with visual images, however, copyright laws apply to 
electronic recordings of sounds. 

Another way you can add sounds to your srack is co learn che 
Hyper Talk commands that play sounds. 

The most powerful way co enhance your stacks is to learn A 
Hyper Talk, che programming language chat's built into HyperCallal' 
With Hyper Talk, you can write your own instructions, called scripts, 
for H yperCard co carry out. Writing scripts is called scripting. 

If you'd like to learn more about scripting with Hyper Talk, you 
should read the Hyper Talk Begi,nners Guide. 
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Using HyperCard 
on a Network 

Appendix 

t run H yperCard lIGS, you need a hard disk attached directly 
co your computer or you need co be connected to a file server via a 
network. The instructions in chis book assume you have your own 
bard disk. However, if you're using HyperCard on a file server, you 
can still use chis book, provided you follow the special instructions 
in this Appendix . 
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The network 
administrator's 

preparations 

Your preparations 

Your network administrator must install HyperCard on the server 
before you can begin. 

Nerwork administrators can install HyperCard on the server by 
following d1e instructions in Chapter 2. After the installation is 
complete, the administrator should modify me privileges for all the 
HyperCard files and folders on the server so no one can make 
changes co chem. 

You must have your own copy of any files chat you want co change. 
(If you only need co look at a file, you do not have to have your own 
copy of ir.) 

You'll change only two files as you go mrough mis book: Home 
and Birds. To save copies of chem in your own direcrory, follow 
these steps. 

1. Launch HyperCard. 

Double-dick the HyperCard icon on me server. (See 
instructions at me beginning of Chapter 3 for more details.) 

Make sure you're in me Home stack. 

2. IfHyperCard asks for your name, just click OK 

3. Choose the Save a Copy command from d1e File menu. 

4. Choose an appropriate directory. 

You muse choose a directory in which you have privileges co 
make changes: eimer your own user area on me file server 
or a 3.5-inch disk in your own computer. Your network 
administrator can help you if you don't know where co save 
che files. 
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• Changes to the 
instructions in this 

book 

• 

5. Type Home 

6. Click Save. 

7. Click the Birds button. 

8. Choose the Save a Copy command from the File menu. 

9. Type Birds 

10. Click Save. 

11. Choose Quit from th e File m enu. 

Having made chese preparacions, you should be able to follow 
almost all of the instructions in the rest of the book without any 
other changes. The exceptions are as follows: 

• You don't have to install HyperCard yourself, so skip Chaprer 2. 

• When you stare creating your own files in Chapters 6 and 7, be 
sure to save them in your own directory. 

• Whenever you see instructions about a specific directory, you 
should be aware chat your directories are somewhat different 
from che ones described in che book. Except for the Home and 
Birds files (and the files you create yourself), all the HyperCard 
files are on the server . 
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• A 
application See program. 

application program See program. 

authoring Creating or modifying buttons, links, 
fields, cards, backgrounds, and sracks using the 
Button tool, the Field tool, and commands in 
the Objecrs menu. Also refers co the user level 
chat allows you co use the Burcon cool, the Field 
cool, and the Objects menu. 

B 
b! ground A template shared by a number of 

cards. Each card with the same background has 
the same picrures, fields, and buttons in ics 
background layer. 

Glossary 

background layer The layer behind the card 
layer, conraining all the elemenrs of the 
background. You see the elements of both 
layers when you look ar a card, as if the card 
layer were a transparent layer in from of the 
background layer. 

browse To explore HyperCard stacks by dicking 
bucrons and using the Go menu. 

Browse tool ( fl ) The cool you use co click buttons 
and co posicion the insertion point in fields. 

button A rectangular "hot spot" on a card or 
background thar responds when you click ic 
according ro the inscruccions in its script. For 
example, clicking a right arrow button with the 
Browse tool can cake you to the next card. 

