
HyperCard® IIGS~ 
Reference 



r 
Apple Computer, Inc. 

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

You may use the software on any computer owned by you, bur extra copies 
cannot be made for this purpose. 

The Apple logo is a registered trademark of Apple Computer, Inc. Use of rhe 
"keyboard" Apple logo (Option-Shift-I<) for commercial purposes wirhoia 
the prior written consent of Apple may constirure trademark infringemenll9' 
and unfair competition in violation of federal and state laws. 

© Apple Computer, Inc., 1990 
20525 Mariani Avenue 
Cupertino, CA 95014-6299 
(408) 996-1010 

Apple, the Apple logo, Apple IIGS, 

AppleShare, HyperCard , 
HyperTalk, ImageWriter, 
LaserWricer, Macintosh, and lIGs 
are registered trademarks of Apple 
Computer, Inc. 

Finder is a trademark of Apple 
Computer , Inc. 

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

CompuServe is a registered service 
mark of CompuServe, Inc. 

GEnie is a trademark of General 
Electric Company. 

ITC Zapf Dingbats is a registered 
trademark of lnrernational 
Typeface Corporation. 

Linotronic is a registered crademark 
of Linotype Co. 

Microsoft is a registered rradema.iili.... 
of Microsoft Corporation. • 

QMS is a registered trademark, and 
ColorScript is a trademark, of 
QMS, Inc. 

QuarkXPress is a registered 
trademark of Quark, Inc. 

Srudio/8 is a trademark of 
Electronic Arts. 

Simultaneously published in the 
United Stares and Canada. 



• 

• 

Preface About This Book xiu 

Whac you need co know co use this book xiv 
How co use this book xv 

Where co get HyperCard stacks xvii 
Ocher sources of information xvii 

Ocher learning materials xv1u 

User groups xix 

Chapter 1 Using HyperCard Stacks 1 
What is HyperCard? 2 

Cards and stacks 4 
What you need to use HyperCard 6 

HyperCard and your computer's memory 7 
Checking your computer's memory 7 
Symptoms of low-memory conditions 8 

lnscalling HyperCard 9 
Starting HyperCard 10 

Beginning wich che Home stack 10 
Beginning wich a stack ocher chan Home 12 
HyperCard icons and the Finder 13 

Contents 

iii 



iv 

The Home stack 14 

The Home cards 15 
User levels and options l 7 

Setting your user levd 17 
The Text Arrows option 21 

The Power Keys option 24 
The Blind Typing option 24 

How HyperCard finds stacks 24 
Getting to the Home scack 26 

Opening and closing stacks 27 
Opening a scack 27 
Opening a scack protected with a password 29 
Opening a locked stack 30 
Closing a stack 31 

Looking through stacks 32 

Stack menus 32 
Displaying the menu bar 32 
Moving around in a stack 33 

Using commands in the Go menu 34 
Using the alternate Go menu and Go palette 36 
Clicking buttons to move around 38 
Clicking text to move around 39 
Using the arrow keys to move around 39 
Going to a specific card 41 
Seeing all the cards in a stack 42 

Looking for specific text 43 
Finding field text anywhere in a stack 43 
Finding text in a specific background field 45 
Finding a whole word or phrase 46 

Moving from one stack to another 48 
Looking through cards you've visited 48 
Returning Home 50 

£mering text 50 
Opening applications 52 
Getting help in HyperCard 53 
Using a stack on a file server 55 

Contents 

• 

• 



• 

• 

Using a stack on a CD-ROM 56 
Quitting HyperCard 57 

Chapter 2 Creating and Modifying Stacks 59 
Creating stacks 60 

The card layer versus che background layer 63 
What buttons, fields, and graphics can do for your stacks 66 
Using HyperCard's rools 68 
Selecting buttons, fields, and graphics 72 

Planning a stack 75 
The stack-building process 76 

Modifying an existing stack 78 
Examining a stack 80 

Undoing your mistakes 87 
Modeling your stack after an existing one 88 
Making a new stack 89 

Copying parts from ocher stacks 90 
Getting information about a stack 92 
Naming a stack 93 

Changing a stack's color set 95 

Saving a copy of a scack 98 

Reclaiming free space in a stack 99 
Protecting your stack I 01 

Restricting access to a stack 101 
Protecting a scack from changes or deletion 103 
Limiting the user level 106 

Removing a password 108 
Seering user access for a stack on a file server l 09 

Deleting a stack 1 l 0 
Customizing your Home stack I 11 

Adding burrons m your Horne cards 112 
Adding a button chat opens a stack 112 
Adding a button chac opens an application 114 

Renaming a Home card 117 
Changing che appearance of the Home cards 118 
Using che Home scack as your concrol cencer 119 

Contents V 



vi 

Chaper 3 Working With Cards and Backgrounds 121 
Working with cards 122 

Adding a new card ro a stack 122 

Copying a card 126 
Moving a card 127 
Making a card the first card in the stack 128 

Gercing information about a card 129 

Naming a card 130 
Excluding card and background fidds from cexc searches 131 

Protecting a card 132 
Changing a card's color sec 133 
Ddeting a card 135 

Working with backgcounds 135 • 
Creating a new background 138 
Moving between backgrounds 139 

Copying a background 140 
Geeting information about a background 142 
Naming a background 143 
Excluding background fields from cexc searches 143 

Protecting a background 145 
Changing a background's color sec 146 

Deleting a background 148 

Chaper 4 Working With Buttons 151 
Adding a button co a card or background 152 
'The cools for working with buttons 153 

Copying readymade buttons 154 
Creating a button 157 

Creating a button with text 158 

Creating a button with an icon 161 
Combining text with an icon 164 

Creating a button with a gcaphic 165 

Contents 

• 



• 

• 

Managing icons 166 
Installing an icon by pasting a button 168 
I nsralling an icon with the Icon dialog box 170 

Locating buttons 171 
Changing the appearance of a button 173 

Changing the size of a buccon 173 
Choosing a button's style 174 
Adding, changing, or removing burcon text 176 
Semng the format for button text 176 
Assigning, changing, or removing an icon 177 

Changing a button's colors 179 
Linking information 180 

Using the Link To metliod 181 

Scripting a link 183 
Making a button highlight when it's clicked 186 

Making a button appear highlighted on certain cards 187 
Making a group of buttons highlight as a family 189 
Naming a button 191 
Moving a burcon around on a card or background 192 

When elements overlap 193 
Reordering buttons 195 

Making a burcon opaque or transparent I 97 
Copying a button 198 

Copying a burcon on the same card 198 
Copying a button ro another card or background 199 

Moving a button from the card co the background 200 

Moving a button from che background ro the card 201 

Moving a button to another card or background 202 
Opening a button's script 203 
Deleting a butron 204 

Contents vii 



viii 

Cha per 5 Working With Text and Fields 205 
Adding rexr 206 
Adding a field to a card or background 207 
T he tools for working with fields 208 
Creating a field 209 
Entering and editing text in a field 211 

Where's the I-beam pointer? 212 
Using the arrow keys co move through cexc 213 
Moving &om one field to another 214 
Undoing your typing 217 
Sercing the rext format for a field 217 

Making field text appear on every card 219 
Locating fields 220 
Changing the appearance of a field 221 

Changing the size of a field 222 
Choosing a field's style 223 
Adding margins 225 
Displaying lines in a field 226 
Changing a field's colors 227 

Naming a field 228 
Moving a field around on a card or background 230 
When elemencs overlap 231 

Reordering fields 233 
Making a field opaque or transparent 235 

Copying a field 236 
Copying a field on the same card 236 
Copying a field to another card or background 236 

Moving a field &om the card to the background 238 
Moving a field from the background co the card 239 
Moving a field co another card or background 240 
Locking and unlocking a field 242 
Excluding a field from rexc searches 244 
Deleting a field 24 5 

Contents 

• 

• 



• 

• 

Chapter 6 Working With Graphics 247 
Adding graphics to a card or background 248 
The tools for working with graphics 249 
Selecting a graphic 253 

Selecting a rectangular area 254 
Selecting a nonrectanguJar area 255 
Selecting an individual graphic element 257 
Selecting the graphic you've just created 259 
Selecting aJJ the graphic elements on a card or background 260 
Sdecting the entire card picture or background picture 261 

Copying graphics that come with HyperCard 262 
Undoing your mistakes 263 

Painting with the Brush, Spray cool, and Bucker 264 
Painting with the Brush 264 
Painting with the Spray tool 266 
Filling an area with a pattern or color 267 

Filling an enclosed area 268 
Filling an unenclosed area 269 

Creating your own patterns 270 

Changing color sets 272 
Changing a stack's color set 274 
Changing a card's color set 275 
Changing a background's color set 276 
Importing a new color set for a card or background 278 

Drawing lines and shapes 279 
Drawing a line or a free-form shape 280 
Drawing circles, ovals, and rectangles 281 
Drawing a regular polygon 283 

Drawing an irregular polygon 285 
Drawing with the Pencil 287 

Drawing with patterns, colors, and different line widths 288 
Drawing a shape filled with a pattern or color 288 

Drawing with different line widths 290 
Drawing borders with patterns and colors 291 

Moving a graphic around on a card or background 292 

Contents L\' 



X 

Creating special graphic effects 293 
Drawing in multiples 293 
Aligning graphics 295 
Combining options for unique effects 297 

Adding Paint text 298 
Turning field text into Paint text 300 

When elements overlap 302 
Making a graphic opaque or transparent 303 

Changing the appearance of a graphic 305 
Magnifying a graphic for editing 305 
Changing the size of a graphic 308 
Changing the pattern or color of a graphic 309 

Using the Fill command to change a graphic's pattern 
mco~ 3~ • 
Using the Bucker to change a graphic's pattern or color 310 
Using the Pickup command to change a graphic's pattern 
or color 311 

Inverting a graphic 313 
Outlining a graphic 314 
Rotating a graphic 90° 315 
Flipping a graphic vertically or horizontally 316 

Working with Paint tools when memory is low 318 

Using power keys 319 
Using modifier keys with Paint tools 321 
Double-clicking Paint tools, patterns, and colors 322 

Saving the graphics on a card or background 323 
Reverting to the last version of a graphic 323 

Copying a graphic 324 • 
Copying a graphic on the same card 324 
Copying a graphic to another card or background 325 

Moving a graphic from the card to the background 327 
Moving a graphic to another card or background 328 

lmponing a graphic 329 
Exporting a snapshot of a card or background 330 
Creating a miniature picture of a card 331 
Deleting a graphic 332 

Contents 



• 

• 

Chapter 7 Printing 333 
Preparing to print 334 
Printing a single card 336 
Printing the cards in a stack 336 
Printing a report 340 
Creating templates 343 

Creating a card template 343 
Creating a report template 348 

Exporting a template to another stack 360 
Copying a template within the same stack 361 
Renaming a template 361 
Deleting a template 362 

Glossary 363 

Index 369 

HyperCard IIGS Quick Reference Card 

Tell Apple card 

Contents xi 



• 

• 



• 

• 

Preface 

About This Book 

H yperCard® IIGs® is a software package that alJows you to create 
your own ways of doing things on your Apple IIGs® computer. 
This book is a reference co everything you might need to know as 
you use HyperCard, including how to use and create "smart" 
documents called stacks. Stacks can do many of the things that 
ordinary Apple IIGS application programs can do, and more, 
because you can decide for yoursdfhow you want your stacks to 
work-without knowing a word of programming. 

lf you do know something about programming, or even if you're 
just cllfious, you mighc want to learn more about Hyper Talk~ the 
programming language that's built into HyperCard. This book 
doesn't cover Hyper Talk in detail. You don't need co know anything 
about HyperTalk co use HyperCard effectivdy; bur if you want co 
learn more about it, you can read the Hyper Talk Begi,nner's Guide. 
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What you need 
to know to use 

this book 

This book assumes that you know how co use your Apple Iles, 
and chat you understand the fundamentals ofHyperCard. 
You should know 

• How to use the mouse and keyboard 

• How to choose from a menu 

• How to use 0 -key commands (such as 0 -X) 

• How to copy files and disks 

• How to open disks, folders, applications, and documents 

• How co do simple text editing 

• How to use the directory dialog box to locate files 

• What a HyperCard stack is 

• What the components ofHyperCard stacks are--cards, 
backgrounds, buttons, fields, and graphics 

• 
If you're not sure how to do all of the first seven casks listed, go 
through the documentation that came with your Apple IlGS before 

you do anything else. 

If you don't know what a HyperCard stack is, or if you're not 
familiar with the components of stacks, go through che book 
Getting Started With HyperCard Iles and the Tour chat comes 
with HyperCard before using this book. ( Getting Started With 
HyperCard lies cells you how to start the Tour.) These tutorials 
reach the concepts you need co know to use chis book. • 

Preface: About This Book 
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How to use 
this book 

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

Once you understand the basic concepts presented in the Tour 
stack :and the book Getting Started With HyperCard ff GS, refer co 
this book as you begin doing your own work in HyperCard. If 
you're still not sure how to use the Home stack or how to find 
your way around in HyperCard, you might want to review the 
information in Chapter 1, "Using HyperCard Stacks." If you 
want co begin building stacks, consult Chapter 2, "Creating and 
Modifying Stacks." 

This book is organized according to tasks. Use the Contents or the 
Index to locate instructions for specific tasks. You can also use the 
Index to find information about individ ual copies and commands. 

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

The book contains the following chapters and appendix: 

• Chapter l, "Using HyperCard Stacks," describes how to 

use HyperCard stackf.-"smart" documents created with 
HyperCard. This chapter also explains how co gee help with 
H yperCard and how to use stacks stored on file servers and 
compact discs. 

Preface: About This Book 
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• Chapter 2, "Creating and Modifying Stacks," provides 
information about building stacks. This chapter includes specific 
instructions for working with a stack as a whole. 

• Chapter 3, "Working With Cards and Backgrounds," explains 
how co create and modify individual cards and backgrounds. 

• Chapter 4, "Working With Buttons," explains how co create and 
modify buttons ("hot" spots) and use them co link related pieces 
of information. 

• Chapter 5, "Working With Text and Fields," explains how co 
create and modify fields (me places you create to hold text), how 
co enter text into fields, and how co control text styles. 

• Chapter 6, "Working With Graphics," describes HyperCard '• 
Paine cools and commands and shows you how to use them co 

create graphics. 

• Chapter 7, "Printing, " explains how to print the information in 
a stack. 

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

The HyperCard IIGS Quick Reference Card gives keyboard 
shortcuts for HyperCard operations. 

At the end of the book is a Tell Apple card. By answering the 
questions and mailing the card co Apple~ you help us improve our 
products and documencacion. Fill the card out after you've worked 
~th~book • 

Preface: About This Book 
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Other sources 
of inf 01mation 

A HyperCard stack can be as simple as a collection of informarion, 
or as complex as any Apple lIGS application program. (Chapter 2 
shows some examples of H ypc.:rCird stacks.) You can use the sracks 
char come with HyperCard, create stacks yourself, or get stacks 
from a variety of ocher sources: 

• You'll find HyperCard stacks for sale ar your local computer 
software store. 

• Check with your local Apple Iles user group to find our the 
meeting time of the HyperCard special interest group. Members 
often share their stacks with each ocher. (The next section 
explains how to find a local Apple Iles user group.) 

• Most on-line electronic information serYices like CompuSerYe® 
and GEnie"" have HyperCard special interest groups. These 
groups have stacks you can gee free, except for the service's 
rime charges. 

Although chis book is a reference to HyperCard, it doesn't contain 
tutorial instruction for novice users, and it gives only a brief look at 
scripting(creating programs that control the actions ofHyperCard). 
Othe:r kinds of information and instruction on HyperCard are 
available from a variety of sources. This section describes some 
of these sources . 

J>rci'a,l'. Abou 1 111i~ I3ook 
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Ocher learning materials In addition co chis book, the following learning materials are 
included in the HyperCard package: 

Getting Started With HyperCard If GS: A book char cells you how ro 
.,~ inscall HyperCard , teaches chc basic skills you 