Button tool ( o ) The tool you use co create, change, 
and selecr buttons. 
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card A rectangular area that can hold burrons, fields, 

and graphics. All cards in a srack are rhe same 
size. Each card is a composite of two layers--a 
foreground layer, called rhe card layer, and a 
backgroW1d layer. You see the elements ofborh 
layers when you look ar a card, as if che card 
layer were a transparent layer in from of rhe 
background layer. Each layer can contain its 
own buttons, fields, and graphics. 

card layer The layer in front of the backgro und 
layer. You see rhe elements of both !ayers when 
you look at a card, as if rhe card layer were a 
transparent layer in from of rhe background 
layer. 

clip an Electronic picrures that you can copy from 
one stack (or any other document) and paste 
into another stack. The term comes from rhe 
use of scissors co dip pictures on paper. Several 
of the srncks that come wirh HyperCard include 
clip arr, and you can buy other clip arr stacks 
that contain many different cypes of graphics. 

Clipboard The holding area in rhe computer's 
memory for what you lase cue or copied. 

Command-key (Cl-key) equivalent The 
combination of rhe t "i key and another key on 
the keyboard that you can press insread of 
choosing a command from a menu. 

D,E 
download To transfer information from a dis!ant 

computer co your own computer; to transfer 
files (such as HyperCard stacks) over telephone 
lines from a distant computer co your own 
com purer wirh rhe aid of a modem. 
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F,G 
neld A rectangular area in which you cype field text 

(as opposed co Paine cexc). Fields may exist in 
either the card layer or rhe background layer. 

field text Text chat appears in a field created wirh the 
Field cool or rhe New Field command. Field 
cexr can be edited and searched, while Paint 
text cannot. 

Field tool (1§1) The cool you use co create, change, 
and select fields. 

H 
Home cards The firsr five cards in rhe standard • 

Home srnck, designed to hold buttons that cake 
you to stacks, applications , and documents. 
Choose Home from che Go menu (or press 
0 -H) to get to the card in rhe standard Home 
stack that you've seen most recently. 

HyperTalk HyperCard's built-in script language for 
HyperCard users. 

I,J, K 
I-beam pointer The pointer used to enter and edit 

text. 

insertion point The location in a field where text • 
will be added or deleted, represented by a 
blinking vertical bar. You can position rhe 
insertion point in a field by moving rhe I-beam 
point er over rhe location you wane and clicking. 

Glossary 



L 
link A shorr scripr, usu:tlly in :t bunon, rh:tr allows 

you to move immediately to a specific card in a 
stack, co an application, or co a document. For 
example, clicking a button chat contains a link 
to your Addresses stack cakes you immediately 
to the first card of chat stack. 

M,N,O 
message A HyperTalk instruction sent to 

HyperCard through a script or through the 
Message box. Examples ofHyperTalk messages 
are help, go home, and th e date. 

Ml age box A special window in which you can 
type messages and in which HyperCard can 
type replies. To open or close che Message box, 
choose Message from che Go menu. 

p 

Paint text Text you type using the Paint Text cool. 
Paint text can appear anywhere, while 6dd text 
must appear in a field created with the Field 
cool. When you finalize Painr cext by dicking, it 
becomes pare of a card or background piccure 
and cannot be edired except by erasing ir and 
scarring over. Unlike field rexc, Paine cexc cannot 

• be searched. 

Paint tools Any of the HyperCard cools you use to 
create graphics. The Paint cools are all the cools 
below the top row in che Tools menu. 

palette A small window char displays icons or 
parrerns you can select by dicking. You can see 
cwo of HyperCard's palettes, che Tools palette 
and che Parrems paletre, simply by " rearing off' 
their respective menus. Sec also tear-off menu. 

picture Any graphic or part of a graphic, created 
with a Paint tool or imported from an external 
filt:, that is pan of a c.:arJ or background. 

pixel Short for "picture element"; the smallest doc 
you can draw on the screen. 

point In printing, the unit of measurement of the 
height of a text character; one point is about ½-i 
of an inch. When you choose a font, you can 
also choose a point size, such as 10-point, 12-
point, and so on. 

program A file containing instructions chat a 
compurer can follow co perform certain casks. 
HyperCard is a program. Computer programs 
are collectively referred to as software, and are 
sometimes called applications or application 
programs. 

R 
Recent A special dialog box chat holds pictorial 

representations of che lase 18 unique cards 
viewed. Choose Recent from the Go menu to 
get che dialog box. 

s 
scanner Any graphic input device char converts 

printed matter into bit (digital) data. 

script A collection of instructions written in 
HyperTalk, often associared with a button. 
You use che script editor to add co and revise 
a script. 

script editor A large window in which you can type 
and edit a script. 
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scripting The ace of writing scripts ; writing 
programs in Hyper Talk. Also refers ro the user 
level that allows you co look at and change 
objecrs' scriprs. 

shared teXL Field rexr char appea rs on every card in a 
background. 1ex:r in shared-text fields cannot be 
searched. 

shareware Software you can copy and cry befon.: 
sending payment co the author. 

stack A HyperCard document. Every stack consists 
of one or more cards. 

T 
tear-off menu A menu that you can remove from 

the menu bar by dragging the pointer beyond 
the menu's edge. HyperCard has three menus 
char can be torn off: the pictorial Go menu, the 
Tools menu, and the Parterns menu. When torn 
off, rhese menus are called palettes. 
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1hols pak:Ue The palette char you can gee by 
"rearing off'' the Tools menu. 

U, V, W, X, Y, Z 
user level A HyperCard setting char determines 

which of H yperCard's capabilities are available. 
You can sec the user level on the User 
Preferen ces card in the Home stack. Each 
user level makes all rhe options from the lower 
levels available, and also gives you additional 
capabilities. The five user levels are: Browsing, 
Typing, Painting , Authoring, and Scripting. You 
may also limit the user level for a particular stack 
by using the Protect $rack command . • User Preferences card The lase card in the Home 
stack, where you can set your user level and 
selecr or deselect rhc Blind Typing, Power Keys, 
and Arrow Keys options. 

• 

Glossary 



• A 
adding art 52-56 
adding buttons 

to Home stack 87-88 
linked co Calendar stack 88-93 

adding cards to stacks 38-40 
adding sounds to stacks 138 
adding text to cards 34-36 
Addresses stack 69-70 
arranging burcons 106 
arrow buttons 

changing style of 87-88 
copying to background of new stack I I 5-116 

arr~ keys 
• ving through stack with 31 
typing and 34, 36 

arrow pointer 23 
arr. See Arr Ideas stack; graphics 
Arr ldeas scack 52 

copying background fi-om 1 13-l l 5 
authoring 73-109 

adding new burron to Home stack 77-78 
backgrounds 79- 84 
backup copies and 76- 77 
buccons 85-96 

B 

fields 96-105 
preparations for 76-78 
tools needed for 74-75 

Back command (Go menu) 28-29 
background 79-84 

adding a new field to 101- 103 
card compared with 79, 81-84 
copying co new srack 130 
creating for new stack l l 2-128 
delering a field in 97 
examining 79-81 
existing, crearing stacks from 129- 132 
spray painring 83-84 

Background command (Edie menu) 80-81 
copying background art with 114, 115 
copying buttons with 95, 115, 117 
for decorarive rouches 106-108 
moving a burron with 93 

background fields, copying 124 
background layer 84 
backup copies 64 

Index 



Bkgnd Info dialog box 81 
checking copied fields in 127-128 
shortcut for displaying I 09 

blank stack, creating 113 
Browse tool 23 

copying a bucton with 94 
disabled 46 
keyboard shortcut for 82 
selecting from Tools menu 46, 56 
testing a new button with 92 
testing a new field with IO l 

browsing 
with arrow buttons 25- 26 
with arrow keys 31 
in cards 25-26 
with Go menu 27-30 
in HyperCard Tour 18-21 
opening files 22-24 
quitting 30 
in stacks 17-31 
cricks and shortcuts for 31 

bulletin boards, downloading stacks from 136 
button(s) 9 

adding 
to background of new stack 115-118 
by copying 93-96, 115-118 
to Home srack 77-78 

arranging on new background 117 
assigning an icon to 89 
background, copying 115-118 
changing 85-96 
changing icon for 1 17 
changing size of 90 
changing scyle of 87-88 
copying 93-96, 115-118 
creating 88-90 
deleting 78, 85 
hidden 6<HJ7 

in Addresses srack 70 
finding 6<HJ7 

icons for 65 
assigning 89 
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lighr bulb 64-65 
linking to stacks 90-92 
locating 66-67 
moving 86-87, 90, 106 