~\ . need co gee going, and shows you how co start 

~~~ ·=-";l;I· creating and modifying stacks. 

Tour: A stack chat introduces basic HyperCard concepts by <~ showing you what HyperCard can do. 

~P" 
HyperCard Iles Help: A stack thar answers your questions while . 
~~ you're using HyperCard. 

~P"' 

Hyper Talk Beginner's Guide: A book char reaches you how co use 
~~ HyperCard's programming language by hdping 

~-- \.~ you create a new stack, one seep ar a time. 

Hyper Talk Help: A stack chat provides easy access ro information 
,.·- - about Hyper Talk for people who use 

H yperCard's programming language. 

lf you• re serious about building stacks, you may also want co 
consult the following books, whlch were written ac Apple and 
are pubushed by Addison-Wesley as part of the Apple Technical 

Library: 

HyperCard Stack Design Guidelines: A book that provides 
information about how to design and build effective stacks. Its 
focLL~ is che look and behavior of stacks (for examp le, navigation 
methods and card layouts) rather than the mechani cs of scripts. 

Preface: Ahou1 This l3ook 
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HyperCard Iles Script language Guide: A book that provides 
deta.iJed reference information about scripts and Hyper Talk. This 
book is for people with some programming or scripting cxpericm:c. 

SeveraJ other excellent books have been written abouc HyperTalk. 
Books about Hyper Talk that were written for HyperCard 1.2.5, 
which runs on Macintosh® computers, contain much information 
that aJso applies to HyperCard IlGS. 

User groups Apple IlGS user groups can be a great source of information about 
HyperCard, and about Apple computers in general. Members of 
user groups meet co share ideas, discuss problems, and exchange 
software and information. By arcending user group meetings, you 
can learn more about HyperCard and see how others are using ir. 

Ask your authorized Apple dealer for the name of che Apple II cs 
user group nearest you, or call (800) 538-9696, Extension 500 . 
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Chapter 1 

Using HyperCard Stacks 

Tru, chapter begins with a brief summary of what HyperCard' 
Iles® is and what you can do with it. One of che first things you'll 
learn is that documents created with HyperCard are called stacks. 

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

• What hardware and software you need rouse HyperCard 

• How co Start HyperCard 

• How ro use the Home scack 

• T-fow co open, explore, and close stacks 

• How ro get help 

To do rhc casks described in Lhis chapter, you need ro h;1vc your 
user level sec co Typing or higher. When a cask requires a user level 
higher than Typing, the instructions say so. (The section "User 
Levels :ind Options" in this chapcer explains how ro scL your 
user level.) 
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What is HyperCarcl? HypcrCard Ices you create your own ways of doing things on your 
computer. Unlike most application programs, which are designed co 
perform one typt: ol task (such as word processing or crcacing 
graphics), HyperCard can be used for many different kinds of casks. 
For example, you can use HyperCard co do any of the following: 

• Gather informarion and organize ic in any way you like. 

• Browse through information you've assembled yourself, or 
information gathered by someone else. You can follow links co 
copies you want to know more about, skip over things you're nor 
interested in, and search for specific facts or text. 

• Create HyperCard stacks that meet your own specific needs­
for example, stacks that help you write a report, learn a new • 
language, organize a collection of electronic dip art, or present 
information scored on a videodisc. 

• Customize your computer work space-so that, for example, 
with a single mouse click, you can log onro another computer, 
launch an application that's hidden away in a folder, or send a 
message co a friend. 

Using Hyper Talk~ HyperCard' s English-like script language, you 
can gain even more control over your HyperCard environment, 
whether or not you have prior programming experience. You can 
rap the power of H yper Talk without knowing anything about how 
it works. For example, you can link a burron co a scack-creacing a 
script char cells the button to rake you co that srack-w ichour 
writing a word ofHyperTa.lk. And HyperCard comes with • 
readymade scripts you can copy and paste. (You can learn co create 
your own scripts by working through the exercises in che Hyper Talk 
Begi.nner's Guide.) 

Ch;irrer I: ! Ising I l)'pl'rCard Siacks 
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The more you learn about HyperCard, the more uses you'll see for 
ir. Hyp erC,;trd allows you to shape rhe way your com puter organizes 
and presencs information, which can help you use rhc inform ation 
efficiently. You may even find char HyperCard helps you discover 
new ways of organizing your work and new approaches co old 
problems. HyperCard provides you with a creative environment 
that's limited only by your imagination. 

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

Chapter I: Using I lyperCard Stacks 3 



Care.ls and stacks ln Hyp erCa rd, information appears on cards. H yperCa rd cards 
are a lor like paper index cards on which you can jor nores or 
rniscdlarn.:ous infi,rmarion. In H ypcrCar<l, cards can contain 

both rexr and pictures: 

hh 11,v, SDKial w1n1, tbn lltlP t.bta fl11 
ttit\ Iv at nitht whllt tht1 Ort hundn.9 for 
ho4. TIit tdtts ,r ,tifir wu1.u on Hh oMI 
Jotttd 011d tbt win.11 ,b1a,,lvtS ort Iara,, 
whic.hatG111 d1t twl dou,i't bovt to flap u .. 
'lltrY ••di whtn It ,Un 

Si..ct HOWi .. ,, lih HOM, tM1 llvtort1.,. 
fo, mtll.anth I• CtMdOtftd Al11ko, 

~ JolldlJ, _ ___ _________ _ 
c-..1111111) 6rttri~9.!lst Jn~uU!ltL. .... ...,-,. 

Udrm [ ~·.tu1.t.!.diJ.M~1 ........ . 

~ ~-t!L ___ _ 

~ ~·--···---- ····--·---·-· 
Zio Cod, I lli.!l?.. 

1,1,.b .. , 1 )si.:,m -:a-
- .... -·-·····- # 
_,., ____ # 

-···--- ····-- -:a-

Figur e 1-1 Card!>-HypcrC1rd'!> fundamental unit~ ofi nfonn8tion 
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Cards are grouped into stacks. The cards wichin a stack are usually 
(hur nor necessarily) relared ro one anothe r, or hased on a common 
theme. They usually have che same look and conrain similar 
information . 

Figure 1-2 Cards are grouped into stacks 

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

>"'.:/- ..& 
~ 

StompStock 

Figure 1-3 A llyperCard stack icon in the Finder 

•:• !fyour stack icons wok different: HyperCard stack icons will look 
like rhe icon in Figure 1-3 only if you have followed che standard 
installation procedure. If your stack icons look different , see 
"HyperCard Icons and the finder," lacer in chis chapter. •:• 
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What you need 
to use HyperCard 

You can learn a loc abouc the power of H yperCard just by exploring 
the sracks rhat come wich ic. These sracks provide good examples of 
die kin<ls of d1ings H yperCard can <lo. If you wish, you ~111 obcain 
additional stacks from the sources described in the Preface. 

HyperCard includes cools you can use for modifying and crearing 

stacks. Wich rhese cools, you create and manipulme che elements, 
or building blocks, chat make up stacks. You can arrange rhe 
information on cards in any way you like. And you can tie cogecher 

related information by creating linh--so chat a single click takes 
you immediately co the information you wane, whether it's in the 
same srack or a different one. 

Whakatane 
HfWZIALAND -·-··-· l~'if 1~ 

figure 1-4 A link from one stack m anolht:r 

When you're ready co begin building stacks of your own, go co 

Chapter 2, "Creating and Modifying Scad<S." 

• 

• 
To use HyperCard, you need the following hardware and software: 

• An Apple Iles® computer with 1.5 megabytes (MB) of memory 
or more. (To find out how much memory your computer has, 

follow the instructions in "Checking Your Computer's 
Memory," lacer in this chapter.) Your authorized Apple dealer 

can help you add memory co your computer. 

• An 800K disk drive. 

r ll~pll'r I· l bing I lypcrCard Stacks 
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HyperCard and your 
computer's memo1y 

• A hard disk. If you don't have a hard disk of your own, your 
computer must have access co a file server over an AppleShare"" 
m:cwork. 

• Syscem software version 5.0.3 or later. Your authorized Apple 
dealer can help you obtain d,e syscem software you need. 

• To print wich HyperCard, you need rhe appropriate primer 
driver for your printer. T he printer driver muse be in die Drivers 
folder, which in rum must be in your System folder when you 
start your computer. For example, if you have an lmageWrirer 
printer, the Drivers folder muse include rhe Image Writer driver. 
The documentation char came wich your Apple Iles discusses 
how co inscall system updates, including drivers . 

HyperCard requires a minimum of 1.5 MB of random-access 
memory (RAM) co run efficiently. However, die more memory 
you have installed in your computer, die better HyperCard wilJ 
perform. The sections diat follow describe how to find out how 
much memory your computer has and how to identify and deal 
wich symptoms of low-memory conditions . 

CIJl·t ·king vour L·ompul cr':-. mt:mory 

Once your computer is set up, you can easily find out whether you 
have enough memory to run Hy perCard. Just follow diese steps: 

1. Choose Control Panel from the Apple menu . 

2. Scroll through the icons on the left until you see the RAM 
ico n. 

Cluptl'r I: lbing I lypcrCar<l Stal'.ks 7 



3. C lick the RAM icon and check th e numb ers labeled "Me mory 
. " d "F " m use an ree memory. 

Ir rhcse numbcrs add up co l ,536 or more, you have enough 
memory. 

iO 

Q 
Printtr Porl 

llll!Bllllll 
~ 
lllil:I 
g 
Slots 

.-,1 .. ) ......,, ,I 

Thcsl.' m1 miler~ 
should add up 1,, 
a1 least l,536 . 

Figure 1-5 Checking your computer':, memory 

Your authorized Apple dealer can help you add memory co your 

computer if you need ir. 

Symptom:-. of low-memory conditions 

• 

HyperCard 's use of memory depends on many factors, including 
rhc numhcr of desk accessories you have ins1alled in your sy:,.rem, 
the necwork software you're using (if any), and the complexiry of. 
the card or stack you' re currentl y working with. Even if you have 
l ,536K or more of RAM installed in your computer, you may find 
that H yperCard sometimes performs differently than you expect. 
This is most likely to happen if your computer has close to the 
minimum amounr of memory you need co run Hype rCa rd an<l is 
parr of an AppleShare necwork. 

Chapter I: l bing I-lyperC1rd Stacks 



• 

Al'1cr you have ins1allcd HypcrC:ard and learned 1<> us<: it, you may 
wane co evaluate irs use of your computer's memory. The following 
.sympwms ar<: signs that HypcrCarcl is rLUrning our of mcmory: 

• Fields and burcons in the card layer disappear when you're using 
the Paine cools in the card layer. 

• Fields and burrons in the background layer disappear when 
you're using rhc P:tinr rools in the background l:iy<:r. 

• The Undo command doesn't always work when you're using che 
Paine cools. 

• l:3urcons that play complex sounds don't work. 

You can keep working if these symptoms occur-HyperCard's 
behavior remains the same in most other ways, although it may run 
more slowly than it would with more memory. 

The best way co avoid low-memory conditions and co improve 
HyperCard\, speed and general performance is co install additional 
RAM. However, ic may help co remove some of the desk accessories 
you have inscaJJed in your system; avoid using a RAM disk; and 
lower the RAM cache to 32K (or, if all else fails, co OK). 

For information abom desk accessories, RA.J\tf disks, and the RAM 
cache, see the JocLUnentation rhac came with your computer. 

For information about working with the Paine cools under low­
memory conditions, see "Working With Paine Tools When 

• Memo1y ls Low" in Chapter 6. 

Installing HyperCarcl Before using HyperCard, you should install iron your hard disk. 
(You muse have a hard disk to run HyperCard.) See the book 
Ce11ing Stnrted With HyperCard Iles for inscallacion insrrucrions. 
if you don't follow chose instructions exacdy, the HyperCard icons 
in the Finder may look and behave differently d1an you expect. 
For more information, see "HyperCard Icons and the Finder, " 
later in chis chapter. 
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Sta1ting HyperCard 

Beginning \\'ith 
the Home stack 

After you install HyperCard, make sure you have a backup copy of 
each disk that comes with it, and lock your backup disks. (If you 
Jon't know how to lock a disk, see the <locurncncarion rhar came 
wich your Apple Iles.) It 's a good practice to back up any new 

software before using it. However , it's particularly important co do 
this with HyperCard, because HyperCard automatically saves any 
changes you make co sracks-withom asking. Keep a backup copy 

of ead1 stack that comes with HyperCard, so char you can always 
retrieve the original copy of any stack. 

Before you start H yperCard, make sure you have a backup copy of 

each disk chat comes with ir, as described in the preceding section . 

The Home stack serves as a home base whenever you use 

HyperCard, and ir's a good place co start exploring. It includ es 
a visual directory of othe r HyperCard stacks and provides easy 

access to them. (You need ro have a Home stack to run 

HyperCard.) 

If you followed the installation instructions in Getting Started With 
1-!yperCard lies, there are cwo ways ro scarr HyperCard so char it 

opens the Home stack: 

~
-- __ 111 !he: Finder, 

double-dick the 
H!llperCardl IGS HyperCard icon .. 

c:~ - ... or douhk·-dirk 
lfgjff' 1he Home icon. 
Home 

Figure 1-6 Starling I lyperC:ird wi1h the Home st:1tk 

You mighc have to dose windows or open folders co find the 

HyperCard icon or the Home icon. 

Chapter I: u~ing HyperCard Starks 
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If you <li<l not follow d1e inscaUacion u1Su-ucrions exacdy, or if you 
have subseguently moved the HyperCard program file to another 
location on your hard disk, you may find chat these icons look or 
behave differently from che way they are described in chis section. 
For more information , see "HyperCard Icons and the Finder," later 
in chis chapter. 

•:• Where is Home? When you scan HyperCard by double-clicking 
its icon, it looks for the Home stack (1) in the System folder; 
(2) in your user folder, if you're running HyperCard over an 
AppleShare network, or in the folder that contains the 
HyperCard program, if you're not running HyperCard over a 
network; and (3) in any folder named Stacks that's inside the 
folder it checked in (2). If it can't find Home in any of chese 
places, Hype1Card displays the directory dialog box and asks 
where Home is. Use the dii-ectory dialog box (shown in the 
following figure) to locate and open the file called Home. ,:, 

This is the current directory level. You 
can see the next higher level in your disk 
directory (if there is one) by clicking 
here or pressing Esc. 

Where is Hoae? 
-oSl:HordOisk:HsperCord: 
CJ Helo @ 1Yuiio:ri11111aie;.s~---l-'l-l - You can view the 
CJ Stocks 
Cl Tour 

,0. 

( 
( 

( 

Open ) 
Close ) 

Cancel ) 

You can open a stack, folder. or volume in 
Lh1:. 11~1 I>) doubll·-dkking il. You need l<> 
lo01tc the Home stack and open it. 

volumes that are 
currently availahle 
Lo your c.:ompuler 
by clicking here or 
pressing the Tab 
key. 

Figure 1-7 The directory dialog hox for finding a file 
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Beginning with a stack 
other than l lome 

r:or more information about using che directory dialog box, see the 
documentation char came wich your system software. 

For more information about Home, see "The Home Srack," lacer 
in this chapter. 

You can start HyperCard so chat it opens to a particular stack other 
rhan Home, as shown in che following figure: 

.,.-·-".":::3- In tile Finder, E=:::~ clouble-dkk till' 
Stock s1ack·~ icon 

Figure l -8 Staning I lyperCard wnh a stack other than Home 

You might have ro dose windows or open folders co locate che 
stack's icon. 

• 
If you can't start HyperCard by double-dicking a stack's icon, or if 
the icon looks different from che one shown in Figure 1-8, see the 
next section, "HyperCard Icons and the Finder ." 

•:• 1.Vhere is Home? When you start HyperCard by doub le-clicking 
a stack's icon, it looks for che Home stack (1) in che System 
folder; (2) in the same folder as the stack you double-clicked; 
(3) in your user folder, if you're running HyperCard over an 
ApplcSh:.irc network , or in che folder rhat conc,1ins the • 
HyperCard program, if you're not running HyperCard over a 
network; ~md (4) in any folder named Stacks rhac's inside the 
folder it checked in (3). If it can'c find Home tn any of these 
places, HyperCard displays che directory dialog box shown in 
Figure 1-7, which you must use to locace che file called Home. 
After you cell ic where Home is located, HyperCard opens co the 
stack whose icon you doub le-clicked. •:• 
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~ Important: Whether or not you wane ro srnn HyperCard wich the 
I lnmt· sr.u.k, you rn.:nl to have a 110111c st:1Lk 011 your di!>k to n111 

HyperCard . .0. 

HyperCard icons 
and the Finder 

•:• See a padlock (a) in the menu bar? When you open a locked 
stack, a padlock appears in che menu bar co rhe right of rhe 
rightmost menu title. The padlock means the stack is 
locked-you can't make changes to ir. The section "Opening 
a Locked Stack," lacer in this chapter, describes how co work 
with such stack~. •:-

lf you install HyperCard exacdy as described in Getting Started 
With HyperCard Iles, and if you leave the HyperCard program and 
the Horne stack where the Installer program purs them on your 
hard disk, the icons for the HyperCard program, Home, and other 
HyperCard stacks will look just like chose in Figures 1-6 and 1-8 
(char is, like miniature stacks). If you don't follow the instructions 
exactly, or if you move the HyperCard folder, the HyperCard 
program, or Home after inscallation, you may find chat double­
clicking stack icons co open chem &om the Finder won't work. 
You may also find that Hyp erCard's icons change their appearance, 
so that they look like standard Apple Ile,;~ application and 
document icons. 

When che lnsraller program installs HyperCard on your hard 
di~k. it also places C\¥0 riles (called FTYPE.HyperCard and 
HyperCard. lcons) in the Icons folder on the same disk. These files 
conta in information the Finder needs about HyperCard's icons and 
the location of the HyperCard program on your hard disk. If these 
fiJes aren't inside the Icons folder, the Finder uses its standard icons 
instead of the HypcrCard icons for all rhe HyperCard files, and 
cannot aucomacically locate the HyperCard program ftJe. When chis 
is the case, you can start HyperCard only by double-clicking rhc 
HypcrC.ird program icon. Double-clicking che icon for a 
H ypc:rCa.rd stack won't work. 

Ch.t ph.:r I l f~ing I I yJ)CrCa rd Stacks 13 
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If the HyperCard icons you see in the Finder are correct, but 
you sti ll can'r start HyperCard by double-clicking a stack icon, 
it's probably because you have changed the arrangement of 
HyperCard's files on your hard disk. Even if the correct ftles are 

in your Icons folder, the information they contain about the 
location of the HyperCard program on your startup disk will nor 
be valid if you have moved it. To avoid this situation, keep both the 
HyperCard program file and the Home stack where rhe Installer 

places chem: inside the HyperCard folder, which in turn shou ld be 
ar the cop level of your hard disk directory (visible in your hard 

disk's window). 

If you need co keep the HyperCard program somewhere else, make 

sure you keep the Home stack at the same direccory level (in the • 
same window) as the HyperCard program file, and remember char 
you muse always stare HyperCard by doub le-clicking ics icon. 

Double-dicking stack icons co open chem won'r work, but 

otherwise HyperCard will function the same way. 

The Home stack Home is HyperCard's central Stack. You can return co it easily from 
.my orhcr srack ar any time. You use rhc Home srack ,L5 yuur base 
or operations, a jumping-off poinc for yuur work in HyperCard. 
This section describes the standard Home scack char comes with 

HyperCard. 

T h e cards in the standard Home stack contain information vital t<. 

H yperCard' s performance: 

• The first five cards in the Home stack, called the Home cards, 

are designed to ho ld buttons that rake you co stacks. 

Cha pr er 1: Using 1-lyperC~rd Stacks 
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• The .Search J>achs urJ tells HyperCarJ where co find stacks, 
applications, and documents chat you use frequently. 

• The User Preferences card lees you cusromize the way you 
interact with HyperCard. 

I hl· I Ionic r:1rd~ .ll'l" 

dc"gne<l 10 fl(Jld 
buuu115 1.hat take you 
10 your stacks. 

TIie Sc:1rch P·,nhs t~1rd 
tells HyperCarcl where 10 

look for differem files. 

Figure 1-9 The cards in H)'perCard's standard Home 5t:ick 

The U~cr Pn:li:rl'nn:, 
c;ml let5 you cu,1u1111ze 
the way )'OU imerau 
with HyperCard 

A Warning: HyperCard will nor operate wichour a Home stack. 
Do nor delete the Home stack. .A 

The Hrnne cards If you haven't customized your standard Home stack, the first 

three Home cards (the first three cards in the stack) comain 
buttons chat cake you to all the stacks rhac come with HyperCard­
from collections of electronic arc to special stack-building tools. 
In addition, the standard Home stack has two blank Home cards. 
Co lleccively, i:he Home cards provide a visual direcrory for 
your stacks. 
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The:.e hunon\ 
mme 1ou rhrough 

the ,,1rd~ m th1c 
Hnmc ,t.11'~ 

~ ti 
Ktlo ,,ctu:rt Punt,, 

5 , ... ~ 
Stor11 Boord 

~--~~--=C•~,or19!1©1910Applt Ceapmr , lo, 
Onht1 11 ltol K,1 11 A111t II Imam I 

llome Sleet / Dests!l 

E 
Colt-ndor 

The buttons on • ~ 
the first three 

lddrtnH Home cards wke 
rou Lo 1he sracb 

WtlCOIIP IM1ffi#JMI lot!Kil II 1111, II IHNfft\ 
rha1 rnnw mth 
Hypt·rCard 

Home Steel/ Tool rn 

~ ~ Scriour•s roots ' Ir\ ldtH 

~ ~ 
8:utto.n ldtos lceddho, 

Wtlc•t Dt1h1t 1•m1:n•1 A11r, II lanunt 

Figure 1- 10 Th, fir~l 1hret· Honlt' card~ • 
As you become more comfortable with HyperCard, you can make 
your Home cards even more useful by adding burrons chat link 
your Home cards to your favorite cards, stacks, and applications. 

> Sr,• 11/so: • "C'u~10111i1.ing Your Home Sra.:k" in Ch.tp1..:r 2 
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User levels and op! ions You can adjusl Lhc sec ring~ on rhe User Prdt.:rencc~ card ro 
cusrorni'le rhc way you inreracr wirh HyperC::ird. Tc> gcr m rhe 
u~a Prdt:rc:nccs card, firsr go co the Home scack (if you' re: nor 
already there) by choosing Home from the Go menu, or pressing 
·--H. Then dick the User Preferences button. 

Sening your user level 

On trhe User Preferences card, click the user level char marches whar 
you wane co do in HyperCard: 

This column explains what you can 
do ,II each U~l'r level. 

Home Slaci / User Pr!fereom 

Wlwn 1·ou d1Lk J --,-,Sr.ripting 
higher user level Authoring 

5 [d1t the \CrlDU or buUOH, f1,Jd1, 
tor,, . bOCkfl'OUfld\, o"d UCH:h 

. . the apr,ear:UKL' rif 
thv l i,l' I 1'1dvtl'll\ l'' 

card d1:10ge., lO 

rdlcct your choice 

Painting 

~ Crtou bv\ttflt 111d firlds lint 
•aut1H u cerd, on.d u,ch 

l, Un tht ,,1111. LH1, to c:h.aott tht 
tllPttrt net tf ctrd1 on41 bock1rt111W1s 
lfu sttc 1 1ur 111d tdlt ttxi 111 
1;,1,,. 

Home Stack/ Um Prelereom 

Your Mime 11!,r:.!Mm.e . 

1 or clitln•ttn11, ,ou•q u,lort 
Uoc-h bllll IOL ci.oo lltNL 

Figure 1- 1 I Seu mg )'llll r u.~l'r ll'vd 
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th.ingc tht' u.,er 
namt'. 



lH 

The features available ac the different user levels are cumulative­
chat is, each level gives you all the features from the previous levels, 
anJ also gives you additional capabilities. For example, che foarun:i. 
available ac the Browsing level are also available at the Typing level; 
che features available at the Browsing and Typing levels are also 
availab le ar the Painting level; and so on. The higher the user 
level you choose, the more you can do wirh HyperCard. 

You mighc wanr m set a low user level now ,u1<l t:hangt: it lO ,t hight:r 
onr lacer, when you feel comfortab le experimenting wich more 
advanced feacures. You can change your user level ac any rime . 

• 

• 
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User level 

Browsing 

Typing 

Painting 

Authoring 

Scripting 

W hat you can do 

Open, close, and browse through sracks, search 

for text, click buttons, move between stacks, save 
copies of stacks, and print the information in 
stacks. 

The same rhings you can do ar Browsing level, 
plus rype and edit text in existing fields, sec the 

Text Arrows option on the User Preferences card 
in the Home stack (explained in the next section) , 
and add and delete cards. 

The same things you can do at Typing level, plus 
set stack protection, delete stacks, create graphics 
with the Paint cools in the Tools menu, edit 
graphics and patterns using che Paine, Options , 
and Patterns menus (which appear when a Paint 
cool is selected), move between the background 

layer and the card layer, and use the Power Keys 
(explained in "The Power Keys Option ," later in 
chis chapter). 

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

The same things you can do at Authoring level, 
pltL~ write and edit scriprs and use the Blind 
Typing option (explained in "The Blind Typing 
Option ," lacer in chis chapter). 

Cliap1cr 1 u~ing f-lyperCard Starks 
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The File anti Edit 
menu~ you get 

whl'n vour user 
lel'el h hrowsing 

or Typing. 

The file ,ind l:d11 
menu~ you get 

when 1·otir user 
le1d is. l'amting, 

Authoring. or 
~cripting. 

.... ~ ;r, 11• 

Hew Stock ... Undo 62 
Open Stock... 60 
Save o Copu ... Cut ·~K 

Coiiu ~r '• ' 
Pose Setup ... Paste 6V 
'Print Cord 6P C le<w 
Pr l. n t .................. ----, .. -................. .. ... 

Quit HuperCord 6Q 

Hew Stock ... 
Open Stock... 60 
Save a Copu ... 

Compact Stock 
Protect Stock .. . 
Delete Stock .. . 

Page Setup ... 
Print Card 
Print ... 

6P 

Hew Cord 6H 
Delete Cord 

Undo 62 

Cut (iX 

co,m (tC 

Paste 6V 
C t e<w 

Hew Card (~H 
Delete Cord 
Cut Cord 
Cop!J Cord 

.,.,_, .. ,_ .. , .......................................... ,--- ··--.. ---·-··--, .. -, ........................ . 

Quit HuperCord oQ ·r •rxt Stu t !!... :Yf 
Background 68 

Figure 1- 12 Shon and full File and Edit menus 
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·=· User preferences and stack protection: The cools and commands 
you have ar your disposal while you're using a specific srack 
,uc determined by both the user level you ser on your User 
Preferences card and rhe stack's user level (which is set in the 
l'rotecc Stack dialog box). When a srack is set for a different user 
level chan the one ser on your User Preferences card, HyperCard 
uses the lower setting. (Lower means "closer to Browsing.") 
For information on sercing and changing a stack's user level, 
see "Protecting Your Stack" in Chapter 2. ,:, 

Tht: ·text Arrow~ option 

When you click any user level button except Browsing on the 
User Preferences card, a check box labeled Text Arrows appears 
(see Figure 1-11). You select or deselect this option by dicking it. 

When this option is turned off, the arrow keys on the keyboard 
move you through cards in a srack; when this option is rurned on, 
the arrow keys move the insertion po int through rexr-jusr as chey 
do in most word processors. (The Message box is a place where you 
can type inscrucrions ro HyperCard. It's discussed in rhe secrion 
"Looking for Specific Text," lacer in this chapter .) 
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D Text Arro11s 

g ~ ~ fJ) 
Takes you 10 1he 'fakes you 10 rhe Tokes you back Takes you forward 
previow, card in next card in the through c:1rd~ 1hrough c.mb, 
tlw Lllrrenl ,tack rum:nl stark you·w ~een )'Oll I(: n:1 It'll ed 

~Text Arrows 

~ ©} fill fJ\ • Moves the Moves the Mow~ the MO\·esrhe 
insernon poim insertion poinr insemon puinr insenion poml 
k·fr 01 l'f k'XI righl ow, texr down 1hmugh up 1hrough l111e, 

line:, m :1 riekl. 10 .I !kid. Oi 10 

or 10 rhe t·nd ol che beg1nn111g nl 
th\.' linl:' in rile lhe luw Ill th, 
~ks,,1ge hox \le,,.1ge hm. 

Figure 1-13 The effect of the Text Arrows option 
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Whl'n ·1ex1 Arrows is rurncd on, you must prc.ss the Option key in 
comhin :1rion wirh rhe arrow keys to mov e through cards in a stack: 

Tu go to the rrl'Vi(JUS ca rel 
in the current stack 

TI> go to the next ca r<l 
in thl' nirn:m stark 

To go back through cards 
you've seen 

"fiJ go forward through 
Gt rcls you \c 1"t·1·1ewed 

Figure 1-14 Moving through cards when the Text Arro\Ys option is turned on 

),- Sc,, nlso: • "Moving Around in a Srack" in this chaprcr 
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How HypcrCarc.l 
finds -..tarks 

The Power KL'ys option 

Whl'n you dick Painting (or a higher user level) on rhe User 
Preferences card, a check box labeled Power Keys appears (see 
Figure 1- l l). When the Power Keys option is turned on, you can 
use specific keys on the keyboard co make changes co graph ics­
pressing a single key does rhe work of choosing a menu command 
1hat .if-leers rhc sclccred graphic (or rhe graphic dl.'ml'nt you've just 
LrL·.1ted). You ,cki .. r or dl'~t·lcu tht' Power h:t·r, option liy clicking 11. 

),- ',n· ,,IJ11: • "Using Power Keys" in Chapccr 6 

The Blind Typing option 

When you click Scripting on the User Preferences card, a check be. 
labeled Blind Typing appears (see Figure I -1 l). When chis option i~ 
turned on, you can rype in rhe Message box even when ir's hidden 
(as long as rhe insertion poinc isn't in a field). Typing in lhe Message 
box sends ins[ruccions co H yperCard. 

You select or deselect the Blind Typing option by clicking it. When 
rhc Blind Typing option is turned off, you tan cype in the Message 
box only when you see it on che screen. When chis option i~ turned 
olf. Hypl'rCard heeps if you rry to type in rhe Message box when 
it's hidden. 

The Message box is discussed in the section "Looking for Specific 
"frxt," l:uer in th i!> chapter. 

Wnen you cell HyperCard co open a documenc, an app lication, 
or a ~talk- by dicking an iLon on onc..: ol rite I lomc..: cards , fill 
ex.1111ple-HyperCard searches for rhe ~1le by r1rst looking in che 
folder char contains rhe current srack. Then it chc..:cks che Search 
P,uhs card in the Home stack (described next) w see where t:bt' ro 

look for rhe requested file. 

·ic, sec th,: Sc..::m:h Path~ card, llrst go to rhc..: Home stack (if you' re 
nor already there) by choosing Home from the Go menu or 
pressing - -H. Click the User Preferences button, and when che 
User Preferences card appears, click the Search Paths burron. 

• 
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Thb l111r tl·II, 
H yperC:ird co look 

frn ,ttt'ks in the 
folder Slacks . 

The following figure shows the Search Paths c.'lfd: 

You Glll dlt'k Lh<.:l><.: h1111011s to set' th<.: Search l~llils licld, lor non-
1 lypcrCard tkx:uments or applications. The infonnacion in these:: 
flt·kl, hl'lps 1-ll'[lcrCard find documents :ind applic:Hions vou trv 
u, 01wn lro111 within Hyp1:r(.;ird. 

+@:w I ApplicotJons 11 Ooc11unu 

Statks: 
Kttp 

I User Prtfertnets I 
i Rt turn I 

0 

Figure 1- 15 Wht:rc I lypcrCard l<Kiks for ~rncks 

There are three fields on the Search Pachs card that cell HyperCard 
where co look for files. One cells HyperCard where (in which 
folders) to look for stacks, another cells it where co look for 
documents, and a chi rd cells ir where ro look for applications. 
· Ii> vi(.'W t:ad1 l1dd, dick the appropriate butron on chc: ::icarch Paths 
card. These fields concain Uses of search paths, or pathways through 
the folders on your disk, that HyperCard should follow co retrieve 
a srack, application, or document . 

If you ask HyperCard for a file it can't find (that is, one whose 
search pach isn't recorded in che appropriate field on the Search 
Path!> card), it disp lays ~l directory dialog box and asks yot1 when: 
the file is. (Figure 1-7 shows a directory dialog box.) Use che 
direccory dialog box co locace the file. Once you've located the file, 
HyperCard notes the disk and folder (and subfolder, if necessary) 
where the file is locaced, and records this information in the 
appropriate field on the Search Paths card. The next time you ask 
for that file, HyperCard will know where to look for it without 
having co ask you (w-tless you've renamed it or changed the name 
of rhe disk or folder that contains ir). 

t h.1ptL'1 l: l ,1ng l lqwrUrd :...1.1rb ,­-.... 
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Gerting lu the 
I lome st:tck 

J\11 hough I lypcrC.ml upd.ill'!> thL· Sl'.ll'Lh P:Hhs urd fi>r you (.1~ just 
described), you can also add search paths lO rhe card yourself. For 
example, if you move a stack into a folder named Old.Stacks within 
the Scacks folder, you can add the following line to the Stacks field 
on rhe Seard1 Paths card (so HyperCard will know where co find 
chc stack): 

: HardDisk :Hy pe rCa r d: Stacks : Old . Stacks : 

To add a line co one of the Search Paths fields, just click and rype. 
When you rename a disk, folder, or file, you can change its name in 
the appropriate Search Parhs field. Or, if you prefer not co deal 
<lireccly wid, these cards, you can always use chc directory dialog 
box ro help HyperCard locate the files you need. 

·!· Occasional housecleaning: HyperCa.rd keeps a search path on • 
record umil you erase ir. !L's a good idea to erase a search path 
you no longer LL~c, to free rhat space on rhe Search Parhs i.:ard 

and help HyperCard search for files more efficiently. To erase a 
search path, just drag to select ic, then choose Clear from the 
Edit menu. ,:. 

While you're using HyperCard, you can get ro the Home :,cack 
by doing any of che following: 

• Choose Home from rhe Go menu. 

• Press -,_H (press and hold che -· key while you press H 
for Home). 

• Click the button with a house icon, which appears in many 
stacks, or another burcon chat's linked co rhe Horne srack. 

• Choose Message from rhe Go menu (or press -M). ryp, 
" llt,J11e ", .111d pres1> Rc::rurn. 

• 
• Choose Open Srack from rhe File menu (or prt!s~ -0), and 

locate and open the Home stack using rhe direccory dialog box. 
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Opening and 
closing stacks 

Opening a stack 

Because HyperCard automatically (without asking) saves any 
chang es you make ro stacks as you work, ir's a good idea to make 
sure you have a backup copy of a stack before you open it. Thar way, 
if you change the stack (intentionally or otherwise), you can aJways 
go back co the original version. ("Saving a Copy of a Stack" in 
Chapter 2 gives instructions for making a backup copy of a srack.) 

There are several differenr ways to open a stack: 

.n J)ouhll'-rli< k llll' ,1:1<k\ llll rl IJl lhl' 
~--- -- - l'mder. 

PicturePuzz 1 er 

~- ----- Click a button that's linked Lo tht" stack 
~ (if there is such a button). 

Picture Puzz 1 er 

go to stack "PicturePuzzler"--- Choose Message from the Go menu 10 ,_ , __ ,,_ ,,,.,,_ , ____ ,,_ ,,_ ,,_,_ .. _ .. _,_ 

Hew Stack ... 

open the Message box, rype go to 
stack and the stack's name (in quotes). 
and press the Return key. 

0 St k AQ 11---- Choose Open Stack from the File menu pen ac ... w I h k 
Save a Copu ... 

a nc O[)('n I e ~,ar · 

Figure 1- 16 Openmg :1 ~lJ< k 

·!· About stack names: A stack name char you see in the Finder or in 
a direcrory dialog box may differ from che name char appear s on 
the HyperCard button char rakes you ro char stack . This is 
because rhe stack's name must follow che scandard Apple Iles 
n:1ming rnlc!, for documents, whereas the rules for naming 
H yperCard buttons are more flexible. When you cype in che 
Message box to open a stack, you muse cype che stack's name 
the way it appears in rhe Finder. •:• 
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When you double-dick a stack's icon in the Fimkr. HypcrCarJ 
will launch (and the .stack will open) only if you have installed 
HyperCard correccly and have not subsequencly moved any of ics 
files. For more information, see "HyperCard Icons and che Finder," 