from card co background 93 
opening stacks with 22-23 
positioning 118 
readymade 93 
resizing 90 
script of 87 

shortcut for displaying 109 
resting 92, 93 

Butron Ideas stack, copying a burcon from 93-96 
Burton Info dialog box 87 

changing button scyle with 87-88 
changing icon with 117 
creating link with 90-91 
creating new button with 88-89 

button script, shortcut for displaying 109 
Button cool 85 

changing button scyle with 87 
copying buttons wirh 94, 115 
creating a link with 90-91 
moving a button with 93 
shortcut for choosing 109 

buying readymade stacks 136 

C 
ca.lculations, in Message box 49 
Calendar stack 

adding a button linked ro 88-93 
linking button to 88-93 

Can't Modify Stack option 134 
card(s) 

adding pictures to 52-56 
adding to stack 38-40 
adding text ro 34-36 
backgrounds compared with 79, 81-84 
browsing through 25-26 

arrow keys for 31 
with Go menu 27-30 

Index 

• 

• 



card(s) (continued) 
common elements in. See background 
definition of 4 
editing text on 36-38 
entering text on 34-36 
first, going co 28 
lase, going co 28 
moving backward through 25-26, 28-29 

with arrow keys 31 
with Prev command 28 

moving forward through 25 
with arrow keys 31 
with Next command 27 

new 38-40 
printing 56-57 
ai ming co, with Back command 28-29 
- ching for rexr on 49-51 
spray painting 81-82 
typing on 34-36 

card file, HyperCar<l as 4, 26 
Card Info dialog box, shortcut for displaying 109 
card layer 84 
card number, deleting field for 97-98 
changes co HyperCard files, saving 18, 40-41 
changing 

all cards. See background 
arrow buttons 87-88 
button icon 117 
button(s) 85-96 

appearance and style 87-88 
size 90, 118 

al d(s) 96-105 
• attributes 97-99 
Home button 87-88 
HyperCard files 18, 40-41 
shape, dragging rule for I 00 
text 36-38 

circular card file, HyperCard as 4, 26 
clip arr 52-54, 137. See also graphics 
Clipboard 37 
closing 

Help scack 6 I 

Message box 47 
stacks, by opening new one 23 
Tools palette 75 

color of field, changing 97-99 
Colors button 98 
color sets, background colors and 79 
copies, backup 64, 76-77 
Copy Button command (Edit menu) 94, 115, 116 
copying 

background arr I 13-115 
backgrounds, co new stack 130 
buttons 93-96, 115-118 
fields 103-105, 124 
pictures 52-54, 113-115 
stacks 64, 76-77 

Copy Picture command (Edie menu) 54, 114 
correcting typing mistakes 36, 48 
Create QuickLink Button 77 
crearmg 

background for new srack 112-128 
buttons 88-90 
fields 101-103, 118-126 

by drawing a rectangle 134 
labels for fields 103-105, 118-126 
links 90-92 
stacks 6, 111-134 

from existing background 129-132 
from scratch 112-129 

cursor. See pointer 
Cuc Button command (Edie menu) 93 
Cur Text command (Edit menu) 37 

D 
dace, in Message box 48 
Delete key, going to cop of field with 35. See also 

deleting 
deleting 

buttons 78, 85 
fields 97-98 

designing a stack 112 
disk drive. See hard disk 

Index 



dragging 
general rule about l 00 
Shift and Option keys wich l 03-104 

drawing a new field 134 
duplicating. Seecopying 

E 
editing text 36-38 
Edie menu commands 

Background 80-8 l 
copY!ng background an with 114, 115 
copying bua:ons with 95, 115, 117 
for decorative touches 106- 108 
moving a button with 93 

Copy Bua:on 94, 115, 116 
Copy Picture 54, 114 
Cuc Bua:oo 93 
Cut Text 37 
NewCard 38 
Paste Button 93, 95, 116, 117 
Paste Picture 55-56, J 15 
Paste Text 37-38 

emergency exits 68 
entering text on cards 34-36 
Eraser tool 82 
E~~ Help button 61 
exmng 

Help scack 61 
HyperCacd 30 
stacks 68 

exploring 63-72 

F 

Addresses stack 69-70 
backup copies and 64 
emergency exits while 68 
Picture Puzzler stack 71-72 

field(s) 9, 34 
backgrow1d, creating 118-126 
changing 96- I 05 
changing atuibutes or 97-99 
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copying 103-105, 124 
creating 101-103, 118-128 

checking after 127-128 
by drawing a rectangle 134 

creating labels for 103-105 
deleting 97-98 
entering text in 34-36 

on new card 39-40 
finding 67 
font in, changing 97-99 
I-beam pointer in 35 
labels 123-124 
modifying 97-99 
moving between 40, 62 
moving closer together 99-101 
naming 104 
placing insertion point in 35 • 
printing 57 
resizing 99- l O 1, 104 
selecting 67 
shared text 104 

changing 130-131 
creating 118-126 
typing text into 105 

stack ride 118-122 
tmlocking 131 

Field Info dialog box 
changing field attributes in 98 
creating a new field with 101 
creating tide field with 119 
locking shared text with 105 

Field tool 96-105 
copying a field with 103 • 
entering shared text wich 105 
keyboard shortc ut for 109 

File menu commands 
New Stack 113 

copying a background with 130 
Open Stack 24 

copying background art with 114 

Index 

copying background buttons with 115, 1 16, 117 
keyboard shortcut for 24 



File menu commands (continued) 
Print, for printing whole stack 57 
Print Card 57 
Protect Stack 134 
Quit HyperCard 30 
Save a Copy 8, 41, 76-77 

canceling 41 
files, saving changes to 18, 40-41. See alro stacks 
file server, using HyperCard on 139-141 
Find button 60 

copying 93-96 
Find command (Go menu) 46, 49-5 1 

keyboard shorrcuc for 51 
for pasting a picture 55 

finding text 49-51 
Fir»iJopic feature, in HyperCard Help stack 60-61 
F~ mmand (Go menu) 28 
Flip Horizontal command (Paint menu) 108 
floppy disk, locking 13-14 
folder, for HyperC,rd. See New HyperCard Folder 
Fonrbutton 98 

G 
going Home, keyboard shortcut for 68 
Go menu, alternative 62 
Go menu commands 27-30 

Back 28-29 
pasting a butron with 95 

Find 46, 49-51 
keyboard shortcuc for 51 

•
for pasting a picnue 55 
St 28 

Help 58, 68 
keyboard shortcut for 58 

Home 28, 29, 68 
keyboard shortcut for 31, 68 

Last 28 
Message. See Message box 
Next 27 
Prcv 28 
Recent 29-30 

graphics 

H 

on alternative Go menu 62 
in An Ideas stack 113-115 
clip art 52-54, 137 
copying 52-54, 113-115 
deselecting 56 
disappearing from card 54 
drawing line under stack ride 120-121 
flipping 108 
for new stack 113-115 
pasting 54-56 
positioning 56 
scanning 137 
sources for 137 

hard disk, installing HyperCard on 13-16 
hardware 

for ncrwork 139 
for running HyperCard 12 

Help command (Go menu) 58, 61 
Help stack 58-61 

closing 61 
exiting 61 
searching in 60-61 
using list of topics in 58-61 

hidden buttons 
in Addresses stack 70 
finding 66-67 

Home button 23 
changing style of 88 
copying 117 

to background of new stack 116-117 
moving 86-87, 118 
resizing 118 

Home cards 41-44 
Create QuickLink burcon on 77 
first 19, 42 

returning to 44 
renaming 43-44 

Home command (Go menu) 28, 29, 68 
keyboard shortcut for 31, 68 
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Home stack 41--46 
adding a butron ro 77-78 
creating a link ro 91 
Home cards in 41-44 
opening wid1 Home burron 23 
returning to 23, 28, 29, 68 
User Preferences card in 44--46 

HyperCard 
installing 11-16 
ma.in pares of 9 
opening 18 
quieting 30 
requirements for running 12 
similarity ro other software 7-8 
uses for 3-5 
using on a network l 39-141 

HyperCard disks 13 
locking 13-14 

HyperCard files. See scacks 
H yperCard Help buuon 58 
HyperCard Help stack. See Help stack 
HyperCard.IIGS folder, renaming 18 
HyperCard Stack Design Guidelines 112 
HyperCard Tour 18-21 
HyperTalk 6, 49, 138 
Hyper Talk Beginners Guide 6, 49, 138 