earlier in chis chapter. 

When you dick a button or rype in the Message box co open a 
suck, HyperCard looks for the stack using rhe srrarcgy described in 
the section "How HyperCard Finds Stacks," earlier in chis chapter. 
ff it can't find the stack, HyperCard displays the directory dialog 
box and a.'iks you co tell ic where rhc stack i.s. (Ir the stack i:-. on a 
Aoppy disk, make sme that disk is in one of your drives.) 

When you choose the Open Srack command, HyperCard 
displays a directory dialog box and waits for you co cell it which 
sta ck to open: 

Tl 11~ 1~ thl' turrem direcwry k-vcl ii 1u 

l·;111 sec: the: nc:xL highcr lcvel in your disk 
directory (if there is one) by dicking 
here or pressing Esc. 

• 

l.oc:llc the ~tack Choose a stack: 

r11yii;;0Ti:11J11;;e;.s~)--!IL!-I _ You rnn 1·1e\\ the 
you \\ am to open ..S:HordDisk:HyperCard: 

111 douhlc-dilking ... · • 
IC I( •1w11 rokk·r~ nr __ I Cl Home 

D Stacks 
1nlu1nn 111 d11, ll\ l Cl Tour 

\\ Jil'I I 11ll ,,.,. I I 1,· 

,: 1, k \llll 1\.1111 

' " 1111,1, I I "d 
ln 11pcn ti. 

(( Doen )) 

( Close ) 

( Coml ) 

rn lullll '' th.11 .ire 
, um·ntll an1lahlt 
to 111111 ,·<1111ptlll'I 

l,r liill1n1( h1.:fl' 
111 p1<·,·.m:lhl 
I.sh kL'I 

Figure 1-17 Opening a sta<.:k with the Open Sta<.:k rnmm~nd 
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Opening a stack proLecLcd 
with a password 

• 

• 

Alter you douhlc:-dick rhc srack (or sdccr ii and click Open) , 
HypcrCard closes che srack you are currenrly looking at and opens 
th1: st.tck you sdc:cccJ. 

When you cell HyperCard co open a stack thar's ser for privace 
access, you see the following dialog box: 

This stack requires o oossword: 

llLI ---------===::r 11- Type the password 
here and dick OK. 

[ OK ] ( Cance I ) 

Figure 1-18 Opening a stack set for restricted access 

To open the stack, you must know the password and rype ic 
correctly, character for character-except that capitalization doesn't 
matter. (As you type, you will see asterisks, not the accuaJ letters you 
type.) Then click OK If the password you rype is incorrect , 
HyperCard reUs you so and won't open the scack . 
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Opening ::I locked ~tack Whe n you open a stack chat's locked- for example , a stack for 
which "Can't modify stack" is selected in the Protect Stack dialog 
hox- a sma ll pad lock (a) appears in the menu bar: 

0 Fil• Edtt 60 Tools Objects 

White Pelican 
Whitt ulicons hov• long b,oks shoped lik1 
scoops 10 h ip th .. co1ch wri99lv, slipperv 
fish Th•v hunt coop.roliv•lv. surrounding 
tlsh In tht1to1,r. 

Whtn 1htv botch, p, II cons hov• no hothus 
and n .. d thtir oartnls 10 orouct lhND from 
tbt sun. 

~-p ,1 In lht summtr, ptlicons likf th• optnwour 
~ of eorshts in lht northtrn Untttd Stolts ond 

soulhtrn Conodo. lhtv sptnd the winter in 
-4'!-U Florido, Colifornio, and Knico. 

Figure 1-19 Working with a ltK·ked stack 

a- Thl: \lllall riadlrn ~ 
tells you that till· 
~tat·~ 1~ lotk,d­
)'Oll can't make an 
changes to it. 

• 
You can use a locked scack and copy information from ir, bm if you 
cry co make any changes co it, the following dialog box appears: 

Can't 11oditv this stock. 

[ OK ] 

Figure 1-20 'frying IO make changes to a rirmected stack • 
>- Ser t1lso: • "Prorcccing Your Scack" in C hapt er 2 
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(.l()sing .l o.;{,lt'k Tl1nl' :ll'l' IW(l w:1y~ IO dost· :1 ~lack: 

• Qui1 I lypl'rCard. HypcrCard 1,avcs any chan~c:,; you've made ro 
tlK· Curn:111 M,Kk bdurc closing ic and quining. 

• Open another stack. (See "Opening a Stack," earlier in chis 
chapter, for instructions.) HyperCard saves any changes you've 
made to the current stack before dosing it and opening the 
other stack. 

•:• Before you dose a stack: Ir's a good idea co choose Compact Scack 
From the File menu before you close a srack chat you've changed 
significantly. Thi s rc::1rr;1ngcs chc current stack on the disk , 
removing any unused space so that it fies into the smallest 
possible space. The Compact Stack command is always visible 
when your user level is Painting (3) or higher. You can make ic 
visible when your user level is Typing (2) by holding down the 
- key while you pull down the File menu. •:• 
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Looking 
through stacks 

<;tack menus 

One of d1c bcsr ways co learn about HyperCard is to explore 
stacks-including the stacks chat come with HyperCard, and any 
other stacks you can find. (The Preface gives information about 
where you can get addit ional stacks.) 

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

Figure 1-21 Buuons you can click co ger informacion abouc a srack 

• HyperCard aJJows stack devclopers to cuscomize ilie menus iliar 
appear with a srnck. Therefore, you may encounter stacks chat have 
one or more of their own menus. You see a stack\ cuscom menu~ 
(if it has any) onJy when ilie stack is acrive. The Picture Puzzler 
stack and ilie Addresses stack are examples of stacks wiili their 
own menus. 

Customizing menus requires a knowledge of HyperTaJk and 
external commands (XCMDs). For information abouc cusromizing 
menus, see the Scripter's Tools srack. 

Displaying the menu bar If you use stacks ocher ilian ilie ones iliac come with HyperCard, 
you might encounter stacks in which the menu bar is hidden. Toa 
see the hidden menu bar, press ilie • key and the Space bar ar ch~ 
same time. To hide the menu bar again, press -Space bar again . 

.i2 Cl1.1p1er J· lhing li) pt·1-C.1rd Stacks 



Moving :1rouncl in a stack Moving around in H yperCard stad<S-moving from card co card, 
going co other stacks, and so on-is called browsing 

• 

• 

This 1s the Browse 
1001 l \l' it for 

clicking buuon-, 
to hrm1·,c 

through s1:1cks 

"I 'here are several ways to browse through stacks: 

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

• Click icons on the Go palerre. 

• Click burrons or rexr in the stack. 

• Press arrow keys on rhe keyboard. 

• Type commands in the Message box. 

• Use the Find command co search for specific rexr . 

To browse through stacks by clicking burrons , you muse first choose 
HyperCard's Browse tool (~). 

t, B / 
,.1£1 D 0 
-& () Q:') 

A ()lr 

Figure 1-22 Choosing the Browse tool 

·:· Cn.n't see the Tools menu? If you can't sec the menu bar, you can 
make it appear by pressing '· -Space bar. If you can see the 
menu bar bur nor the Tools menu, you can make the Tools 
menu appear by changing your user level to Painting, Authoring , 
or Scripting. (For instructions, see "User Levels and Options," 
earlier in chis chapter.) •!• 

The techniques for browsing are described in the sections char 
follow. 
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Lliiing command.-. in lht: Go menu 

You c:111 use the cornm:111cls in the Go menu ro look through c:ircls 

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

Back CJ" 
Home 6H 
Help 6? 
Recent 6R 

, .. _ .. ___ .. _..,_,., ........ -........ -........ 
First 61 
Prev 62 • Next 63 
Last 64 

·-·-·--··· .. --.. --.. ·----· .. --, 
Find ... 6F 
Message 6M 

........ _, ____ ,.,, ..... __ ,., ........ _ .. , .... , .... 

Shm,, All Cords 

Figure 1-23 Thl' Go menu 

• 
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Com mand 

Back 

lio111c 

Help 

1(1 'l VIII 

Fir.,L 

Prev 

Nex1 

Lt,L 

Find 

Message 

Show All Cards 

-key 
equivalent 

. 
• •Ii 

. _., 

ll 

. 
-1 or 

~ -~ 
. -2 

- ·3 

-<J or ·--+ 

·F 

~-M 

(No - key) 

What the command does 

Takes you back to the last card you sa\\ 

1'.ikes you w the l lomc sl:Kk. 

l;1ke, vou to Help 

LL'b you l't'l 'IL'\\ up I<> iltL' l:i-1 18 cml, 1 ou ,:111 

Takes you to the first card in the current stack . 

·r:ikcs you to the previous card in the rurrent 
stack. 

Takes you to the next card in Lhe current ~tack. 

T::tke~ you to 1he h,1 t:ml in the current ,t.1d, 

l.eL~ you search for ~pet:ific text. 

LelS you navigate by typing commands in the 
Message box. 

Shows you all the cards in the stack. one after 
the ocher. 

•:· Prev versus Back: The Prev command takes you ro the previous 
card in the current stack; Back takes you to the card you lase 
looked at, whid1 might be in another stack. •:• 

The Back and Recenr commands are explained in more derail in 
"Loo king Th rough Cards You've Seen," later in chis chapt er. 



The cards in a stack arc arranged as if they were looped on a ring. 
When you're looking at the lasr card in the srnck, choosing Nexr 
from [he Go menu rakes you back to the ftrsr c:ird in the stack. 
When you're looking at che first card, the Prev command rakes 
you to the lase card of the stack. 

• 

Figure 1-24 A stark is structured like a circular card file 

l Ising th<: alternate Go menu and Go palette 

An alternate Go menu chat contains icons instead of words appears 
if you press and hold the ·, key while you pull down the Go menu. 
The icons are equivalem to [he commands in the regular Go mem.1 
You can choose any of these icons by dragging and releasing che 
mouse button, the same way you choose a regular menu command. 

You can also "rear off" the alternate Go menu (as shown in che 
following figure) to create a moveable Go palette that you can leave 
open while you work, so you have easy access co all che navigation 
command~. To do chis, hold down the ' key and drag down 
ch rough rhe menu, past che bottom or beyond either side. 
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l\:u:k 

Edit [!Ill Tools Objects 
(}lJ tB ? !ill] . . 
O<? <f=, cO i½>O 
0.. ( .......... ! ,00 

fo tear off the alli.:rnall' Go menu, 
<lrJg l>l'yonJ I hi: bouo111 ur side 
of lhe menu. 

Figure 1-25 Tearing off the alternate Go menu 

I 
' 

You ,,111 do~c the 
Go paft•11e hy 
dicking here 

<}lJ (B ? !ill] . . .. 
O<? <f=, ~ i½>O 
0.. , .......... , ,00 

Click any 1rnn lo 
choose the: rn1111min<l 
it represents . 

To move 
the palette, 
dmg from 
here. 

Clicking an icon in the Go palea:e does the same thing as choosing 
the corresponding command &om the Go menu: 

Fir~1 _J ~-=--t-::--t--=:-t~~ 

Pre\· 

r ind 

Figure 1-26 The Go paleue 

Yc>u can make the Go palette disappear by clicking irs close box. 
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Clicking huuons lo move around 

A stack can have I ors of different kinds or buttons. Some button s 
cake you co another place in the stack (or co another stack) when 
you click them. Ocher buttons make things happen right where you 
are--a button might make a sound, make a message appear, or 
create an interescing visual effect. 

·•• Where are the buttons? You can fin<l ~JI the bunons on a card 
(except chose char have been deliberately hidden) by holding 
down che ' \ and Option keys at the same time. Gray or colored 
rectangles appear around the buttons. •!· 

Clicking button s is one of the most effective ways ro explore a srack. 
Here are some buttons char are commonly used for moving arou9 
in stacks: 

[K;:i ¢:J c:.) c'){] ~ Jll 
Firsl Previou5 Next Lasr Return Home 
card in card m card in card in 
Sl~tCk stack stack stack 

Figure 1-27 Naviga1ing wi1h buttons 

•:• You click only once: One click is enough to make a HyperCard 
button work--<lon't double-dick it. When you double-click a 
HyperCard button , sometimes H yperCard saves the second • 
click until another card appears. Then you might find you've 
accidenrally clicked a button you didn't mean to click. ·!· 
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Clicking lL'Xl lo movl' around 

In some sracks you can click text in fields to make things happen. 
For example, you can click a copic on the first card of che 
HyperCard Help stack co see a list of related subcopics, and 
then click one of the subtopics co go to a card thar contains 
information about it. Clicking text can do the same kinds of 
things rhac clicking buttons can do. 

Stacks that cake advantage of chis feature of HyperCard will 
contain information about which text in the stack you might wane 
co click and why. Clicking text will have no ef-fecc unless the stack 
includes a script that cells HyperCard what to do when a particular 
portion of text is clicked . 

lJ.sing the arrow keys co move around 

You can move from card co card by using the arrow keys on the 
keyboard. The way you use arrow keys co move arow,d in a stack 
depends on whether the Text Arrows option is selected on the User 
Preferences card in your Home scack. 

When the Text Arrows option is turned on, you muse press the 
Option key along with the arrow keys co move through cards . 

Chaplt:r I· Using HyperQird Stack:, 



When TexL Arrows Wh en Text Arrow1 
·ro go ... is turned on , press is curncd off, pre~s 

~ To the previous card in the ~\~!/~I \--1 curren1 slack ~-· --·· 
~ 

Tc> IIK· lll'XI cird in llll' -r Q. rurrem stack \a,ti~, 

!Jack through l~u<ls you've -r l'i \iU1 seen .~t,onA-•.. ±.... • , ,, - - \g Forward 1hrough <.:ardi, -, [] you've rt:viewed \option~ 
~ - -, l ,. ,_, .- , ~• I 

Figure 1-28 Navigating with arrow keys 

>- See tdso: • "The Text Arrows Opcion • in this chapter 

• 
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Going Lo ..i specific c..ir<l 

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

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

Cord 10; 30~6. Cord nU11ber 1 out of 7 

Cont ains O cord fields. 

Contains 5 cord buttons. 

181 Can't Delete 

0 ,Don't Search 

[Script ... ] (Colors ... ] [ DK ] [ Cancel ] 

Figure 1-29 Till' Card lnfr> d1:ilog box 

The c;ml's ID 

1c) ger to a specific card from any ocher card in the same 
stack (or from another scad<, sud1 as che Horne scack), follow 
these seeps: 

1. Open the Message box (if it isn't already open). 

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

2. Type any of the following, substituting the name, number, or 
ID of the card you want to go to: 
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11rnmm11muD'l11w111w11mu1w11J!1Il11IJ'IIlll'llilillnmmm1m111~111m111•1111111111ry111~111m111m1nrnmmlffllTJill fo go to 1he rard with 1hl' 
go to cord "cord nome" ___ ____ ____ spccil1ed name in rhe 

uirrenl ~,ad, ---- ·--- ·--·-·- . ,_,_,,_ ,_, __ ,, .. , ,_.,_ 

To go to 1he cml with tlw 
___ ______ ___ __ sp~ciried numl"K·r in the: 

··-· ·-··-.. ,-..... .. .. .... -... - .. ...-..... __ ,,_,,_,, ... cum:nt stack 

11111m i1111)1mrnm,11m11m1m1111111i1m111ut,1@11III IIIII 11111!111Nm1P!11111111m111111f1mflm1m111m111111 illl lllll\1111 unm To g<> 10 1he i:ard IYith Lill 

go to cord IO 16724 ----------- ~pt.:cified ID in the: (llrrl'nt 
stack 

.. , ____ , __ ,,_.,_,_,,_,_,,_,_,,_, __ ,_,_ ,_,_ ,_ ,,_ ,,_.,_ ,_,,,_,_ 

To go to rhe card with Ull ' 

go to cord "cord nome" in stock "stock nome" -- ·~IK'liried naml' 111 till' 
- ·-·-·- .. - .. ·--·-·-·-·- .. , ... _,,,_,,_,, ,, __ ,, ___ ,,_,, __ ,,, ... ,_,,,.. specified stack (Speci~ 

Figure 1-30 Going 10 a specific card 

3. Press Return or Enter. 

the ,rack name onlr \\ h1:11 
tht ,:ard )'OU wam t<> /. 
" 1n anotht'r ,rad, J 

To hide the Message box, dick its dose box or press - -M again. 

Seeing all Lh\: card~ in a slack 

You can cake a quick look at a scack by Aipping through all of its 
cards quickly. The easiest way co do chis is co choose Show All 
Cards from the Go menu. Bur you can also use the Message box 
co flip through the cards in a scack. Follow these steps: • 

1. Open th e M essage box (if it isn't already open). 

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

2 . Typ e show all cards and press Return . 

HyperCard shows you all the stack's cards quickly, one after 

rhe other. 
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• Looking for specific te ... 1 

• 

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

Ir yo1._1 wanr ro srop Aipping through the cards, ei1her press the.: 
mouse button or press -;-. (,.: -period) . (This will also stop the 
action if you cl10ose Show A1J Cards from the Go menu.) 

Some stacks have a button you can click co see all the cards. Ir 
usually looks something like chis: 

·:;;r-, 
...;~ 

Figure 1-31 A burton for flipping 1hrough Lht: c.1rd~ in J st.id 

You can also move arow1d in a stack by asking HyperCard ro find 
specific field text. This makes it easy to find just the information 
you need in a stack-no matter how large the stack is. 

When HyperCard searches for specific text that you've asked it to 
find, it pays no anencion to case or to diacritical marks: "apple 
C0mpi.icer," "apple computer," and ''Apple Computer" are all 
considered the sanie. 

You can search an entire stack for che text you wam, or search only 
in a ,pecific background field. 

Finding field text anywhere in a stack 

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

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

111mwmn1
'111n11w1111111111m11m11m111111111111111111111111111111 •11111

11
111tt11111' 1111111111'1111 

find ,,, ______ __ __ The insenion point _,_ .. , ____ ,, __ , __ ,_,,_,_,_,,_,_, .. 

Figure 1-32 ~eardting for 1ext 
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2. Type the text you wane to find. 

Make.: \Ill\ : the lcxt you want w find is hcrwccn rhc: qumation 
marks chat appear after the word "Find" in the Message box. 

3. Press the Return key or the Enter key. 

H yperCard displays the first card containing a word or words 
char begin with the specified text. (Tr looks for the first card with 
a field char contains everyching between the quotation marks, 
even if the words are in a different order or in differenr fields). 

HyperCard puts a box around the first word that scares with 
che cexr you're looking for. 

If HyperCard can't find the text, it beeps. If this happens, checL 

the text in the Message box for typos and spelling errors. • 

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

You can repeat chis step as many rimes as you like ro find 
additional occurrences of the same text. 

To scop a search in progress, press -: -. ( - -period). 

•!• Not.e: H yperCard won't look for text in fields for which rhe 
option Don't Search is selected in the Field Info dialog box. 

Jc will also exclude from the search a1J fields chat belong co 
backgrounds for which the Don't Search option is selected in 
the Bkgnd Tnfo dialog box, and all fields on cards for which 
Oon't Search selected in the Card info dialog box. •:• • 

Once you're through with the Message box, you can close ic by 
clicking the close box in irs upper-left corner. The next time you 
choose Find, che Message box reappears with the Find command 
in ic-and the last text you typed between the quotation marks is 
sdecred. You can search for the same text again by pressing Return 
or Enter. To search for different text, just cype the text you wanr ro 
finJ and pre!>!. Rerurn or Emcr. 
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,:, To speed your search: If you're looking for specific text in a very 
large stack, it's best to give HyperCard a large enough portion of 
the target text co distinguish it from other text in the stack's 
fidds . This prevents H yperCard from displaying cards that don't 
actually have the text you 're crying to find. HyperCard finds text 
faster when you specify the target text in strings of three 
characters or more, not counting spaces. ,:, 

Finding text in a specific background field 

ff you wane to search for text only in a specific background field, 
you need to know the name, number, or ID of the field. To find 
out a fidd's name, number, or ID, first choose the Field cool from 
the Tools menu, and then double-click the field. (You must have 
your user level sec to Authoring or Scripting .) 

Field Mame: [fiilllflilli!r.-,ilii.,iii:l!lllllmn. ti=========:::::i.~_ The field's name 
Bkgnd field nu11ber: 1 Sksnd field ID: ~ ----1+- The t1eld's ID 
D Lock Text Style: I transparent • 
D Ruta Tob '--------tt--The field's number 
0 Don't Search O Shaw lines 
0 Shared Text 0Wide Margins 

~ 
(Script ... ) (Colors ... ) ( DK ] (Cancel) 

Figure 1-33 Finding out a t1eld's name and number 

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

1. Choose Find from the Go menu, or press ",_E 

2. Type the text you want to find. 

3. Click after the last quotation mark in the Message box. 
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4. Type a space, then type in backg rou nd f i e ld and the 
nam e (in quot es), numb er, or ID of the field in which you 
wane co search. 

11 you type chc tield name, enclose it in quotes. 

Find "Hong Kong" in background field "Headquarters" 
. . ' - ·-· -

Figure 1-34 Searching for text in a specific field 

5. Press the Return key or rhe Ent er key. 

HyperCard displays rhe first card contain ing a word (or words. 
in the specified background field char begins with the specified 

rexr, and puts a box around char word. 

If HyperCard can't find the text, it beeps. If chis happens, check 
che text in the Message box for cypos and spelling errors. 

6. To find the next occur rence of th e same text, press Retw"11 or 

Enter again. 

You can repeat chis seep as many times as you like co see 
additional occurrences of che same text. 

To stop a search in progress, press \~'-. ( - -period). 

••• Note: HyperCa.rd won't look for texL in fields lor which d1t: • 

option Don't Search is selected in the Field Info dialog box. 
It will also exclude from the search all fields chat belong co 
backgrounds for which rhe Don't Search option is selected in 
the Bkgnd Info dialog box, and all fields on cards for which 
Don't Search is selected in the Card Info dialog box. •!· 

Finding a whole word or phrase 

lo search for a specific whole word or phrase in any field in ;\ srack, 

follow ch.ese seeps: 
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I. Press -Shift-E 

· l'l1l' M1:s~agc box .1ppear~ with the Find Whok command in it: 

j!\111 11111!1\11 l@u11111111t11111jmm1 j1111ju111 11111 1111111111111(.11111 Im jl111j1111 11111 1 

Find \'/hole'?' _., ,,_.,, ________ .,,_ , __ ,, ____ ,,._,., ___ , ______ .. 

Figure J-35 St-.rn.:hing for a whole word or phrJSl' 

2. Type the word or phrase you want to find . 

3. Press the Return key or the Enter key . 

For the Find Whole command co find a match, all the characters 
mw,r be in the same field on a card, and they muse be in the same 
consecutive order as they appear between the quotation marks. 
For example, 

Find Whol e "Apple Computer" 

relJs HyperCard to find cards that have the phrase "Apple 
Computer" in a field- it won't find "Apple Computers" or 
"This apple is a computer." (The Find command without Whole 
wouJd find marches for all three cases.) 

Find Whole won't srop on cards that have only parcial matches. For 
example, 

l .. 1 rid WhoJ •= " l:;c.J" 

won't find "Edward. " 

To stop a search in progress, press -. ( -period) 

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

The HypcrTalk Help sr.ack describes ocher ways to search for text in 
bad,ground fields, induding searching for a spccif-1c string (rhar is, a 
~p1:Lif-,c ~equencc of' characters, regardless of word breaks) and for 
individual characters. 
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Moving from one stack You can move easily from one stack to another using any of the 
to another following techniques: 

Looking through 
cards you·ve visited 

• Click a button chat's Linked co the stack (if there is such 

a bucron). 

• Choose Message from the Go menu, rype go "stack name", 
and press Recurn. (Replace stack namewith the name of 

the stack.) 

• Choose Open Stack from the File menu and use the direcrory 
dialog box co locate and open the stack. 

• If the stack is represented by a burron on one of the Home card~, 
you can press •] -H to go to the Home stack, then go co che 
Home card that contains the stack's button and click the bucc4 

As you go from card to card and stack co scack, H yperCard 
automatically keeps a record of where you've been. When you want 
to back up and review che cards you've visited, you can do either of 

chc following: 

• Choose Back from the Go menu, or press Tilde (-) or Esc, co 

go co the last card you visiced, no matter what stack it's in. To 
continue retracing your steps, choose Back (or press Tilde or 
Esc) again . You can review up co the lase I 00 cards you visi ced, 
in the reverse of the order in which you viewed them. 

•:• If the Tilde key doesn't tttke you back: Chances are you have 
one of che Paine cools selected. While you're working with • 
che Paint cools, press · ·-Tilde co go back co the last card you 
visited. (Pressing Tilde alone while using a Paint cool undoes 

your lase accion.) •!• 

After you review the cards, you can press the Up Arrow key to 
come foiward again through the reviewed cards (or press 
Option-Up Arrow, if Text Arrows is selected on your User 

Preferences card). 
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• Choose Recenr from the Go menu to see miniarure versions of 
the cards you've visited most recently-up to the last 18 cards 
you looked at (as shown in rhc following figure). A card 
miniarure appears just once, even if you've visited the card more 
cha.nonce. Click a miniarure and then dick OK (or double-dick 
a miniature) co go to the card it represents: 

DoubJe-dick any miniature ll> go 
lo the card it represents . 

This is the card you were looking ~t 
when you chose Recent. 

Figure 1-36 Using Recent to go back to cards you've visited 

To return to the card you were looking at when you chose 
Recent, double-dick the minjature that has a box around ir, 
press Return, or dick OK . 
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Recurning J loml' No matter where you are in HyperCard, you can always ger back ro 
rhe Horne stack. Here are four ways to do ir: 

Choose Home 
Imm the Go 
1111:" nu. 

Pre:is • -H 

Figure 1-37 Returning 10 the Home stack 

Click any bunon 
with the l10usc 
icon, or anrnher 
iJUl[Oll th,11\ 
linked 10th(' 
I lrnllc .,I.ilk 

Go "Home" 

Choosc Me:i:iagt:: 
from 1hc Go 
mi:nu. 1vpt 
~ " ll• 11!1\ " 

,ind r,rt,, 
lk"lltrll 

• 
When you return to the standard Home stack (the one char comes 
with HyperCard) using any of these methods, you return co che 
Home card you visited most recently-that is, the last Home card 
you saw the lase cime you were in the stack. 

You can also go Home by choosing Open Stack from the File menu 
and using the directory dialog box co locate and open the Home 
stack. This method always brings you co rhe first Home card, 
regardless of which H ome card you visited most recently. 

Entering text The most common way co add text co a card is by typing into fiel" 

•!- Check your user /,eveL· To type and edit text in stacks, you must 
have yow· user level sec co Typing (2) or a higher level. If you 
need instruction s for changing your user level, see "User I .evcls 
and Options, " earlier in chis chapter. ,:, 
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Ch0<,se this 1001 

to type text in 
fidtb 

... not 1'11~ tool. 

If your user level is Painting (3) or higher, you must choose the 
Browse cool (fl) from the Tools menu (if ir isn't already selected) 
before you can rype text in fields. 

Figure 1-38 Choo~ing the 13rowse tool 

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

!:t!.!.!.l!.!l!.!.tJ.!'1.,.1.1!.ll.!__, __ ,. ___ ,. __ 

li!drm I ffiU!!!!~!l.~!L _____ _ 

~ 11!.!L_, 
~ ~ 

Zlo todt l 116~1 

l•hoh••• l 1)1-im, __ ,,_ -.i:t" 

·-· ,_ .. , ---·-·"· # 
- . .. __ ,_,_,.,_.. -.i:t" 

------· '=' 

The I-beam pointer over 
an editable text field. 

Figur,c 1-39 The I-beam pointer for ryping and editing text 

To enter rexr in a field, just move rhe I-beam over the field, click in 
the field, and type. You edit field rext in HyperCard the same way 
you edir any Apple llGS text-you can click anywhere in the field 
and begin typing, or drag co select text for copying, pasting, 
deleting, or replacing. 
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Opening 
applications 

'Jo l,x typing mistake:, while you're editing text in a field, du one of 

rhc following: 

• Press the Ddete key to delete characters ro the left of the 
insertion point, one character at a time. 

• Drag the I-beam over the incorrect text to select it, and then 

retype or delete it. 

While you're editing text in a field, choosing Undo undoes all the 
changes you've made since the last time you clicked in the field to 

edit. Therefore it's nor a good idea to use Undo to fix typing 
mistakes, unless you want co retype eve1yching you've typed since 
you last clicked in the field. To fix editing mistakes, it's better to use 
the Delete key, or select the incorrect text and recype or delete ic. • 
To save the changes in a field (so char Undo can't undo them) , dick 

anywhere oucside the field. 

You can launch an application from H yperCard by following 
these steps: 

l. Open the Message box (if it isn't already open) 

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

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

l!rn1111111:,1111S111@11111111,,1111\i1111:,11u111111 ,1WU111,111111111111m;11111 ,1111 111jr11mjum11111,1111111111\1@111111111111!1' ui:m11 
open "application" ___ __ ___ _ __ Tiu~ Ltunrl1c:~ llil' 

~pccifiec.l application 

Till~ launcht~ the 
specified appllc:nion 

open "document" with "application" _____ and opens the 
spcci11ecl clocumt:nt 

Figure 1-40 Opening an ,1pplic..111on 
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Getting help in 
HyperCard 

3. Press Return or Enter. 

4. If Hyp erCar d display s the dire ctory dialog box and asks you 
w here one of these files is, use the dialog box to locate and 
open the file. 

When you quit the application you've opened, you recmn co the 

card in HyperCard from which you launched the application. 

You might encounter stacks with button s d1at launch applicarions. 
When you launch an application by clicking one of these burcons 
on a card, you return co the same card in HyperCard after you gu ic 
chc applicaLion . 

>- See also: • "Cusromizing Your Home Stack" in Chapter 2 

While you're working in Hyp erCar d, you can always gee immediate 

assistance from che HyperCard Help or HyperTalk Help stacks. 
These stacks provide che following cypes ofinformacion: 

• H yperCard Help covers Hyp erCard casks through the 
Authoring level. 

• Hyperlalk H elp provides reference a.nd concept ual information 

about HyperTalk, HyperCard's script language. (For 
information abo ut how you mighr wane co use Hyper Talk, 
sec Lhe HyperTrilk Begimu•r's Guide.) 

There are several ways co gee co the HyperCard Help scack: 

• Choose Help from d1e Go menu. 

• Press ·, -? . 

• Type Help in the Message box and press Return. 

• Click che Help icon on the Home card called Welcome (in 
the sr:111cbrd Hom e stack). 
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Once you've opened the HyperCard Help stack, it shows you how 
to find the informarion you need. 

If you need help using HyperTalk, click the Hyperlalk button at 
rhe bottom of any card in rhe HyperCard Help stack to go to the 
Hyper Talk Help scack. 

AJthough there's some overlap between the material covered in this 
book and the information in the HyperCard Help srack, these cwo 
sources of information give different kinds of help: 

• This book gives more derails on some topics than rhe 
HypcrCard Help stack does. Turn to chis book when you need 
a more thorough discussion of a topic. To fmd information 
quickly in this book, look up the subject in the Index • 
or Contents. 

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

• 
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Using a stack 
on a file server 

If your Apple Ires is pare of a network char includes AppleShare file 
servers, you can use HyperCard stacks stored on file server volumes. 
However, you need to be aware of the following considerations 
when you use stacks on a file server: 

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

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

• When a stack is unlocked on a file server, only one person can 
use ic at a rime. This user can make changes ro the stack, buc 
others cannot open the stack while ir's in use. 

The AppleShare network sofrware uses a foe of your computer's 
random-access memory (RAM), which means there is less memory 
available for HyperCard co use. Depending on how much RAM 
you have inscalled in your computer (and on several ocher factors, 
such as the number of desk accessories insca.11ed in your system), you 
may find char HyperCard behaves in unexpected ways while you're 
using the Paine cools or playing complex sow1ds. For more 
information about such symptoms and what to do about chem, see 
"HyperCard and Your Computer's Memory," earlier in this chapter . 
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Using a stack 
on a CD-ROrvr 

You can use any HyperCard sracks you have on a CD-ROM 
(compact disc) just as you would other stacks. However, changes 
you make to a stack on a CD-ROM won't be saved. lf you wane 
your changes saved as you work, be sure to copy the stack to an 
w-1locked disk and open the stack from the unlocked disk. 

Ir's best nor ro run HyperCard irself from a CD-ROM (or from 
any other locked medium), or use a Home stack that 's on a locked 
disk. Alchough you can't damage anything by doing chis, you mighl 
encounter some annoying problems, like the following: 

• If your Home stack is on a locked disk, HyperCard can't update 
the Home stack's Search Pad1s card when you rel) ir where to 

find stacks via che directory dialog box. Therefore, ic never learn:. 
where your stacks are and has to keep asking you co locate stac. 
when you want to open them. 

• When you're running HyperCard from a locked disk and you 
launch an application, HyperCard returns you co the fuse card of 
the Home stack when you quit the application, instead of the 
card from which you launched the application. This is because 
HyperCard can't mark your place when you leave, as ic would if 
it were on an unlocked disk. 

• 
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Quitting HyperCard lo quit HypcrCard, choose Quit Hyp erCa rd from rhe File mt:nu. 
or press -·-Q. 
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HyperCard doesn't ask whether you wane to save changes, because 
ic saves your informacion auromaricaUy as you work. 

He\'/ Stock ... 
0111en Stock... oO 
Save o Copu ... 

Compact Stock 
Protect Stock .. . 
Delete Stock .. . 

Page Setup ... 
Print Cord oP 
Print ... 

Quit HuperCord 6Q 

Figure 1-4 1 Quitting 1-lyperCard 
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Chapter 2 

Creating and 
Modifying Stacks 

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

To do the rasks in chis chapter, you muse have your user level ser 
co Au choring or higher. For a few of the tasks, your user level must 
be sec co Scripring. When a cask requires che Scripting level, rhe 
instruc tions say so. (For instructions on setting your user level, 
~ee "Use r Levels and Option s" in Chapter 1). 

'i9 



Creating stacks Once you've learned co gee around in HyperCard, you can begin 
rhinking about rhe kinds of sracks you might wanr co create. You 
don't need any programming experience co create stacks. Using 
HyperCard's cools, you can combine cexc, graphics, and numbers 
according ro your own specific needs; and you can add buttons to 
link related pieces of information. 

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

You l'an 1ype name, a<ldre:.~. and 
phone number information here. 

Grunh•••• lndu,1ri" ................................... . 

Addrm I 682~.Doffo~il llo~ ................... ······-··· 

c,,~ 1 
Sm•I 

Zip Cod• I 

llt•d ............... - .............. _,_ .. ........... . 

CA .......................................................... . 

896~7 ......................... . 

• 'rou can chck 1he5, 
buuon, to look for 
infonnation or 10 

add or <ldeie 
cards 

This bunon 
Tlus bun on dials i.i,ohm I m-m7 ················· - <? ~ takes mu 10 the 

1he phone m11nber -····························· ~ ~ E ffi-- Home· stack. 
~hown 10 the left.-=-------+_ -_ .... _ .... _ .... _ .... _ .... _ .... _ .... _ .... : Sl«tlnrt C!le=r 1111111 

1rt ____ ,_I ___ __ T_h1-~-h-u1-,r-ml l rh1shunon 

give~ you w ke~ you lll 
infonn:111011 1hv C1k·nd.11 
about the stack. stack. • 

Figure 2- 1 A stack that helps you keep track of phone numbers and addresses 
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You can type 
information about the 

t,Halog item here. 

J'he na1m: of the 
cu.tlo~ item 

I ·-PN-~56-A Sorocket 
n, ~ t.f!llCltt is _, _.,,,.,. __ 

.Jriau:i!I .". liqclts-spcificall1., 
. u mglt-51"" mr . notLt.11!!._ .... 
. of .l~. Uc1cles ..... __ .. _.,,,,,., __ 

. nu. tztt ol5Jl:ocbt. is .................. .. 

. wL!achrN. la om. 21. litftmt ..... .. 

. s:im . .tor Ut _)ic7clt ,iMIStl}~ ....... _ 
. ...................... ,_,., ............. __ ,.,.,..,,. , __ _ 

This bu11on take~ you _1,Ja G:> c::> <:J 
to the Home stack. ~~ 

This button allows you to 
find time zone information 

about a <:oumry by typing it.s 
name in a dialog box. 

This button allows you 10 
specify your own location and 

other information needed to 
calibrate the stack. 

This bunon I This button 
takes you to takes you to 
the previous the next card 
card in this in this stack. 
stack. 

This button 
takes you 10 
the last card 
you saw. 

Figure 2-2 A stack that catalogs in.formation about bicycle pans 

You can click any country shown on this map co see information 
about the time zone(s) and current time(s) for that country. 

Thi.~ hutron t.tke~ vou _ ~ 
tu the I lu111l' ,t.1L'k ' • 1 

Figure 2-3 A $lack that provides information about time zone:. 
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The text for e-.ich pan or 
a lesson appears here. 

Thb 1nd1r;lll'~ thl' 
current lt'ssor1s 
difficulty 

This buuon allow, 
you to try the 
techniques taught 
in the current 

lt1 K• lr~ ~1-- - les.,on. 
,_-·.···.·-_ .... _ .. _ .... _ .... _ ... _ .... _ .. -_ .. _ .... _ ... _ ...... -.-· ... ··. ·-. ... --. ·.-·.·-.··-. ··.--.-.·-·.- _. .__£::.xia=pl-'-,s:........J,-!Hiil--- Thi~ burcon su111s 

This area 1s used for{ This disk F. This dislds F. a demonstrdtion 
illustrdtions or as a ls write· = not write· = 

worksp;tce. protected. A protected. A This hut1on takt) 
Thi~ buuon shows , vou to :111 1ntll'x ol 

--\.:;:.::!.i;i p ~ ._,!~!!!?.....fl ker l\'ords and you infon11at1,m .;:.;;~ _.:.::,:J,1,.~~::,1.. ,J ."-__:=:.__ .,.--
:1hout u,ing thl' \l.ll k rel:1ted lc:~sons .• 

You can type: in!om1ation 
a bout the record here. 

Tiu~ hunon ta!-1:-. This button 
VOll back to th<: takes VOLi IO 

current lesson a glossary. 
from any other 
pan of the stack. 

Figure 2-4 A ~tack that teaches schoolchildren how to use HyperCard 

CATEGOAY 
! Rock 

ARTIST 
I Mo Sisu rs 

lITL£ 
! Sound Advic• 

MOTCS 
1. Bluo rinl for Troublt 4:10 
2. TolOll ij 6roat 2:15 
3. Rosco•'s faaih 3.30 
~- folk tom• lo freoob 2:55 
S.Slblin Atvtlr 5:10 

RECORD 
COLLECTION 
~or4 lf 

You can 
use these 
buuon~ to 
organize and • 

C}workwith 
the: stack 

Thi~ button wkt, 
... ~ --- - YOU to the Homt: 

tndu I Sound 

Sort g Qul1 

Qbou1 this s1ock 

I I 
;tark. 

This hu1ton takes you This buuon takes 
to the previous card in you to the next 
this slack. rnrd in this stack. 

Figure 2-5 A stack rhat catalogs a record collection 
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The card layer versus 
the background layer 

The stacks char come:: with HyperCard arc examples of the kin<ls of 
stacks you can create with HyperCard. You can explore these stacks 
to fin<l our how they work by using the cechnique::s described in the.: 
section "Examining a Scack," lacer in this chapter. 

The way a stack works is determined by its scripts, which contain 
instructions that tell the pares of the stack what co do. The 
instructions are written in Hyper Talk, HyperCard 's English- like 
programming language. However, you don't need co know 
Hyper Talk co create scripts. For example, you can link a button 
co another card without writing a word of Hyper Talk. The burcon 
will contain a script rhac rells HyperCard which card co go to-bur 
you don' c have co know anything about how the script works co 
make the button act the way you want it to . 

If you decide you want co learn how Hyper Talk scripts work, go 
thro:ugh the exercises in the Hyper Talk Beginners Guide. 

When you look ac a card, what you see is a composite of rwo 
layers-a foreground layer, calJed the card I.ayer, and a background 
I.ayer. Both layers can contain text, buttons, and graphics. You see 
the elements of both layers when you look ar a card, as if the card 
layer were a transparent layer in front of the background . 

Chap1er 2: Crcmmg and Modifying ~tark~ 



look at a card ,~ a 
compo~1le or !hl' card 
l:t yer ,tnu l ht 
IKllkground l.1ycr. 

Figure 2-6 The background layer and I.he card layer 

• Any number of cards can share the same background. Each 
background serves as a template for che cards char share ic. The 
elemencs in a background (that is, the burrons , text, and graphics) 
appear in the same location on all the cards associated with chat 
background. If you want a button , field, or graphic co appear on a 
number of card~, you put it in the background layer. Together, the 
elements in a background give a similar appearance and function co 

the cards chat share the background. 

You can see just the elements chat are in che current background 
by pressing -B to go to the background layer. (This is equivalenc 
co choosing Background From the Edit menu.) Pressing - -B 
repeatedl y moves you back and forth berween rhc card layer and 

the background layer. • 
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cl rllt 14il it loth OtiJtch lddnnn l,ck,r,w ~ __ When you're in 
thl: l>aLkgruuml 
bycr. thl' word 
/Im ~~,w 111tl 

appears in the 
nwnu h:,r 

·-1 
c .. 11 .. , I 
A:dl!lreu I 

~ 
~ 

Zb Ct4, I 
,,,.,bo,. I 

-

------- ··----- ···- t\,\'\i ·,. 
.. r. • ; . 

--·-------- ··-·· looHor_ 
- .. ,,. ______ , ___ ,_ 

$iltw llolti 

N,-Ct,d 
-- .... --· lltln, Card ____ ,.,_,. ___ , __ ,.,_,_, . 

-- ·--·---···- ~ ¢;i ~ 
_______ ,, ___ ~ 

~ E .m -----···· ~ 
~ Sldlio IAIIIIW h ---

Whl"II vou'rl' 1111he lxarkground l.1 . ) • . .'I, 

you ~l'l' 1u~1 thl' dl' tlll'lll~ th:tl an: in till· 
background-the elements in 1.he card 
layer disappear temporarily . 

Figure 2-7 The background layer 

Th e elements in rhe card layer appear only on char card: 

This tt'xt changes from card to card-its pan of the card IU)'l:r 

- ---------ll!ll---- , 

........ 
hhb~ 

~ -, 
IMtml 

---:'.!!J 
~ ,.., ... , 

!mill.l<.Jl1_ 
b~l,~W--

tullatl!lttl 

p!MfWfll\ 

"'-!llS 

S...litm 

"""'' o.1u,c..-

I The other elements appear on all the cards-ther're in the background brer. 

Figure 2-8 Background elements versus card elements 
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Whal buttons, fields, 
and grarhics can do 

for your stacks 

The elements you add co the cards and backgrounds of a stack 
determine how people wiU use the scack. 

• You can add burcons, which are rectangular "hoc spocs" you click 
to make things happen. Buttons often link related information. 
When you click a button chat's linked co another card or stack, 
char card or stack immediately appears. The ability to link 
information with buttons creates all kinds of interesting 
possibilities, such as stacks that teach, scacks chat lee you play 
a game, and stacks chat present a report or a story. 

In addition to linking information , burrons can also play songs, 
law1Cb applications, perform calculations, control videodisc 
players, and much, much more. 

• To put text on cards and backgrounds, you can add text fields .• 
You can sec the style of rhe text in a field by choosing from a 
variety of type styles. You edit the text in a field just as you 
wouJd in any App le lI GS word-pro cessing program. You can also 
search for specific text in background fields. 

• Graphics can enhance the visual appeal of a stack and hdp 
communicate its purpose. You can add pietures, charts, 
drawings, and other graphics to stacks. Draw chem yourself. 
copy them from the stacks chat come with HyperCard (or from 
graphics applications), or scan them in. 

• 
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(ir,lphil.~ 
created with 

tht'. Paim tools 

··!SH 

f teld lt'Xl 

• GrM t, ts ilda . 

I al i .. l_ ;._:~_~1-11-11m- ·11_,,"' __ 

Bu11on~ for nav1µa1inµ 

Figure 2-9 Exa111pb or htlltOll\ field~. :md g1~1ph1(S in :I ~tac~ 

HyperCard comes with stacks that contain readymade burrons 
and graph ics char you can copy and paste inro your sracks. The 
readymade buttons contain pre-programmed scripts that can make 
your stacks more useful. You don't need to know HyperTalk co 
make these burrons work-you just need to undersrand whar chey 
do, so char you can use chem appropriately in your sr:icks. 

You can combine buttons, fields, and grap hics in any number of 
way1, ro crc:trc a st:ick rh:ir looks :in<l works rhc way you wanr ir ro. 
Chapters 4, 5, and 6 give detailed instructions for adding burrons, 
fields, and graphics . 
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l lsing HyperCan.l's Loob ·10 create and work with buttons, rexc, and graphics in sracks, you 
use the cools in the Tools menu. You can have only one cool selected 
ac a time, and one tool is always selected while you're using 
HyperCard. 

~ B/ 
»moo 
~ o ~, 
A O G: 

The l'nint 1ools 

Figure 2-10 HyperCarcl's tools 

The Tools menu appears when your user level is Painting, 

Authoring, or Scripting. 

• 
The lools menu contains the General cools and the Paine cools, as 
shown in Figure 2-10. The General tools are for browsing, cexr 
edjcing, and worbng with buttons and fields. The Paint tools are for 
a-eating and editing pictures. If you've used an Apple Iles paint 
program, you know more or less how the Paint cools work. In most 
cases, you choose the Paint cool, then drag co make ic work. (The 
Paint Text tool is an exception. To make it work, you first choose it, 
th ,en click and type.) • 
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G5] The llrow.,t· § The llunon tool 

~ 
The Field wol 

tool b for b for working ,~ for working . 
l,n,w,111g with hullon~. with fa-Ill, 
through swcks 
and editing 
text. 

[g] The Selection [eJ The La:>So is [1J The Pendl 
rool 1~ for ror ~dcrting cJmws thin, .. 
selecting nonrectangular tree-lonn 
grnphi<::.. graphics. line,. 

~ The Bmsh 

~ The Eraser [Z] The Line tool • paints with erases the part draws straight 
the current of a graphic lines. 
paucrn or you drJg rt 
color. over. 

[j] The ::.prny tool [g] The Recwngle [g] The Rounded 
~rrirLes paim t0ol draw~ Rectanglc 
onto the recwngles and tool draws 
screen in the squares. rectangles 
current pattern with rounded 
or color. corner,. 

~ 
The Bucket fills [QJ The Oval tool 

~ 
The Curve tool 

enclosed areas draws ovals draws free-form 
or one-color and circles. lines and 

• :111.~1, with the ,h:rpc, 
current pattern 
or color. 

~ 
The Paint Text [Q] The Regular 

~ 
Tht' Polygon 

tool LS for Polygon mol tool creates 
t)'f)lllg text neate~ polvgon, \\ 1th 
th.II\ pan ol rolygorn, \\ ith 1m.'gul.1r ,itle, 
:1 graph1t. n:gubr ,1de,. 

Figure 2- 11 Wh:111l1e tool., :ire w,cd lor 
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You can "tear off' the Tools menu (as shown in the following 
figure) to create a movable Tools palette. To do this, drag down 
chrough the menu, past the bottom or beyond either side. 

To tear off the Tools menu, drag beyond 
the bottom or side of the menu. 

Figure 2-12 Tearing off the Tools menu 

You can close the Tools 

I 
palette by clicking here. 

To move the 
palene, drag 

~B/ 
»moo 
~C >~ 
A () a 

Click any tool 
ro choose iL 

from here. 

,:, A shortcut: You can make a Tools palette appear or disappear 
quickly by pressing Option-Tab. •!• 

• 

To choose any rool in the Tools palette, just click it. (Depending on 
the tool you select, the shape of the poinrc:r mighr change.) The • 
Tools palette remains visible on your screen until you click its close 
box, or until you press Option-Tab co make the palette disappear. 
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Even if you have the Tools palette open, you can still choose a tool 
from the Tools menu (in the menu bar)-the palette reflects your 
menu choice. Ir's a good idea co leave the Tciols palc.:ttc: open while 
you're working on a srack, so you can see which tool is selecred. 

When you choose one of the Paine cools, three new menus appear: 
Paine, Options, and Parrerns. (T hese menus are described in 
Chaprer 6.) The Objects menu disappears while you're using a 
Paine cool. Ir reappears (and che Paine, Options, and Parrerns menus 
all go away again) when you choose any of che General tools . 

~ 
AddrtSSfS 

W~l•oat J NtfflibM I Tul Kil 11 A11ic J J Bm•tn1 

Figure 2-13 Menu.~ that accompany tht Paint 1<>ob 

Chapters 4, 5, and 6 give specific instructions for using 
HyperCard's tools ro creare buttons, fidds, and graphics, 
respectively. 

Chapter 2. Crc:uing and ~lodifymg Stacks 



Selecting buttons, fields, 
and grnphics 

To selecr and work with the different HyperCard elcmencs­
burcons, fields, and graphics-yo u need ro use different rools. And 
yuu sdccL a.nJ manipulaLl" om : dt:mcnl at a Lim<.:. You can't s<.:b:t 
multiple elements. 

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

Choo~c the 
Bunon fool ... 

... a ncl then click 

-~ l><"IO" 10 ~I:] .... 
ii: : ~ : ~J ; ~ :-----\X 'hl'n,,hl llll in 
,... ' A d ' i~ selt:m:d. ifs • rf : d resses: 
r.~_t.!.i.i. ~ .... -~ . .. : :~~~~:i~~cd by 

dashed line. ~!! I Welcome I 
:::::~.•:•,,, .................... ~ .,,, ... , .. ,,,.,:,,,, ... , .. ,,..;,,,,• .. ,, •.. ,,,. ,,,,. •.• .,,,, ....... ,. ,,,, .. 

Deskset 

Figure 2-14 \t'lening l buuon 

Whether the button is in the background layer or the card layer, 
you can select it from che card layer. When rhe bucron is selected, 
it's sw-rounded by a moving dashed line. 
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To select a field, choose the Field tool (D) from the Tools menu and 
click the fleld: 

Choo:-L 1he 
fo:ld tool 

.. and 1hen dick 
1hc field 10 select it 

_,_2.!.P~.11 ! 89647 ..................................... . 
-- ----- ----------- -. . 
:555-9087 :V 
: !~ . . ,..,_ 
.................................... f : :v : ....................... ~ .......... : 
: :~ . . ,..,_ 
·---·· · ·· ·· · · ····· · · '-------,__I When a field is selected, 

it's surrounded by a 
moving dashed Line. 

Figure 2- 15 Sdccung a field 

Whemer the field is in the background layer or the card layer, 
you can select it from the card layer. When the field is selected, 
it's surrounded by a moving dashed line . 
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Choo~e the 
Selection tool 

There are many differem ways ro select a graphic. Generally, you 
choose either che Selection cool (:-:~) or the Lasso (P) from che Tools 
menu and drag ro select the graphic: 

and then drag 
diagonally with the 
Sdection tool 

llro111 l11:1t· 

,--------- -, 
: ~ l 
! iii/..~,~ l 
I I ._ _________ ., 

Or drag around the 
gr;1pluc ,,ith the l.1,,) 

,,-; 

or the Lasso . .. -~~ • 
to here. 

Figure 2- J 6 ,ek't'ting ,1 gr.iphil' 

:>-See nlso: • "Sclecring a Graphic" in Chapcer 6 

• 
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Planning a slack 

• 

• 

Before you begin building a stack, you should have a clear idea 
of who will use the stack and what you want the stack to do. 
Knowing your audience and the scope of your stack can help you 
make decisions about the design of your stack-both before you 
srarr and while you' re building it. 

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

An understanding of the stack's users can help you decide how co 
present the information in the stack, how much text and how many 
graphics co use, and how to structure the stack. For example, a stack 
for teaching children geography skills might require lots of pictures, 
a simple and consisrent way co navigate through information , and 
frequent reinforcement. Depending on your stack's subject matter, 
you can choose from a variety of presentation methods-including 
a slidle show, a tutorial, a game, or an interactive story. 

Before you begin building a stack, it's a good idea to draw a map 
showing the structure of the stack, which cards are linked cogecher, 
and how users will move through che stack. 1f the map looks 
confusing, it's probably an indication chat che resulting stack will 
be confusing and difficult co use, and you might wane ro consider 
simplifying the stack's scrucrure . 

•:• Keep your stack simp!.e: Adding lots of buttons and links in your 
stack won't necessarily make information more accessible­
users can gee lost or confused easily in a scack thaL has too 
many links. •:• 
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The stack-building 
process 

Building a stack involves deciding how co present and scrucmre the 
information (as discussed in the previous section, "Planning a 
Stack") and carrying out your design decisions by creating cards, 
backgrounds, burrons, text fields, graphics, and links beiween 
related pieces of information. (Chapter 3 explains how to create 
cards and backgrounds; Chapters 4, 5, and 6 give derails about 
creating buttons, text fields, and graphics, respectively.) Most of 
your stadt-builwng rime will be spent on the details of integrating 
text and graphics, and making che scack easy to navigate. 

As you build a scack, it's important to evaluate it frequently, co 
make sure ic still does what you've designed it co do. To evaluate a 
stack, cry it out yourself. See if you can accomplish the casks for 
which che srack is designed without getting lose or feeling confuse. 

lf the scad( wiU be used by ochers, show it to people who are similar 
co your users in background and level of computer experience. Give 
chem specific tasks co perform, and watch and listen carefully­
withouc interfering-while they cry the stack. 

As you evaluate the stack (and watch others use it), keep che 

following questions in mind: 

• Is it clear what the stack is for and how to use it? The text, 
buttons, and visual images in the stack can communicate a lot 
about the stack's purpose. They should be understandable and 
consistent (in appearance and behavior) and should clarify the 
purpose of the stack. If the stad< is confusing, chink about ways 
in which the text, butcons, and visual images can be improved l. 
create a clearer visual message. The stack should also give the 
user appropriate feedback (for example, most burrons should 
highlight when they're clicked). 
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• Is ir easy co ge1 around in chi: stack? Make sun: rhat, :1!> you use 
the stack, you can cell where you are, how you gor chere, how 
ro gee back ro where you came from, where tu go next, and 
how co leave. If ic's easy co gee lost or crapped in the stack, 
consider reducing the number of links, or simplifying or 
clarifying the navigation scheme (for example, by using a 

standard sec of navigation buttons on each card). 

• Do the features work correctly? Test the burcons to see if they 
cake you where they' re supposed co in all circumstances. Make 

su re each 11eld is visible and unlocked if the user needs co sec it 
and type in it, or locked if the user just m.:eds co read or dick 
cexr in the field. The stack should prevent rhe user from 
losing information and make ir clear when an action will 
not be reversible. 

• Does the stack require a particular user level? The fearures 
available co a user vary with the user level (as explained in 
"User Levels and Options" in Chapter 1). Try using the scack 

ar every user level. 1f it has any features that require a cerrain 
user level, make sure the stack either sets the appropriate user 
level (through the stack script) or cells the user co sec the 

appropriate user level. (The HyperTaJk. Help stack describes 
how co sec the user level ch rough a script.) 

Obtaining periodic evaluation and feedback from typical users is 

an im porcanr part of building a stack. lc's a good idea co begin 
cv.1luating a slack early in its devdopmcnr. HypcrCard makes 
ir easy co bui ld a prototype of your stack char you can use for 
gacherring preliminary feedback from users. Be prepared co make 
changes co the stack to fix problems and incorporate ideas char 
grow out of your evaluation and user testing. 

When you've finished building a stack, put it through a finaJ resr, 
checking all of the poincs listed above. 
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Modifying an 
existing stack 

For more detailed information on designing a stack, consult 
the HyperCllrd Slllck Design Guidelines (available from 
AJ<lison-W~lc.:y). 

Modifying stacks created by others is noc only a great way co learn 
about HyperCard - ic's also a good way to gee scacks that arc 
tailored to your needs. There are !ors of ways to customize an 
existing stack. You can add text and pictures and create new links 
herween pieces of information. You can make new cards and cards 
with new backgrow1ds or change any of che elemems of a scack in 
any way you like. You can even delete any elemencs you don't wam. 

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

If you want co modify stacks created by other people, you should be 

aware of the following considerations: 

• Ead1 object in a scack-thar is, each button, field, card, and 
background, as well as the stack itself-can have a script 
attached LO ir. Scripts contain instructions char cell the different 
objects in a stack what to do. The scripts that belong to the 
djfferenr objeccs in a stack often interact with other objects and 
their scripts. When you delete any object that contains a script, 
or move it to another pare of the stack, ics script goes with it. If. 
other scripts rely on that object or its script (or vice versa), you 
may fmd that your scack behaves unexpectedly after you've 
moved the object. For example, you rrught see messages char 

b . . h "N h d f " ''C ' d d " eg,n w1c . ever ear o . . . or an run ersran .... 

(h :iptcr l: Creaung anti Modifying Stacks 



• 

• 

Lf you see such messages (or ocher strange behavior) in a scack 
you're modifying, the stack's scripts probably refer ro objects 
thar you've changed in some way. l f you' re familiar wi ch 
Hyper Talk, you might be able co fix or rewrite che scripts. 

Otherwise, consider modifying a different stack or creating a 
stack of your own. (If you want co learn Hyper Talk, see che 
Hyper Talk Beginner's Guide.) 

• As you modify a stack, HyperCard saves your changes 

arucomaticaJly-wichout asking. Therefore it's a good idea co 
make sure you have a backup copy of a stack before you begin 
changing iL, so that you cm gc:c back to the original ii' you 11eeJ 

co. Ir's also a good idea co save a copy of your modified srack 
periodically while you're working on it. That way, if you make 
a mistake chat "b reaks" the stack, you can go back co a recem 
version (rather than starting all over again). 

• Some stacks are protected, which means you can't change chem. 
A small padlock (i ) appears in the menu bar when you're in a 

protected stack. In some cases you can remove a stack's 
protection by using the Protect Stack command in rhe File 
rnenu. ("Procecting Your Stack," later in rhis chapt er, tells you 

how.) However, in stacks rhar have a password, you can't change 
rhe ~tack\ prorec1ion serr ing unless you know rhe password . 
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Examining ~I stacl-: Before you begin modifying a stack, you can find out what makes it 
work hy l·x:uninin~ irs parrs. The Ohje::cr~ menu concaim some 
cu mma11d1, m help you Jo c.his- Buuon Info , Fidd Info, C:u-<l 
Info, Bkgnd Info , and Stack Info. Each 01 these commands presents 
a dialog box char shows the characteristics of the percinem object 
(the selected button or field, or the currenr card, background, or 
scack)-including the object 's name, number , and accribute serrings. 
Through these dialog boxes, you can learn about the objects in a 
stack, look at their scripts, and change their arrributes. 

•:• To /,ook at scripts: You muse have your user level set ro Scripting. 
"User Levels and Options" in Chapter l explains how co change 
your user level. •!• 

To locarc and learn about rhe buttons in a stack, follow these step. 

1. Choose th e Butt on cool ( o) from the Tools men u. 

Rectangles appear a.round che burrom, tha1 don' t ;Jready have 

an outline: 

When you 
rhoosl· 1hc 
Buuon tool . 

.. renanglc.~ appc:1r 
around 1he buttons. 

r! 
P,c1.w, ,uu I ff 

__ _ ,.......,.....,.,,.,.;:to",01rithl I!) 1199AOPlt CMOU\ff, lac 
(1M\AHHM I IIHhtl H Toti lit. H Attic: II IHtlfll I 

Figure: 2-17 I .h1 K ,,111g lhe Bu11on tool 
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2. To gel inform ation about any butto n, di d< to select the 
butto n, then choose Butto n Info from the Objects menu. 

Or simply double-dick the burton. The Burron Info diaJog box 
appears: 

TlllS optk>n allow~ you to dispht)' 
the hunon'1-name on the bunon. 

These options de1ennine [ t==== l/.=.=.= ... =_;;.,.~-=-=_=_=_=_=_=_=_=_=_=_=_=~~1---The button's name 
rhe button's highlighting Butt on M11u: hiiifilifui( 11 The Inmon·~ number 

heha vi~>dThc Share l lil~te Bksnd button nU11ber: 1" Bk9nd button 10: 2 I I The hutton\ r () 
op110111~ :1rl 1H· onl} for 0Show Hau Style: I rectangle ~ 
background buttons.) 1]0 Auto Hi lite '---+1-- The selected style 

This lets you :1ssign an 181 Shm Hi lite of the bunon II 
f011ily: I O (none)~ 

icon to the llllnon. -n.--:~~=~-[,,..-,c-on-........ ) Click here to ,et 

Thi~ links the hunon tl (link To ... ) ( font... )--------,-;irt,-the texr format 
ro :mother card or ,tatk ~ for rhe huHon 

[

(Script .. ) (tolors..)1 [ DK ] ~ 
Cltl k hL·1 e ro I lo,e the 
dialog hox without 

Click here 10 see This lets you assign saving any changes. 
rhe bunon's script. colors to different pans 

of the button. 

Figure 2-18 Ct:Tling 1nfor111:nion about a button 

Chaptel' 2: Cre:ning and Mtxlifying Stacks HI 



Tb locate and learn abouc che fields in a stack, follow these seeps: 

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

Lines appear in all the fields: 

When you choose 
the: Fidd wol ... 

. . lines appear 
in the 11eld~. 

Figure 2- 19 Choosing 1hc Field tool 
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2. To gel information about any field, click the field to select it, 
then choo se Field In fo from the Objects menu. 

Or simply double-click che field. The Field Info dialog box 
appears: 

Thes(· options .1Jlm1 \<>ll field HOiie; 

10 lock Lhi: field. previ;:m Bkgnd field number: 2 

.ind 11101'1.' OAuto Tab 

II 
Bkgnd field ID: 3, 11 
St~ 1 e: I transparent ~ I l 

The field's name 
Till: J1dd'~ nulllh,· r 
The field\ II) 
The si::k:oed 
,11 Ir of rile I 1t'ld 

,e,1rching m 1h,· field. -ID lock Tut 

11 
D Don't Seorch 

t 111 I-11,w I" "'I 111<· I< \I 0Sho,ed lext 

lurm.1t lu1 1he 111:ld -rr- --- -~ 

0 Show line;-i I 
0 lohde ~org~t--- -+r- I Ii,·,, <>jllltJfh .111011 )\Ill 

Click here to sec_ 1 ~ (Colors .• .) 
1he fi<::ltl\ !><.Tipl. I 

L======l=======F:::!.i 
C DK ] ~ 

This lc11> you assign 
rnlon, 10 different 
ran!> or the neld. 

Click here ro dose the 
dialog box without 
saving any changes. 

Figure 2-20 Gi:ning infommion ahm11 a field 
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The l.ml\ ID 

To gee information about the current card, choose Card info from 
rhe Objecrs menu. The C'.ard Tnfo dialog hox app ears: 

1 

The card's name 

r.l l;= c;;;o;;;rd;;;H;;;Oll;;;e;;;: : lmi=~=m:,,.-=,1:,111-.,_ -_ -_ -_ -_ -=-= -= -= -= -;= -= -= -=-=~:::....!JI IL-Th, ,:trd .. numlwr 

Cord ID 30~6 Cord ntaber l~ut of 7 11 Tht number ol hdd, 
',efeu thb opt1un 10 Contains O cord he Ids. '------- -- ........;.;- in the cml I.I\ e 1 

prot,, ·t the rarc.J Contains 5 cord buuons. 11 Tht numher ol 
from dl'lc:tinn -- l81 can't Delete 1 bunons 111 tht: 

'wit-11 th 1, opt1t>ll _I_I_ O Don't Search l :ird lawr 

to ext lude the flekb I ~ Scr1·pt ) r.::;-:::.Colors [ OK ] ~ Click here to dose the 
on 1h1,cm lfr om ··· ~ - • ~ II 

I 
J1alug box without 

t~·x1 ,e;1rt he~ · sa,·ing JI\} change~ 

Click here to Click hrn• hl 

,ee the cm.l's ~ee the carc.J\ 
srrip1 color se1~ 

Figure 2-21 Getung mlurnwuon ,1hou1 :1 ca,d 
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You c.:an see what\ in the background layer of the current car<l by 
choosing R:ickgrouncl from rhc F.dir menu, or pressing -R. To gcr 
information about che current background (whether or not you're 
in the background layer), choose Bkgnd Info from the Object s 
menu. Th e Bkgnd Info dialog box appears: 

rhL· i>.irkgrountl, ID Tht· background\ nanw 

t Bksnd Mame: , Bt!'fifl\Httll'! I I 
<ielec1 thi.s oprion 

l<l rrotcrt lh l' Bksnd 10: 2760. Shored by 5 cords. I 
l>,Kkground Contains J background fields. 

11 

The number ol 
cards that share 
this background 

Thi; numh1.:r uf 
f1elds in this from deletion. ---.-.,.. Contains 7 background buttons. 

"I ' ~ background D Can't Delete 
Selert I his optton D Don't Seorch _____ 1"t""_ The numht:r ol 

tc> exclude the I ;-~ =, • 

1 

Concel) II hunon~ in rh1s 
fields in this L ~ ~ ( DK ] b:Kkgmund 

background from 
Lt:Xl ~eard1cs. 

Click here ro Click here Lo Click here to close 
see the 
background's 
script. 

see the 
background's 
color sers. 

the dialog box 
wici1out saving 
any changes. 

Figure 2-22 Get11ng infonn:ttion about a background 



To get information about the current stack, choose Stack Info from 
rhe Objec rs menu. Th e Stack Info dialog box app ears: 

r;;::::::S=toc=kM=om=e:=m II 
'f:lC disk and ~older Ill T Where: :HordDisk:HyperCord: 

which Lhe stack t~ stored Stock contains 7 cords.----- -- --.;.!- The number of cards 

IThe s1ark's namt: 

The. number of T Stock contains 2 backgrounds. 11 in lhe stack 
backgrounds in the swck I Size of stock: 43K. The amm1nt of disk space 

The amount of frlT __ Free in stock: OK. ~ lht stack require, 
\f)at:e 111 the stack JL 

Click here co see the (script ... ) (Colors .. .) [ OK ] ~ 
~13<.:k's ~cript U f 

Click htre tu see I 
1h1: Slack's color 
sets. 

Click hm: to dose 
tht: dialog hox 
without saving 
any changes. 

Figure 2-23 Getting information about a stack 
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Undoing your 
n1ist1kes 

While:: you're working on a stack, you can usually undo your l.u,t 
srack-ediring :1crion hy imn1t:di:1rely chomin~ Undo from the F,dir 
nH.:11u (or prc1>1>ing -Z). Choose Undo when you make a mistake, 
or when you change your mind about your lasr action. (You must 
choose Undo before doing anything else.) 

6 Important : You can't undo the deletion of a button or field. 6 

To undo typing mistakes while you're editing cexc in a field, do one 
of che following: 

• Press Delete co delete characters co che left of che insertion point, 
one character at a time . 

• Drag the I-beam over the incorrect text co select it, chen retype 
or delete it. 

While you're editing text in a field, choosing Undo undoes a!J che 
changes you've made since the last rime you clicked in che field to 
edic. Therefore ic's not a good idea to use Undo co fix typing 
mistakes, unless you wane to retype everything you've cyped since 
you fast clicked in che field. To fix editing mistakes, it's bercer co use 
che Delete key, or select che incorrect text and retype or delete ic. 
To save che changes in a field (so rhac Undo can't undo rhcm), 
click anywhere outside che field. 

When yrn1're using one of rhc P::iinr tools, pressing rhc Tilde( - ) or 
Escape key is che same as choosing Undo. (The Paint cools are 
described tn Chapter 6.) 
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Modeling your stack 
after an existing one 

You can modd a new scac.:k after a card or stac.:k you like by copying 
irs background. When you copy a background from an existing 
Ma.c;k, you gc1 the basic design of the original scack-tha c 1s, its 
remplare-bur not any of ics data. For specific instructions on 
creating a new stack char uses a background from an existing stack, 

see the next section, "Making a New Stack." 

Before you decide whether co copy the background of an existing 
card or stack, you can look at the background by going co chat c.trd 
or stack and choosing Background from the Edie menu (or pressing 

-8) . This takes you co the background layer and shows you just 
ch...-hu1ton~, r.dd~, anJ graphiD chat .m: in dw b;ickgrmn1d. 
(Pressing -B repeatedly moves you back and forth between the 

card layer and the background layer.) • 

•!• See the word Background in the menu bar? To make sure you're 
looking ac che background, check the menu bar. When you're in 
the background layer, the word Background appears in the menu 

bar. •!• 

~ fih Edit 60 Tools ObJms Rddmm 

M0111e j 
Coepnw J 

Rddrtss I 

Ciwl 
Stott j 

Zio Cod• I 

....................... ----··········· .. ···-·-··············· ... -· ..... 

........................ -.... ,--,., ... , .. , .. , .. _ .. , ...... .. 

Ttltpbant I .......... _ ................... _ V 
............ _ .................... # 
......... - ...... -.............. V 
............... -...... _ ........ V 

Figure 2 .. 24 Look mg at thl' background 
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M~tl<1·11;: :111° \\ ' st:1,·l\· w1 · 1 1 b · b c 11 · , ~ '" ~ ~ '-- ~ '-- R'll yo u I'\' reat y IO <.:n:ace a new srac <, egrn y 10 ow, ng 

• 

• 

rhese steps: 

1. IJ you want your new stack to have the same background as an 
existing card or stack, go to that card or stack. 

The previous section, "Modeling Your Srack After an Exisring 
One," discusses why you mighr want to copy a background 
from another stack. 

2. Choose New Stack from the File menu. 

The New Stack dialog box appears. 

3. Set up the New Stack dialog box for your new stack: 

\bur new stack will be stored in 
1hb folder unless you choose 
anmher folder. 

,Bi :HordDisk:HyperCord: 
1803 free of 20860 K. 

D Helo @ 
Cl HD1Be 
·~ H~perC01 dl l6S 
CJ Stocks 
CJ Tour 

,0. 

( Yolu1es ) I 
( Hew folder ) 

( Open ) 

( Close ) 

Click here IO vie"· 
the volumes that are 
current!~ available 10 

your computer 

Hew Stock Home: [""==:ccr=,o=t=e """'J) 

'Type J 11.llll<.: ~IHyStock I ( Cancel ) 
for youkrl new O Copy Current Background 

stac 1ere. 

Clkk here if you want your new 
smck to have the same background 
a~ the current card. 

Figure 2-25 Creaung a ne\\' ,LJck 

Important: If you wane your new stack to have the san1e 
backgrotmd as the current card, be sure you click che Copy 
Currenr Background check box ro select it. 6. 
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Copying pan~ 
from other stacks 

4. Typ e a nam e for your new stack 

5. C lick C reat e. 

If you've selected the option Copy Current Background, yam 
new scack has all the same background elemencs as the card 
you were looking at when you chose New Stack. Otherwise, 

it 's blank. 

A~ you build your new stack, your changes are saved aucomacically. 

For instructions on adding cards and backgrounds to your stack, see 
Chapter 3. For derails about adding button s, fields, and graphics, 
.\>ee Chapters 4, 5, and 6, respectively. 

Copying parts from ocher stacks can make Stack building easier • 
and save you a lot of time. If you see a bucton chat does something 
you lilce, o r an arrraccive background piccure, there's no sense in 
reinvencing ic--copy it and paste it into your stack. Two of the 
sracks chat come with HyperCard, Art Ideas and Burron Ideas, 
contain readymade pares you can copy and paste inco your stacks. 
The buttons in Button [deas are designed ro work independenrly in 
a variety of stacks-they don't depend on your stack's having any 
particular characteriscics. You can also paste fields, cards, and 
backgrow1ds from any of che other stacks chat comes with 
HyperCard. (Chapter 3 gives instruccions for copying cards and 
backgrounds; Chapters 4, 5, and 6 explain how to copy buttons , 

fields, and graphics, respectively.) 

When you copy a bunon , field, card, or background from another . 
stack, its script comes with it (if it has a script). Scripts contain 
in!>trucrions char rdl che pares of a stack what co do. ln mosc cases, 
you wane the script, because it makes che object work. (For more 
informacion about HyperCard objects, see "Examining a Stack," 

earlier in chis chapter.) 
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However, the scripts thar belong co the different objects in a stack 
ofren inreract wirh ocher objects and scriprs. An nhjccr you copy 
from another stack might have a script that relies on objects in its 
original stack. Copying such an object can cause your stack to ace 

strangely. For example, you might see messages chac begin with 
"N h d f " "C ' d d " ever ear o . . . or ant un erstan .... 

If you're familiar with HyperTalk, you might be able to fix or 
rewrite the object's script. (The Hyper Talk Beginner's Guide reaches 

HyperTalk ac an introductory level.) Otherwise, consider deleting 
the script (as described next), copying a different object, or creating 
the objecr yourself. (For inscruccions on deleting and creating 
buttons and fields, consult Chapters 4 and 5, respectively.) 

If you copy a card or background that causes trouble in your scack, 

and you can'r fix che scripts, first try deleting the buctons and fields 
on the card or background, one ar a time. Tf the prob lem persists , 
delete the script of rhe card or background by following 
these steps: 

1. Open the script. 

To open the script of the current card, press _~ ,-Option-C; to 