I,J 
1-beam pointer 23, 35 
Icon button, changing icon with 117 
icons 65 

assigning ro butrons 89 
insertion point 35 

using Tab key ro place 40 
Installer program 13, 14-16 
Installer Script, on HyperCard Program disk 15-16 
installing HyperCard 11-J 6 

on a network 140 
invisible buttons, finding 66-67 

152 

K 
keyboard commands. See shortcut(s) 

L 
labels 

creating 103-105, 123-124 
typing text for 124 

L1sso tool 53 
L1st command (Go menu) 28 
light bulb button 64-65 

deleting 85 
Line tool, 121 
link, creating 90-92 
Link To button 91 
locating text 4 9-51 
Lock Text box 105 • 
Lock Text button 

unlocking a field with 131 

M 
"marching ants" 53, 85 
memory requirements, for running HyperCard 12 
menu bar 

showing and hiding 68 
tearing Tools menu off 74 

menus. See specific menus 
Message box 46--49 

Find command and 46, 49-51 
moving 46 

Message command (Go menu). See Message Box 
modifying a field 97-99 • 
moving 

around in stacks 25-30, 31 
burtons 86-87, 90, 106, 117 

from card to background 93 
dragging rule for l 00 
fields closer together 99-10 1 
Message box 46 

Index 



moving (continued) 
through cards, 

backward 25-26,28-29,29-30,31 
forward 25, 27, 31 

through fields 40 
backwar<l 62 
forward 62 

music, adding co stacks 138 

N 
network, using HyperCard on 139- 141 
New Card command (Edir menu) 38 
New Field command (Objects menu) 10 I, 122, 123, 

125 
~ rnative ro 134 
. title field 118 

New Stack command (File menu) I 13 
copying a background with 130 

Next command (Go menu) 27 
Notes field, creating 101-103 

0 
Objects menu commands 

Bkgnd Info 81 
Button Info 87 
Field Info 98 
New Butron 88 
New Field 101,122,123,125 

alrernarive ro 134 
._ for title field 118 

o~ g 
files 22-24 
HyperCard 7, 18 
stacks 22-24 

wir.h buttons 22-23 
wirh Open Stack command 24 

Open Stack command (File menu) 24 
copying background arc with 114 
copying background buttons with 1 15, 116, 117 

Oprion key 

displaying a button script with I 09 
dragging a field with I 03-104 

Option-Tab keys, opening or closing Tools palette 
with 109 

p 
Painr Bucker cool 106-108 
painting, spray. See Spray painting 
Paine menu, Flip Horizontal command I 08 
l'ain1 tools 9 
palette, 'fools 74-75 
password warning, for Protect Stack command 134 
Paste Button command (Edit menu) 93, 95, 116, 117 
Paste Picture command (Edit menu) 55-56, 115 
Paste Text command (Edit menu) 37-38 
pasting pictures 54-56 
Panerns menu, for decorarive couches 107 
Picture Puzzler srack 71-72 
pictures. See graphics 
pointer(s) 23 

arrow 23 
Browse cool 23 

disabled 46 
selecting &om Tools menu 46 

I-beam 23, 37 
Preferences card. See User Preferences card 
Prev command (Go menu) 28 
Print Card command (File menu) 57 
Print command (File menu) 57 
printing 56- 57 
programming language (Hyper Talk) 6, 49, 138 
Protect Stack command (File menu) 134 
puzzle. See Picture Puzzler srack 

Q 
Quit HyperCard command 30 
qummg 

Help stack 61 
HyperCard 30 
stacks 68 
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R 
RAM requirements , for running HyperCard 12 
readymade stacks 136 
Recent command (Go menu) 29-30 
Rectangle cool l 06-108 
renaming Home cards 43--44 
repositioning a graphic 108 
res1ung 

buttons 117 
fields 99-10 l , 104 

retracing your steps 

s 

with Back command 28-29 
with Recent command 29- 30 

Save a Copy command 8, 41, 76-77 
saving, automatic 36 
saving stacks 40--41 
scanned art 137 
script of button 87 

shortcut for displaying l 09 
scripting 138 
Scripting level 45--46 
scripts 138 
Search button 60 

copying 93-96 
Search fearure, in HyperCard Help stack 60- 61 
selecting fields 67 
Selection tool 

copying background art with 114 
flipping a picture with l 08 

shadow box, on HyperCard tour 20 
shadow button, changing to cransparent 87-88 
shared text field l 04 

changing 130-131 
creating 118-126 
ryping text into 105 

shareware 136 
Shift key 

dragging a field with l 03 
drawing horizontal lim: with 121 
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moving a field with 98, 99 
Shift-Tab, moving backward through fields with 62 
shorrcut(s) 

for alternative Go menu 62 
arrows keys for navigation 31 
for Background command 80 
for Browse tool 82 
for browsing through stacks 31 
for Card Info dialog box l 09 
for choosing Butron tool 109 
for choosing Field rool 109 
for choosing a cool 109 
for Cuc Text command 37 
for displaying bmton script 109 
for displaying dialog boxes 109 
for Find command 52 • 
for Help command 58 
for Home command 31, 68 
for Open Stack command 24 
for Paste command 37 

size changes 
for buttons 118 
for fields 99-101, 104 

software, system, for running HyperCard 12, 14 
sound 

adcling to stack 138 
invisible button for 66- 67 

spray painting 81-84 
a backgrow1d 83-84 
a card 90-92 

Spray tool 81, 83 
stack(s) • 

art for 52-56 
sources of 137 

authoring 73-109 

Index 

adding new button to Home stack 77-78 
backgrounds 79-84 
backup copies and 76-77 
burrons 85-96 
fields 96-105 
preparations for 76-78 
tools for 74-75 



srack(s) (continued) 
blank 113 
browsing through 17-31 

wirh arrow burrons 25-26 
with arrow keys 31 
with Go menu 27-30 
opening files 22-24 
quirting 30 
tricks and shorrcurs for 31 

commercial 136 
copying 64, 76-77 
creating 6, 111-134 

from existing background 129-132 
from scratch 112-129 

definition of 4 

t igning 112 
wnloading 136 

exploring 63-72 
finding cards in 49-51 
finishing touches for 106-108 
Go menu for browsing through 27-30 
looking ar cards in 25-26 
moving around in 25-30 

arrows keys for 31 
with Go menu 27-30 

opening 22-24 
wirh burrons 22-23 
with Open Stack command 24 

printing 57 
prorecring 134 
readymade 136 

. cing seeps through 
with Back command 28-29 
with Recenr command 29-30 

saving 40-41 
sounds for 138 
sources for 136 
tinkering with 73-109. See also authoring 

Stack Info dialog box, shorrcur for displaying 109 
Stack Title field 

creating 118-120 
emering text in 120-121 

Style menu 
chagning button style with 88 
creating a field with 101 
creating a label with 104 

system software, for running HyperCard 12 

T 
Tab key 

choosing Bu econ or Field cool with I 09 
moving forward through fields with 62 
selecting fields with 67 

tabs, and typing on cards 34 
"tc-.uing off'' Tools menu 74 
resting a linked button 92, 93 
testing a new field 102-103 
cexr 

automatic saving of 36, 40-41 
correcting 36 
entering in new stacks 128-129 
for labels 124 
searching for 49-51 
shared field, changing 130-131 

Text Style dialog box, changing rexr accribures in 
ride field 

changing rext in 130-131 
crcati ng I 18-120 
entering text in 120-122 

Tools menu 
shortcuts to tools on l 09 
tearing off 74 

Tools palette 74-75 
opening or dosing, shortcut for 109 
selecting all arr in 1 I 4 

Tour, HyperCard 18-21 
transparenr button, changing from shadow 87-88 
typing on cards 34-38 

correcting mistakes 36 
problems with, and disabled Browse cool 46 

Typing level 44 
typing in Message box 48, 49 
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u,v 
unlocking a field 13 1 
user groups, stacks from 136 
user level 

Scripting 45--46 
selecting 44-46 
Typing 44 

User Preferences card 41, 44-46 
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W,X,Y,Z 
windows, HyperCard vs. ocher sofrware 8 
word wrap, automatic 36 
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