open the background script, press ll -Opcion-B. 

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

3. Press Delete to delete the script. 

4. Press Enter . 

·=· Note: A.Ji:er you delete rhe buttons, fields, and scripts from a 
card or background, you're left with just the picrure on char card 
or background. Any functions associated with che card or 
background are gone. •:• 
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Getting inforrn:11ion 
:the >Lil .1 stack 

You can ll SC rhc Sr:ick Info command ro gee inform ation ahour the 
cu rrenc srack and change some of ics characteristics. 

Follow these steps to gee information about the curr em stack: 

1. Make sure you have one of the General tool s selected. 

Th e Browse tool (fl), (he Button tool (0 ), or the Field too l (D) 

will work. 

2. Choose Stade Info from the Objects menu. 

The following dialog box appears: 

The stack'!> name 
TI1e disk and folder in 
which the stack is stored • 

Stock N0111e: [m-, -- II 
Where: :HardDisk:HyperCord: The number uf 

hal kgrountb Stock canioins 7 aords.------- - +-- rnrds in the ,t:1ck 
in rhe ~tack Stock contains 2 backgrounds. 11 The amount of disk ip:1ce 

The number ol 

The :imoum of free 11 Size at stack: ~3K. _ the stack requires 

space 111 the stack T rru in stack: OK. 1 Click here to close the 

Click here l() ~et' - i ,-(Script...) (Colors ... ) m (Cancel) 11 dialog box without 
th1: ~l:Kk\ ,uipt. ~aving any rh:mge~. 

Click here to see or change 
the color set specified for 
the stack 

Figure 2-26 Getting infom1alion about a stack 

3. When you're finished, elide OK. 

• 
·:· Another umy to open the Stack Info diawg box: lf you are using tht' 

Hume srack chat com es with HyperCar d, che followin g shorrcur 
opens che Scack Info dialog box for any stack you' re working in: 
While any Ge neral cool is selected, press · -M to open the 
Message box, type s, and press RetW'n. (Thi s shorccuc is built 

inco the standard HyperCard Home stack.) •!· 
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Naming a Slack When you firsl create a stack, you type a name for ic in rhe New 
Stack dialog box. This is the name chat appears for the stack in rhe 
Stack Info dialog box and in the finder. 

HyperCard uses the stack name to identify the stack. You can use 
che srack name in che Message box to navigare to rhe stack. (And 
you use the stack name when you address the stack through scripts.) 

You can change a stack's nan1e at any time (as long as the stack isn't 
tocked). Here's one way: 

J . Make sure you have one of the General tools selected. 

The Browse cool (fi), the Bunon cool (a), or the Field cool (D) 
will work. 

2. Choose Stack Info from the Obj ects menu. 

3. Type a new name for the stack. 

Stock HOiie: 1rnmj:wr.1~~. [9 :::::=:=:=::::::::::::3-_,-ft-Type the stack name 
here. (This name 

Where: :HordOisk:HmrCard: also identifies ihe 
Stock contains 1 cards. stack in the Finder.) 
Stock contains 1 backgrounds. 

Sizt of stock: 7K. 

Free in stock: OK. 

[script ... ) [Colors .. .) [ OK J [ Cance I ) 

Figure 2-27 Naming a stack 

Follow the usual Apple Iles naming rules for documents: Stare 
with a letter; use no more than 15 characters; don't include 
spaces; and don't use characters other than letcers, numbers, or 
periods. (If your Apple Iles is part of an AppleShare network, 
you have more choices. For more information, see rhe 
documentation chat came with your Apple ll GS.) 
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4. Click OK 

.A Warning: Changing the name of a mKk will break any links you'vt· 
made berween a card in another srack and a card in rhe renamed 
srack (it might even break links within the renamed srack itself). 
When you chang e the name of a stack, be sw-e co redo all the links 
co the stack "Linking Information" in Chapter 4 gives insuu ccions 

for creating links. • 

You can also change ::i srack's name in rhe Finder: 

1. In the Finder , locate the stack's icon. 

You might have co open folders or dose windows to find • 

the icon. 

2. Click the icon once to select it. 

3. Type a n ew name for the stack. 

Chan ging the stack name here also changes it in the Stack Info 
dialog box. Remember co follow the app licable naming mies. 

4. Press the Return key. 

Chapti.:r 2: CreaLing and Modifying Stacks 
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Changing a stack's 
color set 

• 

• 

The color set for a HyperCard stack determ ines the I G colors 
currenrly avaibhlc for use by rhc backgrounds, cards, bunons, and 
fields in che scack. You can choose from among five color secs for 
any given stack: the standard system color set, a gray scale color set, 
and three others. 

When you change your stack's color sec, the colors of some or all 
rhe graphics, buttons, and fields in the stack may change to reflect 
che new colors. For example, these three images aU make use of the 
same graphic, bur different color sets: 

Standard system color set Gray scale color set 

'\ 1x1 ,id rnlor ,('l 

Figure 2-28 Tlw t.f ltTl of r h:1n.l(iO.l( color ',\'I~ 
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If you wish, you can selecr color secs for rhe cards :md backgrounds 
in your stack char are different from the color set selected for the 
stack as a whole. If a card's color sec has not been specified 
inclividua11y, the card makes use of the color sec currently selected 
for its background. Similarly, if a background's color sec has nor 
been specified individually, the background makes use of the color 

sec currently selecred for the stack. 

For examp le, the cards in rhe Birds stack make use of several 
differem color secs so that rhe colors used in each drawing match 
che hird's true colors more closely. By carefully selecting tl1e color 
set:, for car<l!. and backgroun<ls in a stack, you can control the colors 
in your scacks more precisely than would be possible with just one 

color sec. • The instructions that follow describe how co change rhe color ser 
for a stack. You can follow the same basic steps to change the 
color sec for a card or a background from its Info dialog box (see 
"Changing a Card's Color Sec" and "Changing a Background's 
Color Sec" in Chapter 3 for more details). 

To change the color sec for the stack you're working in, follow 

rhese seeps: 

l. Make sure you have one of the Ge neral tools selected. 

The Browse cool(~). the Button cool (o), or the Field cool (D) 

will work. 

2. Choose Stack lnfo &om the Objects menu. • 3. Click Colors. 

The Colors dialog box for the stack appears. 
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ThL''\' .1rt· lill' 
color ,rrs I h.11 .HL 

.11,11l.1hk ii 11 lh\ 

llll l"l'lll ,1.1t h 
Click I ht: onl' you 

want to ust 

4. Select the color set you want: 

, u1111111 ,, MIIII , . reuanni• •• Gray scale 
111111 ['.] Other color sets ... 

hl:I 
MNJul IITIJL!I :U::'I 11 
When displaying this stack: 

! Use thesecolars ~ ( OK ] (concel) 

... then press and hold the mouse button here and drag co 
choose ·use these colors" (if it's not already selected) from the 
pop-up menu. If you choose "Ge1 siancfard system colors" 
instead, your stack will use the standard system colors no 
mailer which color st't is selectecl for the stack. 

Figure 2-29 Changing a ~tack's color set 

5. Whe n you're finished, click OK 

The Co lors dialog box disappears, and you see che Scack Info 
dialog box again. 

6. ln che Stack lnf o dialog box, click OK 

If none of the five color sets for a given scack includes che colors you 
want, you can add a sixth color set to a card or background in che 
stack from any docume nt in che Apple Preferred File Format. 
"Importing a New Co lor Ser for a Card or Background," in 
Ch.tptcr 6, describes how ro do thii.. 

( h.1p1u 2 Ln::11111g ;111d ,\lod1lv1ng ~ta,k,., 
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Saving a copy 
of a stack 

You can l)jll' ,1 name 
hen.' for the rnpy ol 

ti It' ,t:td,,-{lt hl'rWl~C 
I l}pl·rC1rd will ~.l\l' 
the copy u ndcr the 

name rou sec. 

You can also add a sixth color set to a card or background by using a 
desk accessory, an XCMD, or Hyper Talk to specify the colors you 
want. lf you use a desk accessory or an XCMD co do this, the color 
sec you specify will be added automatically to the color sets for the 
cUJrenc card or background and will be selected. For instructions on 
using Hyper Talk to add a sixth color sec to a card or background , 
see che discussion of the colorSet property in the HyperTalk 

Help stack. 

),-, Srr 11/sn: • "C h:rnging Co lor Sers" in Chaprt:r 6 

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

Follow these steps to copy a stack from within HyperCard : 

I . While the stack is open and active, choose Save a Copy from 

the File menu. 

The following dialog box appears: 

,61:HordOisk:HuperCord:Stocks: ---+1--Y our new stack 
2545 free of 20860 k. c Yol1111es ) 

CJ Qddtesses ft ( Mew raider ) 
CJ Artldto1 
Cl Birds ( Open ) 
Cl 8ut1unldeo$ 
0 Calendar c Close ) 
Cl Jconld1to1 {l, 

Save copy of stock in: ( Save ) 
I r:t~1111itta,1ttn Jc Cancel ) 

Figure 2-30 Saving a copy of a stack 

Chapter 2· C1t'a11ng .md Modif)1lllg )tack, 

will he stored in 
thb rolde1 unb ~ 
you choo,1: 
anotlK·r li>ldt·r 
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Reclaiming free space 
in a stack 

• 

2. Type a name for the cop y of the stack, if you want to give it a 
name tha t's different from the one show n. 

3. C lick Save. 

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

You can also copy a stack in the Find er. Follow these steps: 

I . In the Finder , locate the stack's icon. 

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

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

3. Choose Duplicate from the File menu, or press ' · -D . 

The Duplicate dialog box appears. 

4. C lickOK 

Each time you delete a card, background, field, or button, free 
space gets introduced into a stack. As you work on a stack, it can 
accumulate a substantial amount of free space-and the more ex era 
space a stack has, the slower ir runs and the larger it is. 

Free space on a disk is available storage space. You can LL~c ic to ,ro re 
information. Bur free space in a srack is Like extra baggage in the 
stack: It 's no longer useful, but it's stored with the srack and it rakes 
up disk space that you couJd be using to store other data. The more 
free space you have in your stacks, the Jess disk storage you have for 
your other files. 
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l'hc a111ou111 ol tlisk _ 
.,p:ll'l ' the ~t:ic:k 

I~ i.1ki11g I'll 

I induding I rec 
,pan:) 

1<> check rhc amount oC free space in a scack, choose Srack Info 
from rhe Objects menu. 1o see che Object~ menu , you musr have 
one of rhe General rools selected. 

Stack Ha11e: "'!llllli:::,,,h::• ::.a _ _____ _ __, 

Where: :HardOisk:HgperCard: 

Stock contains 1 cards. 

Stock contains 1 backgrounds. 
- Size of stock: 7K. The amount of rr,:c: ,p.ill' in tht 

free in stock: OK.----- --- --1-- ,tark If you L0111J1.lt'l the ,tatk. 
!111~ 11111nh\·1 will hnrnne ll 

(zero), .ind the ~lark \\'ill gl'! 

~mailer and n.in la$ter. 
[ OK ] ( Cancel ) 

• Figure 2-31 Chcc:king lrt.'l' ,pac:t• 111 :1 ,wd 

You can ger rid of free space in a scack by choosing Com pace Stack 
from the File menu. To use che Compact Srack command when 
your user level is Pa.incing (3) or higher, you must have one of che 
General tools selected. (If your user level is set ro Typing (2), ho ld 
down che key while you pull down che File menu in order co see 
the Compact Stack command. If your user level is sec to Typing (l ), 
che CompaCL Stack command is nor available.) 

When you choose Stack Info afrer compacting the stack, chc 
'·t~rec in srack" number (in rhe Scack Info <lialog hox) will bt· OK 
(zero K), and the size of che stack will likely be smaller chan ic was .• 
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Protecting your stack Wh en your stack is finished- and perhaps whi le you're building 
it-yo u might wane co protect che stack co keep orhers from using 
or changing it. There a.re several different kinds of procecrion you 
can sec for a stack 

• 

• 

Restricting access 
to a stack 

• You can keep a personal stack private by preventing others from 
operung tt. 

• You can limit access co a stack's protection settings (so char no 
one else can change chem). 

• You can limit rhe way people use and change a stack. 

To restr ict access co a stack so chat no one can open it without che 
password, foUow these steps: 

1. Choose Prot ect Stack from the File m enu . 

The Protect Stack dialog box appears. 

2. C lick che Pr ivate Access check box co select it. 

Protect Stock. Limit user level to: 

OBrowsing 
D Can't 11odifH stock O THPing 
D Can't delete stock O Pointing 

Click here . D Private Accm O Authoring 

JL @ Scripting 

. then d ick lwrr, ( Set Password ) [ OK ] ( Cancel ) 
Lu rc,tnd .in:cs.\ Lu tht· st.ick l_b;;;;;;;; ~ = ~~~~ ;; ;;;::d] 

Figure 2-32 Setting protection for a Mack 

3. C lick Sec Password, or dic k O K. 

• 1 ·he dialog box for setting a password appears. 
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4. Enter a password . 

Typv l he jJJSS \\ uru 
rPl_eo_se_e_nt_e_r o_n_ew_P_o_ss_wo_rd_: --- - ---, ~ once here .. 

11 
.. and ag:1in here, 

.-Pl_eo_se_e_nt_e_r i_t_os_o1_·n: ___ ____ __, ~ for verifica1ion. 

'-----------::===- ~111- r hen d ick OK. 

~ ["'=o=K==,,,f' ( Cance~ Clicking None or Cancel closes 
~-,;; ~ 1hb dialog hox \\ ilh<>ul ~euing 

"-~-- ---------~-~- a password. 

Figure 2-3.i '>clli ng ;1 p:l'sworcl for a s1:1tk 

5. ClickOK. • 
A Warning: Once you've restricted access co a stack and sec a 

password , the stack can't be opened without the password. T here's 
no way to find out a password once it's been set- so make a note 
of the password, or use a password you won't forger. • 

When you rype the password to open the stack, ir muse match 
character-for-cha racter the one you set. (Uppercase and lowercase 
letters don't have co match .) 

),- See also: • "Removing a Password" in this chapter 
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Protecling a stack from 
changes or deletion 

Click here Lo prmeu the 
stack from deleuon Sclccung 
1ust this opuon doesn't protecl 

the stack rrom change~. 

' lo prevent ochers from changing or ddecing the currenc scack, 
follow these steps: 

1. Choose Protect Stack &om th e File menu. 

The Protect Srack dialog box appears. 

2. Click "Can't modify stack" or "Can't delete stack." 

Click here 10 prevent changes to the stack. 
Selecting just this option doesn't protect the 

,~tack From delecion. 

rtotect Stock: Lillit usu level to: 

OBrol'lsing D Con' t 11odifij stock 0 Typing 
D Can't delete stock O Pointing 

D Private Access O Auth0ring 
@Soripting 

( Set Password ) [ OK ] [ Conce 1 ) 

Figure 2-34 Prmecling a stack from changes or deletion 

As long as the "Can't modify stack" option is turned on, no one 
can make any d1anges to the stack. (Anyone can, however, copy 
anything from the stack, or copy the srack itself) 

As long as "Can't delcre scack" is cumed on, no one can delete 
che sea.ck. 

However, unless you set a password-as explained in the 
following rwo steps-anyone can open the Protect Stack dialog 
box and cum off these options. 
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3. To prevent others from ch,mging your protectio n setlings, d ick 
Set Password. 

(Thj~ step is opt ional.) 

The dialog box for scrt ing a password apptars. 

4. Enter a password. 

Cl 'his step is optional.) 

Please enter a new password: 
Typt' till' p:is~word 
once here '--------------'11 ... :111d _.11(:1111 herl' 

Please enter 1t again: 1· ·1 ~-------------r.r- or 11:n 1r.1t1011 
'--------~:,:,:,-:_-/::===~ ILi _ l'hl'n dirk 01\ • 
~ [ OK ] ( Can~cel) Clicking :-.one or Cinrd do~t'' 

Lb~; ~~,;,;===== ~ ~ ~ ;;; :c_ this dialog box w,rhout ,emng 
,._. __________ ....._ __ .i password. 

Figure 2-35 Selling a password 

Setting a password for che scack prevencs unauchorized users 

from opening rhe Protect Stack dialog box , whether o r noc 
Privarc Accc:ss is selected. If you 've selected Private Acces~ as well 
as setting a password, the same password will be required ro 
open rhe stack itself. 

5. C lick OK 

Afrer you've ser a password , no one can change rhe ~errings in the . 
Protect Stack rualog box without knowing che password, unriJ you 
remove it (as exp lained in "Removin g a Passwo rd, " Lacer in this 
chapter). There's no way ro find our a password once it's been 
sec-so mak e a not e of rhe password , or use one you won't forger. 
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Wht.:n you're using a locked stack (char is, a stack for which the 
"Can' r modify srack" option is selected in rhe Protecr Scack dialog 
box), a pa<llock (a) appears in the menu b~u-, indicating char you 
can'r make any changes in the stack. If you rry ro make changes ro 
a locked stack, you might see rhc following dialog box: 

Can't 11odify this stock. 

[ OK ] 

Figure 2-36 'liying to make changes 10 u protccitd .~lJLk 

HyperCard aucomatically selects the "Can't modify stack" check 
box when rhe scack is on a locked medium (a locked disk, 
CD-ROM, or locked folder on a file server)-you can't deselect it. 
To make changes to such a stack, you first have to figure out why 
ic's locked. If the "Can't modify stack" check box is selected or the 
Locked check box is selected in the stack's Icon Info dialog box (in 
the Finder}, you have co deselect these option~ before you can make 
changes to che stack. ln many cases, copying che scack co an 
unlocked disk makes the stack modifiable. 

A Warning: Some srad<.-; arc designed so that, when the stack is 
locked, you can rype into a field or paint a picture on a card or 
backgrow,d; but the changes disappear as soon as you leave the 
current card. A 
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Limiting Lhc LISl 'J' level You can limit the way people use and change a stack l>y limiting the 
user level in rhe Protect Stack dialog box. Follow these sreps: 

l. Choose Protect Stack from the File menu. 

The Protect Stack dialog box appears . 

2. Click a user levd. 

Protect Stock: 

D Can't aadify stack 

D Can't delete stock 

li11it user level to: -
0Brawsing 
Ql yping 
OPainting 
0Ruthoring 
@Scripting 

Click one of lhcsc to d100:,e a u~r 
level. The user level detem1ines th,· 
commands and tools people can 

,--~..-- u.st· m 1tw n 1rrl"rll :-lark Wli,·n 1h1~ 

D Private Recess user level b differem from the user 

-
( Set Password ) (~=OK=,q,] (Cancel) 

lt:vel set in the Home slack, the • 
lower of the two levels rnkes 
precedence. (Browsing is lhe 
lowest level.) 

Figure 2-37 Limiting the user level 

The options available at the differem user levels are described in 
"User Levels and Options" in Chapter 1. 

Unless you ser a password-as explained in the following rwo 
steps-anyone can open tbe Protect Stack dialog box and 
change the user level you've set. 

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

(This step is optional.) 

Th e dialog box for setting a password appears. 
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4. Enter a passwo rd. 

(This s1q1 i~ op1io11al.} 

Type the password 
,...Pl_eo_se_e_nt_er_o_n_ew_p_os_sw_or_d: ___ __ --, ~ once here .. 

JL ... and again here, 
rPl_e_os_e e_n_te_r i_t _os_oi_n: _ __ ____ _, for verification. 

'---- -- ---::,-:_-..,.----:;:==~11---I Thcn dkk OK. - / 
( Hone ) ( OK ] ( Cance I ) Clicking None or Cancel close~ 

Lb;;~F === =~~~ ~;;;~~ this dialog box without ~cuing 
~----- ---- -->--- a pa~~word 

Figure 2-38 Selling a password 

Setting a pas.%'ord for the stack prevents unauthorized users 
from opening che Protect Stack dialog box and changing che 
set tings, whether or nor Private Access is sdecred. If you've 
selecred Private Access as well as setting a password, rhe same 
password will be required co open the stack itself 

5. ClickOK 

The tools and commands a user has access to while using the stack 
are determined by both the user level you sec in the stack's Procecr 
Stack djalog box and the user levd selected on che Preferences card 
of ch.c user's Home stack. When these cwo seccings are different, 
HyperCard uses the lower setting. (Low<'r means "closer co 
Browsing.") 

After you've sec a password, no one can change the user level setting 
in the Protect Stack dialog box without knowing the password, 
until you remove it (as explruned in the next section, "Removing a 
Password"). There's no way co find out a password once it's been 
sec-so make a note of the password, or use one you won't forger. 

Chaptcr 2: Creating and Modifying Stacks 
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~ lmportant: When the user level is scr ro Browsing or l y ping, 
(either in rhe Protect Stack dialog box or on rhe User Preferences 
cud in rhe Home stack), the Protect Stack command doesn'r appear 
in rhe File menu-which means you can't change any of rhe 
protection settings. To get the full File menu (so that you can 
choose che Protect Stack command) no matter what rhe user level 
is, press and hold the key while you open che File menu. _ 

Removing a password Any password you set in the Protect Stack dialog box remain s in 
effecl for the stack unti l you remove it by following these steps: 

1. Choose Pro tect Staclc from th e File menu. 

You see a dialog box prompting you for the password. • 

2. Enter the password and diclc OK: 

This Hack requires o password: 

[ OK ] ~ 

figure 2-39 Emenng a pa.,S\\ ord w opt·n thl· l'rotcu Stack di.dog ho, 

3. Click Sec Password. • 
The dialog box for setting a password appears. 

1:h.1ptl'I 2 C.rc.11111g :111d ~lndil\'lltg \ i :ILk ' 
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Setting user access for a 
stack on a file server 

4. C lidc None co remove the password: 

Please enter a new password: 

PI eose enter it ogoin: 

Figure 2-40 Removing a password 

The Set Password dialog box disappears-the password 
protection is removed. 

If you wane co make a stack available to users on an AppJeShare file 
server, you can protect it in various ways via the Protect Stack dialog 
box, as described in the preceding sections. You should also be 
aware of the following considerations: 

• As with any file on a file server, you can make the stack available 
ro anyone who has access co the network, or only to people 
who are registered users of the file server. For informarion on 
setting file protection on a file server, consult your network 
aJminismuor. 

• For a stack co be available to multiple users via a file server, the 
stack must be either on a locked medium-a locked disk, a 
CD-ROM, or a locked folder on rhe file server-or locked in 
che Finder (char is, the Locked option is selected in irs Jeon Info 
dialog box). When a stack is on a locked medium on a file server, 
any number of nerwork users can use the stack ac the same rime. 
However, no one can make changes co che stack. 

I .11,lJ)ll°I .!: l ll'.llillg :llld ~lt1dily111g :0,J;t\ b 
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Sdecting die "C an't mod ify stack" option in the Protect St;ick 
dialog box isn't sufficient to make a stack available co more dian 
one user on a file server. 

• When a stack is unlocked on a file server, only one person can 
use it at a time. The user can make changes to die stack while 
using it (un less changes are prohibited by die proceccion level sec 
in the Protect Stack dialog box), but ocher people cannot open 
die stack while ic's in use. 

Deleting a stack When you delete a scack, you remove all the scack's cards, 

backgrounds , and scripts. Delete a scack only when you have no • 
further use for it. 

To delete rhe current stack, choose Delete Scack from die File 
menu. (The Delete Stack command is normally visible only when 
one of the General cools is selected, and when your user level is 
Painting, Authoring, or Scripting. When your user level is 
Browsing, you can make die Delete command visible by holding 
down die 

4 

key while you puU down die File menu.) Unless the 
stack is protected from deletion, you see a dialog box like the 
following: 

Delete ol l 6 cords frCMD this stock? 

:HordDi sk:Hyp erCord:Stocks:Addres ses 

~ [concel] 

Figure 2-4 l Confim1:llion dialog box for deleting a stack 
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Customizing your 
Ho1ne stack 

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

Can't de I Ht protected stock. 

[ OK ] 

Figure 2-42 Trying to delete a protected stack 

When you delete a stack with the Ddete Stack command , it's 
as though you dragged the stack co the Trash in the Finder-the 
stack no longer exiscs on your hard disk. The stack disappears, and 
HyperCard returns you to the Home stack. 

You can customize your Horne stack so chat it's tailored to the way 
you work and the tasks you perform. With a few modifications, 
your Home stack can even serve as the concrol center for all your 
work on the Apple lIGS-a launching pad for the applications, 
uriliries, documents, and stacks you use regularly. 

You can organize your Home cards in any way you wish. For 
example, you can put all the buttons you use on one card; or you 
can put burrons chat open applications on one card, and buttons 
that open stacks on another. Or you can rename the cards according 
co the categories you fmd most usefuJ, and keep buttons on a11 five 
cards. You can rearrange the order of the Home cards and change 
the way each card looks, if you like. 

This section explains all the ways you can customize the standard 
Home stack char comes with HyperCard. 

Chapter 2: Creating and Modifying Stacks 111 
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Ac.le.ling hullons lo 
your Home cards 

The scandard Home stack that comes wich HypcrCard includes five 
Home cards. The first three Home cards contain buttons that rake 
you to chi: sracks char come with HyperC:ard: 

• The burrons on the first Home card (called Welcome) open 
stacks char int roduce you co H yperCard, including the 
HyperCard Help stack and the Tour stack. 

• The: hurrons on rhe second Home card (Ot:.,bet) open rhc 
HypcrCard equivalenc of an address book and desk calendar. 

• The bucmns on the third Home card (Tool Kir) open stacks chat 
you will llnd us1.:ful :L, you begin ro cre:m: your own scacb. 

As you become more comfortable with HyperCard, you can make 
these three Home cards even more useful by adding buttons char • 
are linked co each of your favorite stacks, applications, and docu­
ments. You can also add burrons co rhe ocher rwo Home cards. 

Before you add a burron co one of rhe Home cards, you need ro 
decide whar you want the burron co do and which Home card 

you want co put Lt on . Butcons can cake you co sracks, and rhey 
can open ocher programs and documents, as described on the 
foHowing pages. 

Adding a hurton that opens a swck 

To add a button chat rakes you to another stack, follow 
these seeps: 

1. Go to the H ome card on which you want to place 
the butt on. 

( l,aptl'I !: C rca11ng .iml \lmliiying :--1.1tb 
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2. C lick the Create QuickLink button near the upper-left comer. 

A Jirc.:ctory dialog box appcar5: 

Creote o Quicklink to 11hich stock? 
'61 :HardOi sk:H~perCard:Stocks: 
.ai.:[ 111 • 0 ( Vohnes ) 
0 Artldeos 
0 Birds 
0 Buttonldeas [ Open > 0 Calendar 
Cl lconEdiW 

I ( Close ) Cl PicturePuzz I er 
0 Scripters Too Is ./} ( Cancel ) 

Figure 2-43 :iclecting ,1 s1,1ck for your hunon to open 

•!• Did you get a different dialog box? IF your user level is set to 
Painting (3) or lower, you will fuse see dialog box asking you 
to confirm that you wane to create a new button. You will 
see the directory dialog box shown in Figure 2-43 after you 
click OK. ,:, 

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

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

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

Wh en you rele.1se the mou se button, your new button sto ps 
flashing. 

lf you want ro cesr your new button, click it. Ir should open the 
stack you specified. 

> Sl'r also: • "Ch.1nging ch<: Appearance of a Burcon" in Chapc<:r 4 
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Adding a hull<H1 th:11 open .... an arrlic1tion 

T<, add a button that opens an application (or a specific document 
with an application), you musr wrire a simple script. You can use 
the technique described in chis section to add such a button co any 
stack, nor just the Home stack. M ake sure your user level is sec co 

Scripting (5), then follow these steps: 

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

2. Make sure you have one of th e Ge neraJ too ls selected. 

The Brows<.: ro()I (fl), chc Burton rool (=), or the Field cool (0 ) 

will work. 

3. Choo se New Button from the Objects menu. 

This automatically selects the Button cool, creates a button 
named "New Burton" in the center of the card window, and 
selecrs the button . 

.... ........... . 
: He"' But ton : ___________ .. 

Figure 2-44 A button created with the New Button command 

4. While the button is still selected , choose Butt on lnfo from the 
Objects menu . 

• 

Or double-click the bucron. The Button Info dialog box • 
appears. 
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5. Type a name for the button: 

Bu,ton Name: llJi!iffl!l!!· ~:ffi!l!,i~ffi@.:======i1n- 1ype the name of the button 
Cord button nwabu: 1 cord button ID: 17 (for example, the name of the 

If this option is selected _ _"""'Sh-"-· 1 documem or application you = "" "~•• Style: rectangle , 
and the buuon has a !81Auto Hi lite wam the button ro open) here. 
naml'.. till· name will fe111ily: I O (none) ~ 

0Sha1e HI lite 
app~Jr on the button. 

( loon ... ) 

(Link To ... ) ( FonL. ) 

(Script ... ) (Colors ... ) ( OK ] ~ 

Figure 2-45 lypmg the name for the buuon. 

6. Make sure the Show Name check box is selected. 

Thi s option is automatically sdected when you create a new 
burton with the New Button command. 

7. Click Script. 

Th e burton' s script opens: 

Script of Cord button 1017 = "Mew Button" 

,Q 

c 1find J U!!!Q 

Figure 2-46 Opening a button's script 
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8. Type one of the following, substitu ting the name of the 
do cum ent or th e nam e of th e do cum ent and appli cati on you 
want to open: 

Script of Cord button 10 17: "Mew Button" 1'111, ' l 11111 l.tllll( ill' ' llit· 
onmouseUp ~ 
open "opplicotion' f-------- ~pcc:11 icd .tppl1rnt1on 

end mouseUp 

Thi.~ script l:111n('hcs the 
Script of Cord button 1017: "Mew Button" ·t I I' I sp<.'n Jl'( :1pp 1r:t11on ;111( opt·n~ 
onaouseUp 3------I .1 .. cJ l open "document" Hith "opphcot ion" l l<: '>l>t:LI IC t OC:Lllllelll 
end 11ouseUp 

fig ure 2-47 Sc:rip1ing a link to an ~pplic:1tion 

9. When you 're finished, press Enter. 

I 0. Choose the Browse tool. 

• 
lf you want ro test your new burron, click it-ir shoLJd open the 
documenr or application you specified. If someching else happens, 
check the spelling of rhe docwnenc and applicarion names and 
ch.eek che script for errors. 

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

You might encounrcr ocher sracks wirh burrons char launch 
applications. When you launch an application by clicking one of • 
these burrons on a card, HypcrCard rakes you back co che s,U11e 
ca rel after you quit the application. 

> S,•e ,1/so: • "Changing the Appearance of a Bu econ'' in Chapter 4 

• "Linking Information" in Chapter 4 
• .. Opening Applications" in Chapter I 
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Renaming a Home card The name or a Home card usually characceri'l.eS 1he \tacks, 
applicacions, and documents chat are represented on rhe card. For 
example, the buuons on the card named ' Jool Kit open scac~ th,n 
contain cools and pares you can use co build new stacks. 

• The name of 1his 
Home card 

f hl' hullon hu 
na, 1g,1lirlg tn 

1hb ,Jrd 

• 

You can rename any of che Home cards in che standard Home stack 
at any time. When you rename a H ome card, you automatically 
change boch che name char appears near che upper-lefc corner of the 
card and the name of the burcon (ac the bottom of each Home 
card) that's used for navigaring co char card. 

1 Home.Sleet / T:01 ~il ·. 
/ 

a 
Scripltr's Tools ~ .. 

Ari ldtos 

~ ~ 
Bu11on ldtos Icon [di tor 

11,1 ... , II Ouksot IMCil:UMI Ruic II Bast11tn1 

Figure 2-48 The name or a Home card appears near the upper-left 
corner or the card 
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Changing tl1e appearance 
of the Home cards 

Follow rhese sreps ro rename a Hom e card: 

I. Mak e sure th e Browse tool (~) is selected. 

2. Click the nam e of the card (the name just to the right of the 
words "Home Stack"). 

The following dialog box: appears: 

Ren011e this card as: 

[ OK J ( Cancel) 

Figure 2-49 Renaming a Home card 

3. Type a new nam e for the card and click OK 

In addition to adding buttons co your Home cards, you can also 
change che appearance of the Home cards by adding text and 
picmres co them. 

• 

When you add cexr or a picrure co the background layer of a Home 
card, it appears on a11 the Home cards. When you add rexr or a 
picture to the card layer of a Home card, ir appears only on rhac 
C."lrd. 

For instructions on adding text to a card or background, see 
Chapter 5. For inscnactions on adding picntres, see Chapter 6. 
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Using Ll1e l lome Slack 
as your control center 

Once you've added buttons to your Home stack for all rhe sracks, 
applicarions, and documents you use frequently , you mighr wanr ro 
use your Home stack as your contro l center-a jumping-off poinr 
for all your work on rhe Apple Iles. 

To use che Home stack as your control center, you must cell your 
computer ro launch HyperCard at startup time. You can arrange 
co do chis only if your compute r is connected roan AppleShare 
network, and you normally launch HyperC,u·d over rhe nerwork . 
Ask the AppleShare administrator for che network ro follow 
these steps: 

1. Click the icon for the user {or group) who want s to use 
HyperCard as the startup applicati on. 

2. Cho ose Startup Info from the Appl e 11 menu. 

T he Scarrup Info dialog box appears. 

3. Click Set Startu p Application . 

4. Sdect HyperCardl! GS. 

5. ClickOK 

When you restart your compu ter, HyperCard launches 
auromatically and your Home scack opens . 
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Working With Cards 
and Backgrounds 

Chapter 3 

"\X{ en you bujld HyperCard stacks, you perform many tasks 
Lhat involve creating and manipulating cards and backgrounds. 
fo r example, you might add cards co a stack, rearrange the cards 
in a stack, or copy a background from one stack to another. 

This chapter gives specific instructions for working with cards 
and backgrounds. To do d1e casks in this chapter, you muse have 
your user level set ar least to Aurhoring. When a rask requires the 
Snip, ing level, the imrruccions say so. (For instructions on secring 
your user level, see "User Levels and Options" in Chapter I) . 

121 



Working with cards 

Adcling ~1 new c1rd 
to ~1 .swck 

A Cllrdis a rectangular are:.i rhac can hold burrons, field5, and 
graphics. All cards in a stack are the same size. Each card is a 
c.:ompositc of 1wo layc.:rs-a lon:grounJ byc.:r, calk:J 1hc.: mrtl !tryn; 
and a background layer. You see che elements of borh layers when 
you look at a card, as if the card layer were a rranspare nr layer in 
fi·<.mt of rhe b:ickground. Each layer can com. tin irs own bu1rom, 

~,dds, and graphics. ("T he Card Layer Vcr~us rhe Background 
Layer" in Chapter 2 gives more derails about the differences 

becween rhe rwo layers.) 

Whcn you add a new card ro a srack, H yperCard always puts rhe 

new card right after the current card. The new card auromarically 

acquires che background of the currenc card. If you wane to add a. 
new card with a blank background, you add a nev.1 background. 
("Creating a New Background," lacer in chis chapter, gives 

inscruccions.) 

Carel 1 

Figure 3-1 AdLling J Ill'\\ Llrd to., ,t;ll'k • 
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·1 t> a<l<l a 11<::w car<l w the current scack, follow rhe\c srcps: 

I. Go to the card you want the new ca rd to follow. 

If you wanr to add a new card at the end of the stack. go to the 

bst card in the stack by choosing Lase from the Go menu (or 
pressing -4 or -Right Arrow). 

2. C hoose New Card from the Edit menu , or press · -N. 

The new card is inserted immediately after the card you were 
looking at when you chose New Card, and it has the same 
background as that card (which is now the previous c1rd) . 
• 1 ·hc new car<l appi.;;.u·s on your scn.:en . 

~~~2 1 
Card3 ~ 

figure 3-2 Adding a m:w card at the end of a ~tack 

For information about adding burcons, Relds, and graphics co 
your new card, see Chapters 4, 5, and 6, respectively . 
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1 t you wanr to create a new card as the ~1 rsr card in rhe stack. follow 
these steps: 

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

31 

,~t-~ 
----

The firsr care.I in rhe srack 
appear~ 011 th<.: ~creen 

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

I 11 
--!.,.__.._3l 4f-~ 

t um·m r:ml + 2 t_J....-

The new card is added af11.:r rhe 
l1rst card and h:1s the same 
background as the ~1rsr (arJ . • 

T he new card appears on rhe 
screen. 

J Choose First from the Go menu , pr press - 1, again. 

I I 

51 
2 l-

1~ -

·-- ---

1 'lie Ii r !>l L,tn.l i 11 rlw ~t.h .. k 
appt."ars on che ~crcen again. 

• 
4. Choose Cur Card from the Edit menu. 

This removes rhe firsr card in 
rhe ~tad, and put!> .1 cop~ ot" it 
onro rhe Clipboard. (The card 
char was second in che srack is 
now It rsr.} 
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If you want to put che former first card (the card you've cut) back 
into the srack, you need to do rwo more chings: 

I. Go to the card you want the cut card co follow. 

---~ 
I :, I . 1,~ 

c,~m <>Wt ~ 
2. Ch oose Paste Car d from the Edie menu , or press -V. 

Currem card t 
--- - -

The pasted card is added 
immediately after the card you 
were looking at when you chose 
Paste Card. 

The pasted card appears on the 
screen. 
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Copying a card You can copy a card into ~mother stack, or to another location in the 
same stack. When you copy a card , you copy eve1ything associated 
with it-its bac.:kgroun<l, graphics, fide.ls, text, buuons, an<l scripts. 

Here 's how co make a copy of a card: 

1. Go to the card you want to copy. 

2. Choose Copy Card from the Edit menu. 

This puts a copy of the current card onto the Clipboard. 

3. Go to d1e card you want the copied card to follow. 

le can be in the current stack or in any ocher stack. 

4. Choose Paste Card from the Edit menu , or press C.'-V. • The card is pasted immediately after the card you were looking 
at when you chose Paste Card. The copied card becomes the 

current card. 

The copied card acquires the name of the original card (if rhe 
original card has a name). This means that, if lhe copy and rhe 
or.iginal are in the same scack, you have rwo cards in the scack wim 
rhe same name. You might wane to consider renaming one of them, 
so chat each card in your stack has a unique name. ("Naming a 
Card," later in chis chapte r, gives instructions.) 

~ Important : When you copy a card from one place to another, 
you copy the card's script, too (if it has one), and any scripts • 
associated with the buttons, fields, and background that are part 
of the card . Since scripts sometimes rely on the characteristics of a 
particular stack, you might encounter problems (such as unfan1iliar 
messages) after you copy a card. "Copying Pares From Ocher 
Stacks" in Chapter 2 discusses chis problem . _ 

Cltapter 3 Working With Cards ~ntl Backgrounds 
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'\lo, ·ing ;1 c:1rd You c1n move a card to a different place within rhc same stack, or to 
a different stack. When you move a card, you also move everything 
associated with it-its background, graphics, fields, text, buttons, 
and scripts. 

To move a card, follow these steps: 

1. Go to the card you want to move. 

2. Choose Cut Card from the Edit menu. 

This removes the current card and puts a copy of it onto 
che Clipboard. 

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

It can be in the current stack or in any other stack. 

4. Choose Paste Card &om the Edit menu, or press · -Y. 

The pasted card is placed immediately after the card you were 
looking at when you chose Paste Card. The pasted card appears 
on the screen. 

If you have pasted the card into a different stack than the stack from 
which you cue it, pasting the card also adds the card's background 
co the stack (unless the stack already contains that background). 

~ Important: When you move a card from one place to another, you 
move the card's script, coo (if it has one), and any scripts associated 
with d1e buttons , fields, and backgrow1d char are part of the card . 
Since scripts sometimes rely on the characreriscics of a particular 
stack, you might encounter problems (such as unfamiliar messages) 
after you move a card. "Copying Parts From Other Stacks" in 
Chapte r 2 discusses chis problem. ~ 
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~J;iking a care! the first rard 
in the st;1rk 

Moving a card co the first position in the stack requires several seeps. 
First you have co make the card the second one in the stack, and 
th en you have to move the first card out of the way. 

To move a card so that it's first in the stack, follow these steps: 

1. Go to the card whose position you want to change. 

2. Choose Cut Card from the Edit menu. 

This removes che current card and pucs a c:opy of ic onco 
the C lipboard. 

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

The first card in the stack appeacs. 

4. Choose Paste Card from the Edit menu , or press · -V. • 

The pasted card appears on rhe screen- it's now the second card 
in the stack. 

5. Choose First from the Go menu again, or press (' -1. 

The first card in the stack appeacs again. 

6. Choose Cut Card from the Edit menu . 

Thi s removes the first card from the stack and puts a copy of it 
onto the Clipboard. (The card chat was second in the stack is 
now first.) 

7. Choose Paste Card &om the Edit menu , or press r', .v. 

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

Chap1e1 3-Workin~ W11h C1rd~ and Ha(kground~ 
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Getting information 
about a card 

Using the Card Info command, you can get information about the 
current aird and change some of its properties. Follow these steps to 
get information about a card: 

1. Make sure you have one of the General tools selected. 

The Browse tool (f)), the Button tool (a), or the Field tool (D) 
will work. 

2. Choose Card Info from the Objects menu. 

The following dialog box appears: 

rr======~======:'::¥,- The card's name / II Card Mcae: I Oiiffl!M!ttttl 
· The C'Jrd's numher 

Card 10: 2928.-.._tord nU1btrl out of ~o 11 The card's JD 
Select this option Ctntains 2 cord fields., ________ ltt!_ The number offields 

to protect the card Contoins 3 cOTd buttons. 11 in the card layer 
from deletion. ---rr D Con't Delete The number of bunons 

Select this option --1L D Don't Search in the card layer 
to exclude the card ~ and background (Script ... ) [Colors .. .] [ DK 

fields on the 
current carJ from l==:t======s:::=,=:_=:_=:_=:_~_ Click OK when you're 

text searches. If your user Click here to see through (or dick Cancel 
level is set to the c.,ml's color sets. to close the dialog box 
Scripting, you ran without saving any 
dick here to see changes). 
the card's script. 

Figure 3-3 Gelling infom1alion ahmu a tarJ 

3. When you're 6.n.ished, click OK 

·=· Another way to open the Card info diawg box: lf you are using the 
H ome scack char comes wich HyperCard, the following shorccuc 
opens the Card Info dialog box for the current card in any stack: 
While any General tool is selected, press c'.3-M to open the 
Message box; then type c and press Return. (This shortcut 
is built into the standard HyperCard Hom e stack.) •:• 
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Naming a Glrll Generally, a car<l <loesn' t have a name un less you give it one 

(or someone else does). The card name is one way HyperCard 
iJemift~ a Gu-J. You can wse Lite Gu·d name in the Message box LO 

bring the card into view. And you can use the card name co address 
the card chrough scriprs. 

To name a card or change its name, follow these seeps: 

l . Make sure you have one of the General tools selected. 

The Browse cool (f-1), the Butron root (a), or the Field cool (0) 
wiU work. 

2. Choose Card Info from the Objects menu . 

3. Type or change the card's name: 

Cord Home: llffitt,NII4HIJi1 

Cord IO: 2928. Cord nWlbfr 1 out of ~a 
Contains 2 cord fields. 

Contains 3 cord buttons. 

0 Can't Delete 

0 Don't Search 

I 

(scripL.) (Colors._) [ OK ) (cancel) 

Ftgurc 3-4 Naming a canJ 

4. Whe n you' re finished, click O K 

The eMcJ·~ name 

• 

• 
_. Important: Don'r use a number for the card name--otherwise 

HyperCard might, for example, look for card number 12 when you 
cry to go co the card named "12." ~ 
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Exduding c 1rd 
and background fields 

from text .':iearches 

Click here to exclude the card's 
fields from text se:irrlws. 1r you 
click again, you open the card's 

fields to text searches. 

Th e Find command (in the Go menu ) allows you co search for 
speci Re text in rhe fields of a stack. ("Looking for Specific Text" in 
C hapt er I explains how co seard1 for texr.) Wh en you' re sea.rd 1ing 
for specific text in a large stack, you can speed your search by 
excludi ng any fields that you know don't contain the text you 're 
looking for. 

To prevenc Hype rCar d from searchin g in the card and backgroun d 
fields chat appear on any particular card , follow these steps: 

I . Go to the card whose fields you want w exclude from cext 
searches. 

2. Mak e sure you have one of the General too ls selected . 

The Browse tool (f,), the Butt on cool (o), or the Field cool (D) 
will work. 

3. C hoose Car d Info from the O bjects menu . 

4. C lick the Don't Search check box to select it: 

Cot d Nome I (liintm43f.t3 

Card 10: 2928. Cord number 1 out of qo 

Contains 2 cord fields. 

Con to ins 3 cord but tons. 

0 Can't Delete 
0 Ooo' t Search 

~ (Colors_,) [OK] ~ 

Figure 3-5 Excluding a card's fields from text searches 

5. C lick OK . 

Wh en you want to allow Hyp erCard co search in the card's fields 
again , click Don't Search ro deselect ir (as shown in Figure 3-5). 
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),,- Se,· 11/so: • "Excluding Background Fields From Tt:xc Searches" in chis 
chapte r 

• "Excluding a Field from ' lexc Searches" in Chapter 5 

Protecting :1 card You can protect a card fi-om deletion, but you can't prevent changes 
to a card unless you protect the entire stack from modification (as 
explained in "Protecting Your Srack" in Chapter 2). 

Clkk ht:n: 10 protect tht: 
card from deletion. If you 

dirk again, you remove 
lilt· card\ prot~·l.'11011 

'Jo protect a card from deletion, follow chese seeps: 

1. Go the card you want to protect. 

2. Make sure you have one of the General tools selected. 

The Browse tool(~). the Button cool (o), or the Field tool( ~ 
will work. 

3. Choose Card Info from the Objects menu. 

4. Click the Can't Delete check box to select it : 

Cord Ha e: I Hdft!TIPl34tilb 

Card ID: 2928. Card number 1 aut of ~o 
Contains 2 cord lie Ids. 

Contains 3 cord buttons. 

0Con't Oelett 
ODon't Search 

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

Figure 3-6 Prolel'ting a card 

5. Click OK 
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C11anging :1 card's color set 

• 

• 

You can't remove che card from the stack while the Can't Delete 
option is turned on. (You can, however, delete the entire stack, 
caking the protected card with it.) 

When you want ro delete the card, you can remove its proceclion by 
clicking Can't Delete again in the Card Info dialog box co deselect it 
(as shown in Figure 3-6). 

The color sec for a card determines the 16 colors currendy available 
for use by buttons, fields, and graphics on char card. You can choose 
from among ar least five color secs for any given card: the standard 
system color set, a gray scale color set, and three ochers. You can 

also add a sixth color sec co a card. And you can choose to have a 
card make use of whatever color sec is cur rently selected for its 
background. 

When you change a card 's color set, the colors of some or all the 
graphics , buttons, and fields on the card may change co reflect the 
new colors. See "Changing Co lor Secs" in Chapter 6 for more 
information about the way the color sets for cards, backgrounds, 
and stacks affect the colors displayed on a card. 

To change the color sec for a card, foUow these seeps: 

1. Go to the card whose color set you want to change. 

2. M ake sure you have one of the General tools selected. 

The Browse cool (f-1), the Burton cool(=), or the Field tool (D ) 
will work. 

3. Choose Card Info from the Objects menu. 

4. Click Colors. 

The Co lors dialog box for the card appears. 
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These are the 
color seLS I.hat are 

available for 1hc 
current carcJ. 

Click the one you 
want to use ... 

5. Select the color set you want: 

Display colors for oard IO 2928 
I lhtllH/ilMilltil I =;:::I =.IUU;;;;;I;:;., "'I =;=,11! Standard syste• colors 

, ... 111:1 '1, ll!ll1 1,,IIIRlllllm •• 

NH®IIIII I M 111111 I 
1,111iw1111. ww•• 1 ••mu••• 
111111111111 1uu•• ••11i1. • •• 

When displaging this cord: 
I Use these colors 

Gray scale 

Other color sets ... 

( OK J [ Cance I ) 

. .. then press and hold the mouse buuon here and drag 10 

choose "Use these colors• (if it's not already selec.1ed) from the 
pop-up menu. If you choose "Get colors from background" 
ins1ead, the card will use the colors currently specified for the 
ba<.:kgrount! no matter which color set is sdcxtc:d for the card. 

• 
Figure 3-7 Changing a card's color set 

6. When you're finished, click OK to confirm your selection. 

You see the Card Wo dialog box again. 

7. In the Card Info dialog box, click OK 

If none of the five color sets for a given card includes the colors you 
want , you can add a sixth color set to that card from any documenr 
in th e Apple Preferred File Format. "importing a New Color Ser fo...,. 
a Card or Background ," in Chapter 6, describes how co do this. • 

You can also add a sixth color set co a card by using a desk accessory, 
an XCMD, or Hyper Talk co specify the colors you wane. If you use 
a d esk accessory or an XCMD co do this, any color ser you specify 
while you're working in the card layer will be added aucomatically 
co the color sets for the current card and will be selected. For 
instrucrions on using Hyper Talk co add a sixth color set co a card, 
see the discussion of che colorSet property in che Hyper Talk 
Help stack. 
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Ddeting ~I GIil i To remove the currenr card from the stack, choose Delete Card 
from the Edie menu (or press 1 "•,-Delece). The currcnr card 
Jisappcars (wile~ il ·~ procccteJ), an<l you sec tl1c next carJ in 
the stack. 

~ Important: If you delete a card by mistake, you can bring it back 
by immediately choosing Undo from the Edit menu, before you do 
anything else. ~ 

Working with 
hackgrouncls 

If you try co delete a protected card, you see the following 
Jialog box: 

Can't delete protected card. 

[ OK ] 

Figure 3-8 Trying to delete a protected card 

"Protecting a Card," earlier in this chapter, describes how to sec and 
remove card protection. 

You can't delete the only card in a stack. If there's only one card in 
the sicack and you wane to delete it, choose Delete Stack from rhe 
File menu . 

A background serves as a template for a stack, or for some of the 
cards in a stack. Whacever's in a background is common co all cards 
associated with chat background. You place buttons, field~, and 
graphics in the background when you wane chem co appear on all 
che cards char share the background. 
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There 's no limit (beyond disk space) to the number of backgrounds 
a stack can have. ln fact, every card in a stack could have its own 
background - but that would defeat the purpose ofbackgrow1ds. 
Together, the elements in a background help communicate the 
purpose of che sr.ack by giving a similar appearance and funccion co 
che cards that share che background. This makes it much easier for 
other people co figure out what the stack is for and how to use it­
and much easier for you to create and modify che stack. You can 

make changes to many cards at once just by changing elements in 
their common background. 

"T he Card Layer Versus the Background Layer" in Chapter 2 
gives more information about che relationship between cards 
and backgrounds. • To see che background layer of the current ca.rd, choose Background 
from the Edit menu , or press 0 -B. If you choose Background (or 
press t "5-B) repeatedly, you move back and forth between the card 
layer and the background layer. When you're in che background 
layer, the word Background appears in the menu bar, and a check 
mark appears to the left of the Background command in che 
Edit menu: 

····----····--···- ---
:'1X 

6M --··-···-· .. ··-· ··---··--· 

Utlttt Card 
Cut Cord --······-··-·---- ·-··---,---___.__...~........i.~...;,.;,11 

Tt Coow Cord "Zr' 
... and the Background "Zr' ltxt Stult ... i,T --·· 

command is checked. __,."4---_ , lochround oa -·-···· "Zr' 
··-··--····-·····-- "Zr' 

~E s 
Sixt lllfo Cllellllr 1111111 

When you're in 
the background 
layer, the word 
Background 
appears in the 
menubar . • 

Figure 3-9 The word Background appears in the menu bar while you're working in 
a background 
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While you're working in the background layer you can ger back to 

rhe card byer by choosing Background from rhe Edit menu again, 
pressing ' ··1-B, or choosing the Browse cool. 

You can find out how many cards share the curren t background by 
choosing Bkgnd Info from the Objecrs menu (while any of the 
General tools is selected): 

Bkgnd M1111t: L!!jutm!a!!, 2=ffla!!•:2A-:;:::=== = = ~f!-- This number tells you 
Bk,gnd 10: 2760. Shortd by s'cords. how many c:1rcls in 1hc 
Contains 3 bock9round fields. stack share the current 
Contoits 7 background buttons. background . 
Oton' t Beine 
D Don't Seorch 

~ (Colors .. .) 

Figure 3-10 Seeing how many cards share a background 

To see how many backgrounds there are in the current stack, choose 
Stack Info from rhe Objects menu (while any of the General tools 
is sdecred): 

Stock M011e:IC ~=tffl=·-- - ------' 
When: :HordOid:Hvmtord: 

Stock contains 7,,.co_r_ds_. ------ -- ;--This number tells 
Stock contllins fbockgrounds. you how many 
Sizt of stock: ~JK. backgrounds are in 
Fret in stock: OK. 1hr currenl stack. 

( OK ] ( Cance I ) 

Figun.: 3- 1 I Chct:king the number or bat:kgrouncls in a stack 
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Creating a new background Wh en you want some (but not all) of the cards in a stack co have a 
sim ilar appearance or contain the same elemencs, you can create a 
new background to be shared by jusc those cards . 

1)8 

To add a new background to a stack, choose New Background from 
the Objects menu. (You muse have a General cool selected co see the 
Objects menu.) Thi s adds to your srack a new, empry card with a 
blank background, and puts you in the background layer of that 
card. The new, empty card is added immediately after the card 
you're looking at when you choose New Background. 

Button lt,f<l .. . 
f i~dd tnfo .. . 
Cord Info .. . 
Bkgnd Info .. . 
Stock Info .. . 

Bfi n~ C t<isff :'if 

s,~nd f (ll' th~r :'1-· 

He~, Button 
New field 
Hew Background-- The New Background 

command 

Figure 3- 12 Creating a new background 

• 

• 
For information about adding burtons, fields, and graphics ro your 
new background, see Chapters 4, 5, and 6, respectively. 
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Movinu lx.'l\Vet:n C, 

h:1rkgrounds 
While you're working with a stack chat has more than one bad<­
ground, ic's useful co be able ro move berween the backgrounds 
quickly. This can help you keep an eye on the developing stack, 
and it makes stack building faster and easier. 

When you 're in a stack that has more than one background, 

you can move between the different backgrow1cls by following 
these seeps: 

1. Open the Message box. 

2. Type any of the following: 

1n111111111111m1111111111111nn11111111111111111111m1111111111nnm1111111mm11111111mu 

go to next bockground----This takes you to the first card of 
the next background in the stack. 

go to previous bockground- -- Th1s take~ you to the neari:st <:art! 
of Lile previou~ backgrountl in 
the stack. 

.. , .................................... , .. ,- .................................................................... . 

I 

go to background "Emplouees"-Thi s take~ you to the firs1 card of 
,_ .... - .. ·- -·· .. --·······----....... ____ ,, _________ ... __ che background named Employees, 

if there is such a background. 

Figure 3- 13 Moving between backgrounds 
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3. Press Return or Ente r. 

You go immediately ro the first card wirh rhe specified 
background , if the stack has such a background. 

If there's no such background in the current scack, you see the 
following dialog box: 

Mo \UCh cord. 

Figure 3-14 When HyperCard can·t find a background 

For information on naming a background , see "Naming a 
Background," lacer in chis chapter. 

• 
Copying a background You can copy a background from one stack ro another, or from one 

place co another in the same stack. To copy an existing background, 
you copy a card chat has that background. (When you copy a card, 
you copy everything associated with it, includin g irs background.) 

To copy a background, follow these steps: 

1. Go to a card that has the backgrow1d you want to copy. 

You can see the contents of the card's background by pressing . 
'1 -B to go co the background layer. 

2 . C hoose New Card from the Edit menu, or press ,-(-N. 

3. Choose Cut Card from th e Edit menu. 

4. Move to the card you want the new background to follow. 

le can be in the current stack or in another stack. 
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5. Choose Paste Card from the Edie menu. 

The pasted card becomes che currem card. 

6. To make another card with this background, choose New Card 
from the Ed.it menu. 

This creates a new card with the same background as the currenc 
card (the card you've just pasted). This new card contains only 
the background dements--the background buttons, fields, 
graphics, and script-of the copied card. 

You can create as many cards with chis background as you like 
by repeating this step. 

If yoru cry co copy a background into a stack chat already has char 
background, HyperCard won't make the copy. However, when 
you're creating a large stack wich different sections, you might wanr 
the different sections co have backgrounds with different names 
(and IDs) char are identical in every other respecr. This way, you 
can move quickly between the sections of the stack by moving from 
one background to another, as explained in "Moving Between 
Backgr0LU1ds," earlier in this chapter. 

You can get two identical backgrounds into a stack (with different 
names and IDs) by first making a temporary alteration to the 
background you want co copy. (For example, add a button to the 
background temporarily). Then follow the procedure described in 
this section to copy the background. After you've copied the 
background, undo the alteration you made to it . 

~ Important : When you copy a background from one place to 

another, you copy the background's script, too (if it has one), and 
any scripts associated with the buttons and fields that are in che 
background. Since scriprs sometimes rely on the characteristics of a 
particular stack, you might encounter problems (such as unfamiliar 
messages) after you copy a background. "Copying Pares From 
Other Stacks" in Chapter 2 discusses this problem. ~ 
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Gelling informalion 
:1hou1 :1 background 

' 

Using the Bkgnd lnfo command, you can gee information about 
the current background and change some of irs properties. 
Here 's how: 

1. Make sure you have one of the General tools selected. 

The Browse cool(~), the Burton tool (a), or the Field cool (D) 
will work. 

2. Choose Bkgnd lnfo from the Objects menu. 

The following dialog box appears: 

The background'~ The background\ 
ID name 

t J The number ol 
) c~m.ls that share 

Bksnd HoH: j 1:Dffl!A diis background 
Sclecl 1his option Bkgnd IO: 2760. Shored bH S~ords. 

to pro1ect the Contains 3 background fields.---- ----H -Th e number of fields 
background from Contains 7 background buttons in this background 

• 
deletion -- D Can't Delete The numbtr of hunon~ 

Selec11his opuon to Jl D Don't Search m this background 

"""'' d,e OOckg,o""d', 11 ( 

1 
~ fields from 1ex1 ~earche~. Script... ~ 

~l====!::: ,=_=_=_=_=_=_=_=_:!.I __ Click OK when you're 

II your ust·r I click here through (or dirk 
level is ser to ro see the Cancel to close die 
Scripting, you can background's dialog box without 
click here to see 1he color sets. ,aving any changes). 
l>atkground's ~c.:ripl. • 
Figure 3-15 Getling inrom1ation about a background 

3. Wh en you' re finished , click OK 
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Naming a background 

• 

• 1:xcluc.ling hackground 
f'ields li·om tL'Xl se:irclw:,, 

•!· Another way to open the Bkgnd Info dialog box: If you are using 
che Hom e stack that comes wich HyperCard, the followi ng 
shortcut opens the Bkgnd W o dialog box for the CLtrrenr 
background in any stack: While any General cool is selected, 

press 0 -M to open the Message box; then type b and press 
Rerurn. (This shortcut is built into the standar d HyperCard 
Home stack.) ,:, 

Generally, a background doesn't have a name unless you give it 
one (or someone else does). A background 's name is one way 
HyperCard identifies the background. You can use che background 
name in the Message box co bring the first card with chat 

background into view. And you can use a background's name 
to address the background through scripcs. 

To name a background or change ics name, follow these steps: 

1. Maire sure you have one of the General tools selected. 

The Browse tool(~). the Button cool (o), or the Field cool (D) 
will work. 

2. Choose Bkgnd Info from the Objects menu. 

3. Type or d1ang e the background 's name. 

4. ClickOK . 

The Find command (in the Go menu) allows you co search for 
specific text in the fields of a stack. ("Looking for Specific Texc" in 
C hapter I explains how to search for cexr.) When you're searching 
for specific text in a large stack, you can speed your search by 
excludin g any fields that you know don't contain the text you're 
lookimg for. 
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Click here to exclude the 
background's fields from text 

searches. lf you click again. you 
open the background's fields to 

1exr searches. 

·10 prevenr HypeiCard from searching in the fields chat belong to 
any particular background, follow these steps: 

1. Go to a card with the background whose fields you want to 
exclude from text searches. 

2. Make sure you have one of the General tools selected. 

The Browse cool (~). the Button cool (o), or the Field tool (D) 
will work. 

3. Choose Bkgnd Info from the Objects menu. 

4. Click d1e Don't Search check box to select it: 

e•snd Mau u..l _______ _ __, 

Bkgnd ID: 2697. Shared by 33 cords. 

Contains 3 background fit Ids. 

Cantolns 2 background buttons. 

Oton't Oelett 

D Don't Search 

[ GK J ( Conetl) 

Figure 3-16 Excluding a background's fields from 1ex1 searches 

5. Click.OK 

If you want co allow HyperCard ro search in the background's 
fields, click Don't Search again to deselect ir (as shown in 
Figure 3-16). 

~ See also: • "Excluding Card and Background FidJs l~rom Text 
Sc;trd1cs .. in chis chapter 

• "Exclud ing a Field From Texc Searches" in Chapter 5 
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Protecting a background You can protect a background from ddetion , but you can't prevent 
changes to a background unless you protect the entire stack 

• 

• 

Click here co protecL 
the background from 
deletion. If you click 

again, you remove 
Lhe background's 

from modification (as explained in "Protectin g Your Stack" in 
Chapter 2). 

When you protect a background from ddetion, you tdl HyperCard 
not to allow the removal of the last card that has the background. 

To protect a background from ddetion, follow these steps: 

1. Go to a card that has the background you want to protect. 

2. Make sure you have one of the General tools selected. 

The Browse tool(~), the Button tool (o), or che Fidd tool (0 ) 
will work. 

3. Choose Bkgnd Info from the Objects menu. 

4. Click the Can't Delete check box to select it: 

Bkand N111,: U:r\titlfflib 
Bkend JO: 2760. Sharfd bH S cords. 

Co11toins 3 background fiflds. 
Co11toins 7 background buttons. 

proln lion. -- Dton't Delete 

D Don't Smch 

~ (Colors_) ( OK ) ( Canctl) 

Figure 3-17 Protecting a background 

5. ClickOK 

As long as the Cant Del ete option is turned on, you can't 
remove the last card with that background from th e stack. 
(You can, however, ddete the stack, taking the protected 
background with it.) 
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Changing ;1 lx1ckgniu11d·-.. 
color ~et 

To remove the background's protection, click Can'c Delete in the 
Bkgnd Info dialog box ro deselect it (as shown in Figure 3- 17). 

T he color set For a backgrow1d determines the I G colors currently 
available for use by the cards char share the background and by the 
backgrow,d's buttons, fields, and graphics. You can choose from 
among at least five color sets for any given background: the 
standard system color sec, a gray scale color set, and three ochers. 
You can also add a sixth color set co a background. And you can 
choose to have a background make use of whatever color ser is 
currently selected for cl,e stack. 

If you wish, you can select a color sec for a card char is different 
from the color sec selected for the card's background. If a card's • 
color set has not been selected individually, che card makes use of 
tlle color sec currently selected for its background. 

When you change a background's color sec, cl,e colors of some or 
all che graphics, buttons, and fields in cl,e backgroW1d may change 
co reflect cl,e new colors. See "Changing Color Secs" in Chapter G 
for more information about the way che color secs for cards, 
backgrounds, and scacks affect cl,e colors displayed on a card. 

To change the color ser for a background, follow these seeps: 

L Go co any card d1ar has the backgroW1d whose color set you 
want to change . 

2. Make sure you have one of the Genera.I tools selected. • 

The Browse cool (f1), che Burton cool (a), or the Field cool (D ) 
will work. 

3. Choose Bkgnd Info from the Objects menu. 
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These are Lhe 
color sets that are 
available for 1he 

rurrent lxH.:kgrounu 
Click the one you 

want rouse ... 

4. Click Colors. 

The Co lo rs dialog box for 1.he background appears. 

5. Select the color set you want: 

Display colors for background ID 2697 
I !imiii~ ~ ;=;==;m;;;;;;==;=;==;,ll Standard SSstHI colors 

Gray scale 

UI I llbd Other color sets ... 

- · 111111 MM 19011 

When displaying this bkgnd: 
I Use these colors ~ ( OK ) ( Cance 1 ) 

. .. then press and hold the mouse butcon here and drag to 
choose "Use these colors· (if it's not already selected) from the 
pop-up menu. If you choose "Gel colors from smck" insiead, 
your stack will use Lhe colors currenLly specified for the sLack 
no maner which color set is selec1ed for the background. 

Figure 3- l 8 01anging a background's color set 

6. Whe n you' re fini shed, click O K to confirm your selection. 

You see the Bkgnd Info dialog box again. 

7. In the Bkgnd Info dialog box, click OK 

If you're working in the card layer of a card for which a color set 
is selected that's different &om the background's color set, you 
must choose d -B to see the effect of the color set you just 
selected. 

If non e of the five color secs for a given background includes 
the co lors you want , you can add a sixth color set to rhar 
background from any documenc in the Apple Preferred File 
Format. "Import ing a New Co lor Sec for a Card or Background," 
in C hapter 6, describes how to do this. 
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You c;u1 al~o aJJ a sixth color ~ct to a bat:kgrounJ by using a (il:sk 
accessory, an XCMD, or HyperTalk co specify rhe colors you want. 
If you use a desk accessory or an XCMD co do chis, any color set 
you specify while you're working in the background layer will be 
added aucomacically to che color secs for the current background 
and will be selected. For instrnccions on using HyperTalk to add 
a sixth color set co a card, see the discussion of che color Set 

properry in rhc HyperTalk Help stack. 

I klcting a hackgrourn.l You can't delete a background directly. To remove a background 
from a stack, you must delete every card char uses the background. 
Or, if the stack contains only one background, you can simply 
delete the whole stack, as described in "Deleting a Stack" in • 

Chapter 2. 

Follow these steps to remove a background from a stack without 

deleting the whole stack: 

1. Go to a card that has the background you want to delete. 

2. Choose D elete Card from the Edit menu (or press ' -Delete). 

The card disappears unless it's procecced. If the card is protected, 

the following dialog box appears: 

Can't delete protected cord. 

[ OK ) • 
f-igurc 3- 19 ' lry1ng 10 <ll'l<:l<: a prou.:cted Gird 

Sec " l'rorccting a Card, " earlier in chis chapter , (i.>r instrucnons 
on removing card proccction. 
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~ Important : lf you delete a card by mistake, you can bring it back 
hy immediately choosing Undo from the Edit menu, hefore you do 
anything else. -

3. Repeat steps l and 2 un cil you've removed from the stack 
every card that has the background you wan t to delete. 

When Can't Delete is selected in the Bkgnd Info dialog box for a 
background, you can't delete the lase card with this background. 
(You can, however, delete the stack- including the protected 
hackground.) 

"Proreccing a Background," earlier in chis chapter, gives information 
on setting and removing a background's protecrion . 
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Chapter 4 

Working With Buttons 

B urtons are rectangular "hoc spots" you can dick to make 
things happen in stacks. For example, a button might rake you to 
another card, show you a picrure, launch an application, or rw, an 
ammaaon sequence. 

This chapter explains how to do the following: 

• Crcarc anJ moJify buttons 

• Use the readymade buttons that come with HyperCard 

• Use buttons to link information 

To do the tasks in this chapter, you must have your user level set at 
least to Authoring. For some of the tasks, your user level must be 
Scripting. When a cask requires the Scripting level, rhe insoucrion s 
\ay so. (T he section "User Levels and Options" in Chapter I cells 
you how ro scr your user level.) 
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Adding a button to a 
card or background 

Butcons allow you co link any piece or informarion-a card, an 
idea, a picture, an address-co any mher piece of information. You 
can use buttons co link refaced information in any way you like. 

Bue burcons have powers beyond linking- chey can play sounds, 
diaJ a phone, produce interesting visuaJ effects, or even show you 
a video sequence. 

Behind every burcon is a script that cells HyperCard what co do 
when you click the bucmn. You can create or change a script using 
HyperTalk, HyperCard 's English- like programming language. 
I lowevcr, you don 't need co learn Hyper 'falk ro create inccrtsting 
and powerful buttons. You can create a link without writing 
the script chat makes it work. You can aJso copy buttons (wich 
pre-programmed scripts) from ocher stacks-including rhe Bucco. 
Ideas stack char comes with HyperCard. When you copy a button. 

you also copy ics script. 

Whenever you add a burron to a stack, you need co decide whether 
you wane it in che card layer or che backgroLmd layer. To decide 
where co put che button, consider where you want ir co appear: 

• If you want the button to appear on only one card, put it in the 

card layer. 

• If you wane the bucron ro appear on every card in the srack, put 

it in rhe backgroLmd layer. 

• If you wanr the hurron to appear on ~ome of rhe cards in rhe 
scack (but not all of chem), consider creating a difierenc • 
background for chose cards and purring che bu non in char 
background only. ("Creating a New Background" in Chapter 3 
explains how co add a background co a stack.) 

A background bunon appears in che same location on all che cards 

that share the background. 
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• The tools for 
working with buttons 

• 

Use the Browse tool 
to click buttons. 

To add a button to a backgrow1d, you must be in the background 
layer; to add a button ro a card , you must be in the card layer. To 
go co the background layer, press L'•-B. When you 're in che 
background layer, the word Background appears in the menu bar. 
If you press ' -B repeacedJy, you move back and forth berween the 
card layer and the background layer. 

),,- See also: • "The Card Layer Versus the Background Layer" in 
Chapter 2 

• "Creacing a Burton" in this chapter 

To work with burron s, you need the Butron tool , che Browse cool, 
and perhaps some of the Painr cools. 

___ U:.c: the Bu11on 

~ B/ 
»moo 
~ 00:> 
A c.) G: 

100 1 lO create and 
modify bunons. 

Use the Paint 
t0ols when you 
want to create 
a grnphic to 
di~play 1hrm1gh 
a hu11<>11. 

Figure 4- 1 Tht: wol, for working 1111h hulton~ 

To make ir easy co alternate between the cools, you can "tear ofF' the 
Tools menu to create a movable Tools palette. To do this, drag 
down throu gh the menu and past the bottom or beyond either side. 
(For an illustration of rhis, see Figure 2-12.) 
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Copying readyn1ade 
buttons 

You can use rhe following ' -key shortcuts co choose the tools you 
need for working with buctons: 

To choose this tool . .. 

The Browse rool 
The Burton rool 

Press 

' .. -Tab 

· -Tab-Tab 

),,- See 11/so: • "Using HyperCard 's Tools" in Chapcer 2 

HyperCard comes wich a stack called Butron Ideas char contains 
bucrons you can copy and paste into your stacks. Some of these 
buttons have pre-programmed scripts that can help you develop • 
your own stacks. The Butron Ideas stack includes button s that 
launch applicacions, play sounds, make piccures disappear and 
reappear, and play animation sequences. 

You don't need to know H yper Talk to make the buttons with 
pre-programmed scripts work-you just need to understand whar 
they do, so chat you can use chem appropriately in your stacks. 
These buttons are designed ro work in virtually any stack. They 
don't depend on your stack's structure in any way. 

You can copy bun:ons chat you like from other scacks as well as from 
the Butron Ideas stack. However, unlike the buttons in Burton 
Ideas, burcons from ocher stacks may not work the way you expect 
in your own stack. See the section "Copying Parrs From Ocher • 
Scacks" in Chapter 2 for information about the factors you need 
ro consider. 
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llu11,m.~ for opening stacks 1ha1 Buuons that hide and 
rn1111: wi1h I lypcrCard: show 1he rnrd r,inurt': 

~l{I IC, (Hide Picture) 
==~ V 

Addresses Calendar (Show Picture) 

A button 1ha1 plays An animated A button thai open5 
a M>und: hutton: an application: 

~ ~ ~ 41P ((Ji9 

~ •© • .¢'~,~~ AppleWorks 

A bu non that A button that lets A bunon that takes 
quickly shows you you search for tex1 you to the HyperCard 
all the card ... in the in a stack: Help stack: 
stack: 

-~ - Q ·<$· 
figure 4-2 ~Ollll' ready111.1dc: hutL01i-

Copying buttons from the Butron Ideas stack can make stack 
building easier and save you a lot of time. If you see a button you 
like, copy ir and paste it into your stack. Nore chat in the Button 
Ideas stack, on ly buttons inside red borders include scripts. If you 
copy a button char doesn't include a scripr, you must wrire :1 scripr 
for it before it will do anything. 

follow these seeps co copy one of the buttons in the Button fdea:. 
Stack: 

l. O pen the Bu tto n Ideas stack. 
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2. Go to the card that has the button you want to copy. 

J. C hoose the Button tool (=) from Ult'. Tools menu (or d ick ir 
on the Tools palette). 

4. Click the butt on you w ant to copy to select it. 

A moving dashed line surrounds the selected button. 

5. Choose Copy Button from the Edit menu , or press - -C. 

This puts a copy of rhe selected burron (including irs script, 
if it has one) on the Clipboard . (This bu econ replaces che lasr 
in:m you cur or copied; the Clipboard can only hold one item 
at a rime.) 

6. Go to the card or background wher e you wan t to put the 
copied button. 

Use rhe arrow keys or commands in the Go menu co navig-.ice 
between cards while the Button cool is selected. 

If you're nor sure whether to put the button in the card layer 
or the background layer, see "Adding a Button co a Card or 
Background'' at the beginning of chis chapter. 

7. Choose Paste Butto n from th e Edit menu , or press -V. 

This rakes a copy of the button chat's on the Clipboard, pucs it 
on the current card or background, and selects it. 

• 

8. While th e butt on is still selected, drag it to wh ere you want it. 
on the card. 

~ Important : The most common mistake in copying a button is 
putting ir in the card layer when you wanr it in the background 
layer. (To find our whether a button is in the background, press 

-B to see jusr the background elemencs.) If you pur a butron in 
rhe card layer by mistake, sec "Moving a Button From the Card 
10 1hc lhckground," brcr in rhis chapter. _ 
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Btllt•m~ for opening Macks that 
ronn· with HyperCard: 

~-;y·r 
~~ 

Addresses 

A button that plays 
a sound: 

A hu lion tllllt 
quickly shows you 
all the cards in tl1e 
stack: 

E 
Calendar 

An animated 
hunon: 

A button that lets 
you search for text 
in a srack: 

Figure 4-2 \UlllL' rl':1dy111.1dl' huno1i-

llunons that hide and 
show the c:ird pic.:ture: 

(Hide Picture) 

(Show Picture) 

A buuon tl1at opens 
an application: 

• AppleWorks 

A bunon that cakes 
you to the HyperCard 
Help stack: 

Copying buttons from the Button Ideas stack can make srack 
building easier and save you a lot of time. If you see a button you 
like, copy it and paste it inco your stack. Note char in the Button 
Ldeas stack, only buttons inside red borders include scripts. If you 
copy a button chat doesn't include a script, you rnusr write :1 script 
for it before ic will do anything. 

Follow these seeps to copy one of the buttons in the Button Ideas 
Stack: 

I . Open the Butt on Ideas stack. 
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2. Go to the card that has the button you want co copy. 

3. Choose d1e Button cool (o) from the Tools menu (or dick it 
on the Tools palette). 

4. Click the button you want to copy to select it. 

A moving dashed line surro und s the selected button. 

5. Choose Copy Button from the Edit menu , or press ~ -C. 

This purs a copy of the selected burton (including its script, 
if it has one) on the Clipboard. (This burton replaces the last 
item you cur or copied; the Clipboard can only hold one ircm 

at a time .) 

6. Go to the card or background where you want to put the 
copied button. 

Use the arrow keys or commanru; in the Go menu to navigate 
berwcen cards while the Button cool is selected. 

If you're nor sure whether to put the button in the card layer 
or Lhe background layer, see "Adding a Butron to a Card or 
Background" ,tl the beginning of chis chapter. 

7. Choose Paste Button from the Edit menu , or press -V. 

Th is takes a copy of the button that 's on the Clipboard, purs it 
on the current card or background, and selects it. 

• 

8. While the button is still selected, chag it to where you want it. 

on the card. 

~ Important: The most common mistake in copying a button is 
puning it in the card layer when you want it in rhe background 
layer. (To find our whether a button is in che background, press 

-B to see just rhe background elements.) If you put a burron in 
the card layer by mistake, sec "Moving a Burton From the Card 
111 1hc: B.ickground," brcr in rhis chaprt:r. 
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• 
I lulu <lown the · ke> wl11lc 

you <l rag fro111 here 

If the burron you copied includes a script, you can rest ir after you 
copy it-just choose che Browse tool and click che buccon. 

You can see rhe Hyper Talk commands char make the burron work 
by opening che button 's script, as explained in "Opening a Butcon's 
Script," later in chis cl1apter. If che button doesn't have a script , you 
can learn how to write one for ir by working through che exercises 
in the HyperTalk Beginners Guide. 

> See also: • "Cha nging the Appearance of a Burton" in this chapte r 

Buttons come in many different sryles and sizes. A button can be 
blank; it can have text, an icon, or boch; or it be placed over a 
graphic , so chat the graphic appears to be part of the button. 

You can create a blank, transparent button on a card or background 
by following these steps: 

I. Go to the card or background where you want the button. 

If you 're not sure whether co put the bucrnn in the card layer or 
the background layer, see "Adding a Button to a Card or 
Background " at che beginning of this chapter. 

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

The pointer changes to an arrow(~) . 

3. Hold down the O key and drag diagonally. 

This creates a blank , transparent button and leaves the button 
selected: 

r----·--·---··, 
I • 
I ' ,_ -- - - ... ---- --- .. ' - . to here. 

Figure 4-3 Creating a blank button 
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Creating a button 
with cext 

You etn bring the button ro life by linking it ro another card or 
writing a script for it (if you're familiar with Hyper Talk). "Linking 
Information," lacer in this d1apter, gives instructions for linking. 
For information on scripting, see the Hyper Talk Beginner's Guide. 

The sections that follow explain how co create new burtons with 
text, icons, and graphics. 

~ See also: • "Changing the Appearance of a Buccon" in chis chapcer 

Displaying text on a buccon is one good way to indicate what the 
button does. 

Creating a text burton is also a useful way co add a short texc label' 
co a card or background-whether or not the bun:on does anythi1 
dynamic. Burton cexc is easy co move around on the card, because ir 
moves when you move the button. 

Follow these steps ro create a new button with text: 

l. Go to the card or background where you want the button. 

If you're not sure whether to put the burton in the card layer or 
the background layer, see "Adding a Burton co a Card or 
Background" at the beginning of chis chapter. 

2. Make sure you have one of the General tools selected. 

The Browse tool(~), the Button cool (o), or the Field cool (D) 
will work. • 
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3. Choo se New Button from the Objects menu. 

This automatica lly selects the Bumm rool, creates a burron 
named New Burton in the center of the card window, and selects 
r.he button. 

r . . _ ....... , _ The moving dashed 
• Hew But ton: line indicaces chat the 
~ • • - • • • • • • • · huuon is sdcctcd. 

Figure 4-4 A hunon cre:ited with 1he New Bunon rnmm:ind 

-=· Another method· You can create a blank, transparent button 
by choosing the Burron rool, rhen pressing and holding the 

key while you drag diagonally (as shown in Figure 4-3). •:• 

4. Whil e th e button is still selected, choose Button lnfo from the 
Objects menu. 

Or doub le-click the button. T he Button Info dialog box 
appears. 

5. Type the text you want to display on the button: 

The lcxl you type here i.s -J:i::::::::::::::::::::::::,=========,i 
displayed on the hunon . -1 Butt on Moat: I , 

Card butt on n111ber: 2 
if Show N:mw is ,elected. 181 Show Hcne 

18] Mo Hilitt 

0Sha1e Hllite 

( Icon ... ) 

(Link To ... ) ( font ... ) 

Cord button 10: 2 

Style: I rectangle ~ 

fo1ily: I O (none) ~ 

( Script..) ( Colors ... ) m ( Concel) 

Figure 4-5 Typing the text you wane co display on the }}lll!On 
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6. Click th e Show N ame check box to select it , if it isn't already 
selected . 

7. Click O K 

The text you've ryped appears on the button. (A burron can 
display only one Line of text.) To see all the text, you might have 
to enlarge the button: 

1" ••• • ••••• ;' I 

~O~I the T OPl( _ To resize the hunon, 
~ t.!rag from any rnrm:r. 

Figure 4-6 He:>1zmg a bunon 

• If the button is no longer selected, you can select it by choosing 
the Burton too l and then clicking the button . 

8. Whil e th e butt on is selected, drag it to wh ere you want it on 
the card. 

~ Imp ortant: The most common mistake in creating a button is 
putting it in the card layer when you wane ir in the background 
layer. (lo find our whether a button is in the background, press 
· -B to view just the background elements.) If you put a button in 

the card layer by mistake, see "Moving a Butron From the Card to 

rhe Background," larer in rhis chapter. _ • You can bring rhe button ro life by linking it co another card or 
writing a script for it (if you're familiar with HyperTalk). "Linking 
Information," later in this chap ter, gives instructions for linking. 
For information on scripting, see the Hyper Talk Beginner's Guide. 

•:• Another kind o_f text button: Another way to make a burton 
with text is to create a transparent burron and place it over 
some Paint rext. The advantages and disadvantages of rnis 
method are described in "Creating a Button with a Graphic," 
lacer in this chapter. •:• 
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Creating a button 
with an icon 

~ See n!J·o: • "Changing rhe Appl.-arance or .i Butron" in rhis cha prt:r 
• "Whl' n Ek·mer1t.~ Ovt·rl:1p" in 1hi, d1ap1,·r 

HyperCard comes with a collection of icons you can assign to 

buttons. Displaying an icon on a button is one good way to indicate 
graphically what the button does. 

Creating a button with an icon is also a useful way co add a graphic 
element co a card or background, whether or noc che burcon is 
dvnamic. Since rhe icon is accached co the burron, vou can move . ' 
ir .1m11nd e:i~ily-ir rnnvc.~ when you moVl' rhc hurmn. 

Follow these steps to create a new button with an icon: 

1. Go to the card or background where you want the button. 

If you're not sure whether co put the burron in the card layer 
or the background layer, see "Adding a Burton co a Card or 
Background" at the beginning of chis chapter. 

2. Make sure you have one of the General tools selected. 

The Browse tool (fl), the Button tool (o), or the Field cool (0) 
will work. 

3. Choose New Button from the Obj ects menu. 

This aucomatically selects the Burton cool, creates a burron 
named New Button in the center of the card window, and selects 
the butron . 

,. __ • ___ • ___ .- The moving clashed 
: Hew But ton : line indicaies that the 
- - - - - - - - - - • • buuon i:, :,elected. 

Figure 4-7 Making .1 ni:w hwwn 

·:· Another method· You can create a blank, transparent button 
by choosing the Button cool, then pressing and holding the 
" key while you drag diagonally (as shown in Figure 4-3). •!• 
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II Lh1s op1 ion 1~ ,di.:m·d 

4. While the button is selected, choose Button Info from the 
Objects menu. 

Or double-dick the button. The Bucron Info dialog box 
appears: 

and ihe hullC\11 ha~ :1 Button Mome· rnrni;Jtmt;;:~m;)Jt:,ffl :=============] 
nan1i:, the htlllon n:111ll' Bkgnd button nUllber: 8 8kgnd button 10: SO 

11ill .1ppcar on iht.: -- 181 Show HCllle Stu le: i rectangle 
button along w11h the 

iron )'OU dioo~c: 
181 Auto Hilite 

D Shore Hi lite 
ro•ils: i O (none) ~ 

Click here tu ~ec a ( ) -;...---- Icon ... 
rnllct I ion of iron\ 

you can d10osc Imm. (Link To ... ) ( Font ... ) 

(Script ... ) ( Color ... ) [OK]~ 

Figure 4-8 The Bullon Info dialog box 

5. Click Icon. 

The Icon dialog box appears: 

lD.O(none) 

E C!<i>~r!li 
Wffl~a~ o 
Q ~~~$ifQ 

~~¢:, c:> <;) 0-

If the iron you :,dc1.1 isn't emirely visible. pres.~ 
and hold the mouse button here to see what the 
whnlt: icon looks like. 

Figu re 4-9 Choosing an icon 

Ch:1p1c·r 1: \X'orking \X'ilh Btlllnn, 

Scroll, if 
lll'Ct.:SS,llv lo 

!ind tht' l(On \'OU 

"ant ll1 Li1~pb1 

on the hunnn 
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6. Click Lhe icon you want to display on your butto n . 

7. Click OK 

The Icon dialog box disappears and you see the Burrnn Info 
dialog box again. 

8. In the Butt on Info dialog box, click OK 

The icon you've selected appears on the bunon . To see the 
whole icon, you mighc have to enlarge the button: 

C: :1~:: .J_ 'lb resize the bunon, 
It c.lrag from any corner . 

Figure 4-10 Resizing a bu11011 

9. While it's still selected, drag the button to where you want it 
on the card. 

~ Important: The most common mistake in creating a button is 
putting it in the card layer when you wane it in the background 
layer. (To find our whether a burton is in the background, press 

-B co view just the background elements.) If you put a bucron in 
d1e card layer by mistake, see "Moving a Burron From che Card co 
rhe Background," lacer in this chapte r. 6. 

If you don't want co use any of the icons shown in the Icon dialog 
box, you can copy a burron with an icon you like from d,e Bucton 
Ideas stack or create your own icon using the Icon Editor scack. 

If. you wanr rn change the colors of the icon displayed on your 
burrun, see "C hanging a Burton's Colors," lacer in this cha peer. 
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You can bring the button ro life by linking it to another card or 
writing a script for it (if you're Familiar with HyperTalk). "Linking 
Information, " lacer in thi:, chapter, giv~ irn,Lrucrions for linking. 
For information on scripting, see the HyperTalk Beginner's Guide. 

),- Set: 11/so: • "Managing Icons" in this chapter 
• "Changing the Appearance of a Bucron" in chis chapter 
• kWlien Elements Overlap" in rhis chapter 

Combining te>-.1 wirh an iron 

You c.:an a<ld Lt:XL ro a button Lhat alrca<ly has an icon. Follow 

these steps: 

1. Choose the Button tool (o) from the Tool s menu. 

2. Double-click the button. 

The Butron Info rualog box appears. 

3. Type th e text you want to add to the button. 

4 . Click the Show Name check box to select it. 

5. Click OK. 

The text appears along with the icon on you r burton. To see all 
the text, you might have to enlarge the button: 

.;,------------" 
~: 

1ome Sweet Hom, 
I I 

~. ____ ••• ___ • (- To re~ize thl: button, 
dr.tg from any corner. 

Figure 4-1 1 An icon with te>.'t 
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Creating a bulton 
with a or:111hir ;-, 

You can make a button with a graphic by placing a transparent 
hurron over a graphic. Use chis technique when you want ro make 
a graphic dynamic-so char something happens when you click it. 
(Since a graphic can't have a script, overlaying a button is the only 
way m do this.) 

~ Importan t: Buttons with graph ics are difficult co move and copy, 
because buttons and graphics are different kinds of elements. They 
have to be manipulated separately, with different cools-you use 
the Paint cools co manipulate the graphic and the Button cool to 
manipulate the button - and they're in different layer!> (a<. explained 
in "When ElementS Overlap," later in chis chapter). It's better ro 
use a button with an icon (if possible), because an icon is attached 
co the button and moves easily with the bucron. 6 

Follow these seeps co create a button with a graph ic: 

1. G o to the card or background where you want the graphic. 

If you' re nor sure whether you want the graphic in the card layer 
or die backgrow1d layer, see "Adding Graphics to a Card or 
Background" in Chapter 6. 

2. Create the graphic. 

You can create it with the Paine cools, scan it in, bring it in from 
a docwnent in the Apple Preferred File Format, or copy and 
paste ir from another stack. The graphic can include some Paint 
text, or it can be entirely Paint cexc. Chapter 6 gives instructions 
for creating graphics. 

3. Choose the Button tool (o) &om the Tools menu. 
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4 . Press and hold the key while you drag diagonally to create a 
button around the graphic: 

While holding dmm 1he ke\, - ............ . ..... . ... . 
drag from tilt' uppt'r-kft rnrn~r : [ 

uf Lht' gr;i ph1L . 

, . . ' ··-··················· ·- . . to 1he lower·1ight corner • Figure 4- 12 Pl:lcing ;1 LrJnspar<:nt buuon over a graphi, 

You can bring the button co life by linking it co another card or 
writing a script for it (if you're Familiar wirh HyperTaJk). ("Linking 
Information," lacer in this chapter, gives instructions for linking. For 
information on writing scripts, see rhe Hyper Talk Beginners Guide.) 

Managing icons HyperCard comes with a collection of icons you can assign co 
buttons. Assigning an icon to a button is an easy way co add a 
graphic clemem 10 a card or background. You simply selecr the • 
burron and choose an icon from the Icon dia log box. ("Creating 
a Burton With an Icon, " earlier in this chaprer, gives specific 
i nsrruction s.) 

An icon yo11 ;tssign 10 .1 bur1on is assm:iarcd wirh rh:u button unril 
you ~pecifically change ic in rhe Icon dialog box. When yo u select 
rhe burcon and drag it around on a card, rhe icon moves with ir. 
But the icon is nor acrually scored in the burcon. 
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Each icon that appears in the Icon dialog box is scored in a special 
pare of the HyperCard program file (or a HyperCard stack) called a 
resource fork. Most Apple 11Gs files-including the Home stack and 
any ocher HyperCard scack-have a resource fork, where resources 
like icons, sounds, and so on are scored. The icons rhac appear in 
the f con dialog box indude the standard icons that are scored in the 
HyperCard Iles program file, any icons char are scored in your 
Home stack, and any additional icons scored in che current scack. 

Using HyperCard's Icon Editor stack, you can modify an icon 
chat's displayed on a button, create icons of your own, and add 
icon!> ro your stacks. The Jeon Editor stack cells you how. Once yot1 
have created or modified an icon, you need co consider where you 
want ro score ir so char it will be available co the stacks in which 
you want to use it. 

For example, if you create an icon and install it in any stack ocher 
rhan Home, it will appear in the Icon dialog box for bua:ons in that 
stack, bur ir will nor appear in the Icon dialog box for bua:ons in 
any ocher scacks. If you expect co use a particular icon in several 
different stacks, insta11 it in your Home stack . Thar way it will 
always show up in the Icon dialog box no matter which srack 
you're working in. 

If your Apple Iles is part of a nerwork, you may wane ro consider 
a different strategy. Each person using HyperCard over a nerwork 
uses a different Home stack. This means chat any custom icons 
you've installed in your own l lome stack won'r be available ro other 
people on the network. If you're creating a stack chat you wane 
everyone on the network co be able co use, make sure rhac any 
CLL~com icons assigned ro buccons in char scack are scored in the stack 
itself as well as in your Home stack. That way your custom icons 
will he ,1vaibbl c co everyone who uses your stack, cve;:n if chey don 't 
have chem installed in their own Home stacks. 

The lcon Editor stack allows you to install icons you've created 
with rhe Icon Editor in any ocher stack. You can also install an 
icon by copying and pasting a buccon, or by using the Import 
burron in the Icon dialog box. The sections chat follow explain 
these two methods. 
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Installing an icon 
by pasting a button 

(he k Lhe Kon to ,ekn 1L 
lil iJ\ nol alreadv ,dededl .. 

To copy an icon from any stack ocher than rhe Home scack into 
another stack, follow these seeps: 

1. Go co a stack that contains a button with the icon you wane co 
install. 

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

3. Doub le-dick the button. 

The Burton Jnfo dialog box appears. 

4. Click Icon. 

The lcon dialog box appe,u·s. 

5. Make sure the icon you want to copy is installed in the curre'lila.. 

stack: • 

JD: mo "S1111l" tria "HIHAlIOMSTRCK" 

~e~~~r1•~ 
· , -~~~[IL~ D 
QQ~S~~ll!Q 

.ind m;ikl' ,url' 1h1: 
name ~hmrn herl' 1~ Ille 
name of the rnrn:m .. t.ll~. 

lf ii bn't, go lo Ilie ~1;1,k 
with 1he name shm1 n :inu 
hegin again \\"iLh sll'P I. 

lf1he lmpon h1111011 is_it!==Jr.t=:=;~;::=-------------=d~ 
Ji111111ed, Lhl' iwn i~ .~l<m.:d I ~ ~ 

Scroll, if neressary. LO Joca1e 
the icon you want to copy. 

in the (Urrl'nl ,Jack . 

Figure /4- U Fi11d1llg rnll whlw :ill 1u Ill 1, ,1.,1vd 

6. Click Cancel. 

The icon dialog box disappears and you see the Burton Info 
dialog box again. 
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7. C lick Cancel again. 

Th e !11111011 Info dialog hox disappear/.. A moving d:ishl'<I 
line surrounds the button you wane co copy, indicacing that it 
is selected. (lf you deselect it by accident, just click it again to 
select it.) 

8. Choose Copy Button from the Edit m enu, or press · -C. 

This makes a copy of the selected burton (including irs icon) and 
puts iron rhe C lipboard. (This burton replaces the la.~r item you 
n 1r or copied; the Clipboard can on ly hold one iLem ar a rime.) 

9. Go to the stack in which you want to install the icon. 

Use the arrow keys or commands in the Go menu to navigate 
berween cards while the Bucron tool is selected. 

If you just wane co install the icon, you can go to any card or 
background in your stack. If you want co use the bucron (and its 
script) as well as the icon, go to the card or background where 
you want the button co appear. (If you're not sure whether to 

put the button in the card layer or the background layer, see 
''Adding a Button co a Card or Background" ac the beginning 
of chis chapter.) 

10. C hoose Paste Button &om th e Edit menu , or press -V. 

T his rakes a copy of rhe bucron chat's on che Clipboard , pucs it 
on che current card or background, and selects ic. Ar the same 
rime, pasting the button installs the bucron's icon in the current 
stack's resource fork 

11. If you want to keep the button , drag the button to where you 
want it. 

If you don't need the burcon, press Delete co delete:: ic The icon 
remains in the stack and will appear in the Icon dialog box for 
any bucron in chat stack. 

Tht· icon you've installc.:d will now appear in every copy of rhe stack, 
even if the icon is nor installed in the current Home stack. 
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Installing an icon wilh the 
Tcon dialog box 

To copy an icon from your Home stack into another srack, follow 

these srcps: 

1 . Go to the stack in which you want to install th e icon . 

2. C hoo se the Button tool ( o) from the Tools menu. 

3. Double-click the button on which you want to display 
the icon. 

The Burton Info dialog box appears.(You muse foUow chis srep 
and ehe seeps that follow even if the button already displays the 
icon you wane.) 

4. Click Icon. 

The Icon dialog box appears. • 
5. Install the icon as shown in thi s figure: 

to: 1370 •sunt" fr• "HOKE" 

Figure 4-14 Installing an icon wi~1 the Icon dialog l>ox 

The icon is now installed in che current stack. 

6. Click OK 

The Icon dialog box disappears and you see the Burton Info 

dialog box again. 
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7. Click Cancel again. 

The B111ron Info dialog hox disappears. /\ moving dashed 
I ine surro unds the button you wane co copy, indicating chat it 
is selected. (If you deselect it by accident, just click it again co 
select it.) 

8. Choose Copy Button from the Edit menu , or press ~ -C . 

This makes a copy of the selected button (including ics icon) and 
puts it on rhe Clipboard. (This button replaces the lasr item you 
un or copied; rhc C lipboard can only hold one item at a rime.) 

9. Go to the stack in which you want to install the icon. 

Use the arro w keys or commands in the Go menu to navigate 
between cards while the Burton tool is selected. 

If you just want to install the icon, you can go co any card or 
background in your stack . If you want co use che button (and its 
script) as well as the icon, go co the card or background where 
you want the button to appear. (If you're not sure whether co 
put the button in the card layer or the background layer, see 
''Adding a Burton to a Card or Background" at the beginning 
of this chapter.) 

J 0. Choose Paste Button from the Edit menu , or press -V. 

This rakes a copy of the bmton chac's on the Clipboard, purs ic 
on the current card or background, and selects ir. Ar the same 
time, pasting the button installs che button's icon in the current 
stack's resource fork. 

11. If you want to keep the button , drag the button to where you 
want it. 

If you don't need the burto n, press Delete to delete it . The icon 
remains in the stack and will appear in the Icon dialog box for 
any button in that stack. 

The icon you 've installed will now appear in every copy of the stack, 
even if the icon is not installed in the current Home stack. 
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Installing an icon with L11e 
lcon dialog box 

· 1 o copy an icon from you r Home stack into another stack, follow 
these steps: 

1. Go to the stack in which you want to install the icon. 

2. Choose the Button tool (=) from the Tools menu. 

3. Double -click th e button on which you wane to display 
the icon. 

The Button lnfo dialog box appears.{You muse follow this seep 
and the seeps char follow even if the button already displays rhe 
icon you wane.) 

4. Click Icon. 

The loon dialog box appears. 

5. Install the icon as shown in this figure: 

Figure 4-14 lnsialling an icon with the Icon dialog box 

The icon is now insralled in the cw-rent scack. 

6. ClickOK 

The Icon dialog box disappears and you see the Button Info 

dialog box again. 
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7. In the Button Info dialog box, click OK 

The icon you've installed wilJ always appear in the Icon dialog box 
for your srack, even if the icon is not installed in the current 
Home stack. 

Many of the buttons in stacks are easy co locate right away. But 
some buttons are harder to find-particularly transparent ones. 

You can locate the buttons on the current card and background 
using any of the following methods: 

• While the Browse cool is sdecred, you can "peek" at the buttons 
by pressing and holding the d and Option keys. Gray or colored 
rectangles appear around the buttons: 

Than rec1angles outline Lhe 
bu11ons in rhe t,ird layer.I 

P K••~ Scorr I I ~ Ill, 
l!Prmlce 1, __ ~~~ha::::L~J 

Thick rectangles ou~ine the buttons in the 
background layer . 

Figure 4-15 Peeking a1 buuons 
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• When you choose rhe Ruttan mol from rhe Tools menu. 
recrangles appear around the burcons that don'r already have 
an outline 

When yoL1 
choose lhc 

ti~ 
... rectangles a ppcar 
around the hunons. 

r! 
Piu~u Pon hr 

Figure 4-16 Locating buttons with the Bunon tool 

• Some scacks have hidden buctons. To "peek" at all the buttons 
on the current card and background - including any hidden 
burrons--choose the Button cool from the Tools menu , then 
press and hold the ( and Option keys. Gray rectangles appear 
around all the burrons: 

When you duK>S\' lht: Bu11on tool 
and press · -Option, rectangles ... and d1e 

1 

mnline the vbihlc: button~ l hidden bunmh 

C2:i~~ C ChonuColors] I~J J 

-
Figure 4-17 Peeking ,II :ill 1he bu1tons-bolh ,.,,.,,bil: and hidden 
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Changing 
the appearance 

of a button 

Changing the size 
of a button 

Once you've created or copied a button, you can change its 
appearance by resizing it, changing its style, adding text or an 
icon co it, changing or removing its text or icon, or changing irs 
color. This section explains how ro make a button look che way you 
wane it co. 

••• Note: You can change the appearance of boch card buttons and 
background bucrons while you're working in che card layer. You 
don't have robe in che background layer ro modify background 
buttons. •:• 

To resize a burron, follow these steps: 

1. Choose the Button cool (o) &om the Tools menu . 

2 . Click the butto n you wane co resize co select ic. 

A moving dashed Line surrounds the selected button. 

3. Drag &om any corn er of the butto n: 

-i-! ...... ..... . l ..... I· .... . 
. ..... ..... . 
; ~:., 

lk 1g Imm any rnrnl'r 
to resize the bucmn. 

Figure 4-l 8 Changing a huuun':, :.izc 

To resize the button in one dimension only-either horizoncally 
or vertically-ho ld down the Shift key while you drag from a 
corner. 

<:• !fyou move the button instead of resizing it: Choose Undo 
from the File menu to return the button co its original 
position and oy again. Make sure you drag from a poim 
dose to a comer of the button. •!• 
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Choosing a huuon's style A buuon c:111 have any one or seven style.:!>. Examples of che seven 
button styles are shown in the following figure, along with the 
11~1mcs oF che style.s: 

: : : : : : tr<irisp<ir:erit -· -· ·_·_· 4----_ The backwound ,hm,·, 
: : : : : : : : : : : : : : : : : : : : : : j 1hrm1.~h u:111,ra1l'lll button, 

opaque 

: : : I rectangle·· ( ~~ 
...................... 

'. '. '. ! .... ~~.a~.o~·, . ... J ~ ~ 
~ ~ ~ ( round rect ). ~ ~ ...................... 

Thcsc kinds of hurtons 
~ re a 11 opaque. 

\ ~ ~ Q 9~~9~:~~~ ~ ~ ~Iill}-: ~ ~ 1· 1·1 I k J I I I 
: : : : : : : : : : : : : : : : : : : : : : 1c ).IC gmun , 1ows t 1roug 1 

: : : O: r~~~Q ~~~~~~:::: rhe text part ol rhl',,l' button~. hut 
. . . . . . . . . . . . . . . . . . . . . . not through thl' bunon pan 

Figure 4- 19 The bu non styles 

To set che style for a button, foUow these seeps: 

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

2. Click the button to select it. 

C'li.1pl<·1 l Wot kin.~ \X i1h llull011' 
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\Like, Lhl· buno11 .in op,llllll' ( 11 llllc 1 

3. Choose Button lnfo &om the Objects menu. 

The Buuon Info dialog box appear:;: 

But ton H1111e: L!.I _________ __J 

Cord button nu11ber: 6 Cord button 10: 7 

181 ShoH MOiie 

181 Auto Hi lite 

D Shore Hilite 

( Icon •.. ) 

(Link lo .) ( font... ) 

[Script ... ) ( Colors ... ) 

Styh: I rectangle k 

fa11ily: l O (none) k 

[ OK ] ( Cance I ) 

Figure 4-20 The Lltmon Info dialog box 

4. Press and hold the mouse button over the pop-up Style menu 
and drag to choose a style: 

transparent ----'+-'-MakL", till' bullon lran~rarcnl. 
11.'ltlll)!k \\ 1th no I i~1hk: ho1dc1 ____ -1.... with no visible border 

with .in op:iqui.: 1111i.:nor 

[ OK ) ( Cance I ) 

Figure 4-21 Cl1oo~ing .1 hutton\ ~tyh: 
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Adding, changing, 
or removing 

button text 

Serring Lhl' rormat 
for button text 

For a burron wirh an icon, don't choose eirhcr rhc check box or 
rhe radio hurton sryle- if you do, you won'r see the icon. 

5. Click O K 

To add, change, or remove butto n text, follow these seeps: 

1. Choo se the Button tool (o) from the Tools m enu. 

2. Click the button you want to chang e to select it . 

A moving dashed line surrounds the selected button. 

3. Choose Button lnfo from the Obj ects menu while th e button 
is selected. 

The Button Info dialog box appears. 

4. Type the text you want to display on the butt on ; or press 
Delete, if you want to delete the text. 

You can also remove the cexr from the burron by clicking the 
Show Name check box to deselect ic. 

5. Click.OK 

If you wanr ro change the colors of the text displayed on your 
button, see "Changing a Burton's Colors," lacer in this chapter. 

Tc) change rhc Fonr, sryle, size, or alignmcnr of rhc rexc rhar's 
displayed on a button, follow these steps: 

1. Choose the Butt on tool ( o) from th e Tools menu . 

2. C lick the button you want to chang e to select it . 

A moving dashed line surrounds the selected button. 

3. Choose Text Style from the Edit menu , or press - -T 

Tilt' Text SrylL" di,ilog hox appears. 
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Click co select or deselect one or 
more text Myles (Select nothing for 

plain text.) The sample text al the 
houom of the dialog hox \ hCI\\~ 1111.: 

effect of 1he selew:d styles. 

. 

4. Choose from the option s in the Text Style dialog box: 

Click w selea the 
font you want 

Style: -
0Bold ] J Courier 

Geneva 01\olic , Helvetica 
OUnderline 

' ' 0 Dutline I Ti1es 
0Shadow Venice 

Click Lo select a fom 
size (measured in 
poinis) 

I 

F 
..J 

( Cancel) 

~ 
Press and hold the mouse huuun here ~ [D Li 

1,, ,,·,·.1 pop-up 1111·1111 fnrd100,i11g ----- ---- - ~'e----_-_-_-_-_-_-_-_ 

[]( " l 

II RI ign Left Line Height: 9 Font Size: [:) 

11 
11 

To use a font size no1 
listed, type it here. 

1ht- ,1iag1111lL'lll ol texl 011 Ilic hulton The quick brown fox ju111ps over the lazij dos. Tl11, 11u11il>L'I do,·., ltll l 

affect the way the 1ex1 
looks on a hurron. (Onlr 
one line of text can sho~, 
un a button.) • 

• 
Assigning, changing, 
or removing an icon 

This shows what the tex1 on 
your huuon will look like 

Figure 4-22 The Text Style dialog box 

5. ClickOK 

The button 's text is displayed in che format you've specified. 

To assign a new icon to a button, assign a differenr icon to a button , 
or remove a button's icon, follow these seeps: 

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

2. Double-click the button you wan t co change. 

The Button Info dialog box appears. 

3. In the Button Info dialog box, click Icon. 

Tlhe lcon dialog box appears. 
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'lo display an ,con 
on the button ( or 

assign tht' huuon :1 
different irnnl, 

click to ~elect the 
I(( Ill l'Oll \\;l nl 

4. Select an icon for the button , or remove the icon , as shown in 
the following figure: 

U: O(nont) 

EKJl~~r!S 
~ffl~IIIL~ D 
q~s.$~~,l{Q 
~ ~ <? ~ (:J 0-

If the icon you ~elt'ct isn't 
l"ntirl'ly vbihlt', pn.:.•,s and 
hold till' mouse hunon 
her1: lo ~l'l ,1 lut tht 
whole Kon l<K ib lt~l' 

Click here if you want 
10 remove til l' hull! ui., 
ICUn. 

Figure 4-23 St:uing :inc.I renmv,ng an Kon 

5. Click OK 

Stroll. ii 
nect'ssary, lO 

find 1ht· irnn rnu 
\\':lnl l!J dhpht)' 
CJI I tltl' !Ju ll< >fl 

The Icon dialog box disappe-ars and you see the Burton Info 
dialog hox again. 

6. Jn the Button Info dialog box, click OK. 

• 

'l1,u1 lH111011 d i,p l.1ys th l' icon you'Vl' d 1rn,l'll. • 

If you don't wa.nr to use any of che icons shown in rhe Icon dialog 
box, you can either copy a button with an icon you like from the 
Burton Ideas srack or create your own icon using the Icon Editor 

stack. 

lf you want to change the colors of che icon displayed on your 
button , see the nexr section, "Cha.ngi ng a Butron's Colors." 

)I,- SI'/' ,,l,o: • "M.111.1gi11~ ILom" in thi~ di.1p1cr 
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Changing a hutton's 
colors 

You can choo.,c tl1l· colors for four <liffcrc:m p;.1m, 01· a buuon: the 
icon front , icon back, burron frame, and butron tcxr. Each parr is a 
Jjflen.:nt color in the button shown here: 

+ -----1 Back 
hor11 I. 

k\l __,._ Home 
l__________________ I r;11 Ill: 

(lit k I ht· rnlor, 
\'Oll 11 ;llll lor c\llh 

pa rl ol I h, · 11.·011 • 

fi gure 4- 24 Th<: foll r p:1 rl~ or :1 hu I l<>n 

To change a button's colors, follow these steps: 

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

2. Double -click the button you want to change. 

Tlhe Button Info dialog box appears. 

3. ln the Button Info dialog box, click Colors. 

The Colors dialog box appears. 

4. Select the colors you want: 

lc:on Front Icon Bock 

•• Fr,ame Text 

~ 
[ OK ] 

This shows how 
Lhe colors you 
select ~ ITccl the 
way the: KOil 

look~. 

Fig11n: ti-25 llw 1'.olor, di;1Jog hox l<>r lht· h11IH>n , hown in Figurt· 1-21i 

Ch,tjlll'I I \forking\~ llh llllllc>ll, 

I 
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5. ClickOK 

Thl' Icon dialog box disappears and you sex: the Butron Info 

dialog box again. 

6. In the Butto n Info dialog box, click OK 

The button displays the colors you have chosen. 

Linking information To create a link berween related pieces of information , you create 
a burron and link ir LO anot her card or stac k. When you click a 
burcon thac's linked co another card, char card appears immediately. 
Links ace one way. To move back and forth berween two cards, y. 
need rwo links--one in each direction: 

HomeStatK/Oeskset 

.. .;::,-IWJ 
.,;:,· · Addrems .,, I 
11-e -1 

..,,, .. -.. , ·--"'"" ~~~­
·~IL""~- -

Figure 4-26 Two links that take you from one stack lO ;11101ht·r ;1nd hack again 
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You can link a button ro a card or scack using any of the following 
1rn:rho<ls: 

• Use the Link To box. 

• Wr ite a />horr script. 

• Use the Create QuickLink button in the standard Home 
stack (as described in "C ustomizing Your Home Stack" in 
Chapter 2). 

~ important : If you use the Link To method ro link a burron 
rhac already has a link, the new link completdy replaces the 
previous one. 6. 

Using the Link To method To use the Link To metho d for linking a button to any card or 
srack, follow these seeps: 

• 
)i>u c111 lime tht· l.inJ.. Iii 

box wuhout creating a linh 
b) dilkmg the do~c box or 

the Cancel button. 

1. Choo se the Button tool (o) from the Tools menu . 

2. Doub le-dick the button you want to link. 

The Burton Info dialog box appears. 

3. In the Button Inf o dialog box, click Link To. 

The Link To box appears: 

Link to: ~-,--.,..., "'-
( This Cord) (This Stack) (--Ca-nc-,1~) 

Figure 4-27 Using the Link To box to create a link 

•:• Note: The Link To box works differently than a standard 
Apple Iles dialog box. You don't respond right away when 
you see the Link To box. First you use HyperCard's 
navigaLion methods (such as the Go menu command:,) 
co locate the card or scack to which you want your 
button linked. •:• 
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4. Before you click a button in the Lin k To box, go to the card 

you want to link the button to. 

The Link To box doesn't disappear-it stays on the screen while 

you move from card co card. 

If the Link To box gets in your way, you can move it: 

pi:~lli!D!Iilllli!lllillDlillliimllll!il:!l::m::Ili!ili::l!l:Ili!~~LYou can 11101·t: thl.' 
Link to: Link "Ii> box h\ 
( lhisCard) (This Stock) ( Cancel ) di~igging IJ'Olll hl'll', 

Figure 4-28 Moving lhl.' I.ink l<> box 

• 5. When you're looking at the card or stack you want to link the 
button to, click the option in the Link To box that reflecrs 

where you want the button to cake you . 

Click This Card if you wane co link cht: buccon co che current 

card. 

Or dick This Stack to link the button to the first card in the 

current stack (no matter which card you're looking at). 

After you click one of these options, HyperCard returns you co 
the card chat contains the button you've just linked. The button 

is sti ll selected. 

If you wanr co tesr your new link , choose the Browse cool from the. 
foo ls menu and dick the burron. Ir shou ld cake you co the card or 

stack you've jusr linked it co. If it doesn't, repeat the Link To 
procedure or cry the scripting procedure described in the next 

section, "Script ing a Link." 
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Scripting a link As an aJcernarive co using che Link To box, you can write a script 
rl1;11 links a hurron ro anorhcr cird or .srack. (To clo rhis, you rnusr 
have your user level sec co Scripting, as explained in "User Levels 
and Options" in Chapter 1). 

Once you know the seeps involved in scripting a link. rhis mechod 
can be faster and more straighcforward chan using the Link To box 
to c reate a link. 

h>llow rhl'sl' ~ll'!)!i to ~cript a link: 

1. If you' re linking the button to a specific card, find out the 
card's name, numb er, or ID. 

To find the card 's name, nwnber, or ID, go ro the card and 

choose Card l nfo from che Objecrs menu. 

The Card Info dialog box appears. Make a nore of rhe card 's 
name, number, and ID : 

rr====== r-;;;.=;;;.=;;;.=;;;.=;;;.=;;;.=;;;.=;;;.=;;;.:=;;;.=;;;.=;;;.=;;;.=;;;.:t-,1tr _ Thc card's name 
Card M1111e: 11 =---- :;:::=========-4~ The card's number 

- -- ----- ---;l;+I _ The card"s ID 
Contains O cord fields. 

Contains 5 cord buttons. 

181 Can't Delete 

0 Don't Seorch 

(Script ... ) (Colors .. .) [ DK ] ( Canoe l ) 

Figure 4-29 Finding mu a rnrd\ name, numhcr, and If> 

< J1,1p1t1 J \\ orJ..1ng \X'ith llu11on, 



ll:1-1 

2. Go to d1e card d1at contains the button for whid1 you're 
creating a link. 

3. Press and hold the '· and Option keys while you click the 
button once. 

The button's script opens. It should look like chis: 

Script of Cord button 10 1 

Figure 4-30 Opcntng a huuon, ,rnpl 

4. rf there's any text in the script , don't go any further. 

• 

T he cext indicates chat the button is designed for another 
purpose. Unless you're familiar with HyperTalk, it's best to 
close the script by clicking Cancel, and create or find another • 
button co link. 
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5. If the script is empty (like the one shown in Figure 4-30), type 
any of the following, subsciruting the card name, card number , 
card JO , or stack name for the card or stack you wane co link 
che button to: 

Script of Cord buuon ID 1 Takes )'Oll to the: rarcJ with 
on moustUp 
so to cord"•••~ ....... ------- the specified name. 

end aouseUo 

Sc-ript of Cord button 101 1iikes you 10 the card with 
on aouseUp 
so to cord~ __________ the ~pcufa:d m:111he1. 

end mouse Up 

Script of Cord button 101 Takes you tt> the card with 
on mouseUp 
so to cord ID 8 --------- the specified ID 

enhouseUp 

Script of Cord button 101 'fakes you to the stack with 
on aouseUo 
so to stock '"stock n11111e" ______ the specified name. 

end aouseUp 

. Takes you to the card with 
Scnpt of Cord button 10 1 the specified card name in 
on 11ou1eUp h k · J I ·1·· r.J 

90 to cord ··cord name·· rn stock ··stock name"" - t e ,tat Wll ) I 1l" SJX'l'I 1e 
end inouseUp stack na1m: 

Figure 4-31 Srripling :i link 

6. When you're finished, press Enter. 

If you want co test your new link, choose the Browse cool (fl) 
from the Tools menu (if it isn't already selected) and click the 
buLCon. It should take you co che card you've just linked ir to. 

[fir doesn't, d1eck your script for typos and make sure rhe card 
n;tmc, numb er, or ID matches the one you've rype<l in the scripr. 
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Making a button 
highlight when 

it's clicked 

You can design a hurron so that it highlight~ momentarily when 
you click ir. Such a button is helpftJ when you're using a stack, 
because it provides visual feedback thar you've dickcJ the burton. 

Follow these steps to create a button char highlights when you 
click it: 

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

2. Double-click the button. 

The Burton Info dialog box appears. 

3. In the Buuon Info dialog box, click the Auto I Iilice check box 
ro select it. 

4. ClickOK • 
Auco Hilite works as just described for all buccons except check box 
an<l radio buttons and bunons that arc part of a family. When Auco 
Hilire is selected for a check box or radio burcon, clicking the 
button once highlights it and leaves it highlighted. Clicking rhe 
button again removes rhe highlight. When Auto Hilite is selected 
for a button that is part of a family, clicking the burcon once 
highlights it and removes the highlights, if any, from other buttons 
that belong to che same f.'Ullily. (For more information about burron 
fi.1milies, see "Making a Group of Buttons Highlight As a Family," 
lacer in this chapter.) 

\X'irh rhc Auro Hilitc option turned off, you receive no visual 
l~cdback when you click a button. • 
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Tl IC:Sl' '11ghlight 

foronlv ,I 
moment wl1en 

you I lill lhc111 . 

Making a button 
appear highlighted 

on certain cards 

• 

The figun.: that follows shows how the ditkrc.:nc kinds oFbunons 
highlighr when Auto Hilite is rurned on. 

opaque 

~check box] 
' These stay highlighted 

(i) . until you click them ag3111 
~rr, radio button 

rectangle 

Figure 4-32 Highlighting buttons of different style~ 

Background buttons have an additional option available (in the 
Button lnfo dialog box) called Share Hilite. When you click a 
background burron for which both Aura Hilite and Share Hilite are 
rw-ned on, the button becomes highlighted on every card with that 
backgrow1d. lf the button is a radio button or check box, it stays 
highJighted; itir is any other kind ofburcon, ir highlights only 
momentarily. (To make a button that is nor a radio burcon or a 
check box remain highlighted afi:er it's clicked, rather rhan high ­
lighting for on ly a moment, you muse use HyperTalk ro ch,rnge 
the button's hi lite property. See the HyperTalk Help stack 
for derails.) 
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l 1owevcr, when Auto Hilite is tLu-ned on and Share I lilite is rnrned 
off, the highlight of che button can vary from card co card. This 
allows the button to appear highlighted on some cards, and nor on 
ochers-which can be useful for signifying that someth ing is true 
for some cards but not for others . (Check boxes and radio buttons 
are parcicularly useful for this purpose.) 

' lo allow a background burcon's high light to vary from card ro card, 
follow these seeps: 

J. C hoose the Butt on tool ( o) &om the Too ls menu . 

2. C lick the button whose hjghlighcin g you want co vary from 
card to card to select it. 

3. Choose Bu tton Info from the Objects menu. 

The Burton Info dialog box appears. 

4 . C lick the Shar e Hilit e check box to deselect it, if it's selected. 

When a backgro und button is first created, chis option is 
turned off. If ic bas been turned on, click ic co cum ic off again. 

Button Mame: '------- --___,J 

• 

Clid-, Auto I lilite lO Bkgnd button nU11ber: 2 Skgnd button 10: 2 

~elect ll, if ll isn'I D Show Mome St~le: l transparent ~ 
.ii read, ~l'k'lkd '°' A ff" I '• 

T = uto I i.e FOlllih: I O (none) ~ 
Uid, \11.lll" I ld1t1; __ 0Shore Hilite 

to dt:sdect 1l, 11 ll s (- 1-- ) 
I d 

. C~-
,t' ecte . 

(Link To ... ) ( font ... ) 

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

Figure 4-33 Varying a buuon's highlighting From rard lO CJrd 

5. Click the Auto Hilite check box to select it, if it isn't 
already selected. 
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Making a group of 
buttons highlight 

as a fanlily 

When you dick onl· 

6. C lick OK. 

If you want the button to appear highlighted on any particular 
card, you have to go co that card and click rhe button. 

No rmally, when you click a radio button or check box for which 
Auto Hilite is rurned on (in the Button lnfo dialog box), che button 
highlighrs; and when you click it again, the burron changes back ro 
it.s <>riginal appearance. 

So1rn:Limes you may want a group of buttons to work rogether ~ a 
family, so char only one button in the group can highlight at one 
time. For example, you can use a group of radio buttons on one 
card to choose between several differenr options; the radio button 
that is highlighted indicates which of the options you have selected. 
You could do chis by means of a script that automatically turns off 
the highlighting for the other radio buttons when one radio button 
is clicked. Bue chete's an easier way. 

The Butron Info dialog box includes a pop-up Family menu char 
allows you to assign any button a family number from O to 9. 
A family number of O means the button does nor belong co a 
family. If the family number is any number from I chrough 9, it 
will highlight as part of the family composed of all ocher buttons 
in the same layer with che same fumily number. 

Only one button in a button family can be highlighted at any one 
cime. When you click another button in the fumily, che button you 
clicked becomes highlighted, and the button that was originally 
highlighted changes back to its normal appearance: 

0 level 1 

@ Level 2 

0 Level 1 

@ Level 2 u hecomc~ the 

h1111011 in .1 L1111ill - 0 Leve 1 3 
unly h1ghligh1ed 

0 Level 3- hullon 111 that b1111I) 

Figure 4-34 The effect of clicking a buuon that is part of a family 
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·1;.) assign .1 family numb er co a button, follow chcse seeps: 

l. Choose the Button tool (a) from the Tools menu. 

2. Click the button to which you want to assign a family number 
to select it. 

3. Choose Butt on Info &om the Objects menu. 

The Button lnfo <lialog box appears. 

4. Click the Auto Hilite check box to select it, if it's not already 
selected. 

5. Choose the family number you want: 

Button Hmne: H ..,•=4=·14=1::...1 __ ____ _ 

Cord button number: 3 Cord button (O· ~ 

(8J Show Home Stij I e· 
(8J Auto Hi lite 

D Share Hi lite 
• ------.+-Pres, and hulcl the 

---( Icon ... ) 

(Link To ... ) ( Font ... ) 

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

Figure 4-35 Assigning a family number to a button 

6. Click OK 

mou~c bunon here 
and drag to choose 
the family number 
you w ,111L. 

• 

• 
You must repeat this procedure ro assign the same family numbe r ro 
each but ron you want to highlighr as part of the same family. All 
bttt tons in t he same family must be in the same bye r. 

>- ,·,.,, ,1/,11: • ... rh: C.1rJ I ~•ycr Vcrs11) d,l. 13,n.:kground I .,1yc1 ·· tn 

Cha pter 2 
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Nanling a button You can give.: a butlOn a mune when you wane to <lisplay text on it, 
or if you want to be able to address the button by name through 
script s or the Message box. 

Follow these steps to name a button: 

1. Choose the Button tool (= ) &om the Tools menu. 

2. C lick the butto n you want to name to select it. 

3. Choose Button Info from the Objects menu. 

Or double-dick the burcon. The Button Info dialog 
box appear s. 

4. Type a name for the butto n: 

I\ J'l till hu111111 ~ ~==== =::=.,,_=;.='Jo=ijj=~~-=-=_=_=_=_=_=_=_=_=
1
= i1 

1 .. 1tlll' lil'll' I But1on Home U m10,i@ 
. • Bksnd button nmber: 1 Bksnd but ton I 0: 1 

lo <li~pla) the -- D Show Kame Style: I transparent k 
name on the -D Auto Hilite button, clKk 

herctosdeCl 
Show :',;amc. 

D Shore Hi lite 
r cnily: I O (none) ~ 

( Icon ... ) 

(link To ... ) ( Font ... ) 

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

Figure 4-36 N:1rning a hunon 

Ir's best to give the button a name char communi cme~ 
it. \ purpo se. 

5. If you want the button's name to appear on the button, 
click the Show Name check box to select it. 

6. ClickOK 
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Moving a button 
around on a card 

or background 

•:• Script writers take note: lf you change the name of a button, be 
sure co change irs name everywhere you refer to it in a script, 
too. For t:xamplc. ir you rcn:unc :1 b11rro11 "'foday" and you ll~l ' 

the old name "Yesterday" in a script, the script won't work 
properly-it won't be able to fmd the button ir needs. •:• 

You can place a button wherever you like on the card or 
background. To reposition a button on the card or background, 
follow these seeps: 

l. Choose the Button tool ( o) from the Tools men u. 

2. Click the butto n you want to move to select it. • 
Whether the button is in the card layer or che background layer, 
you can select it from the card layer. 

A moving dashed line surrounds the selected button. 

3. Drag from the middle of the button, or from one of its edges 
(not a corner): 

I-' ............ __ L_··....;·1-··_···_ Drag from the 
~ ·· · · ·• ·· · ·· middle to move 

the huuon 

rigure 4-37 lk'po~11mn111g .1 hu11011 on th,· , :1rd 

To constrain rhc burcon's movement co horizontal or vertical 
directions only, hold down the Shi.ft key while you drag from 
the middle of the buccon. 

You can select and move only one button at a rime. 
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....}. Important : After you reposition a background button, it's a good 
idea ro look rhrough rhc c:1rds on which rhc bu non appear~, ro sec 
how rhe cards look. ~ 

When elements 
overlap 

HyperCard pucs different kinds of elements in different Layers, as 
shown in u1c following figure. "Together, all these layers make up thl: 

card you see. 

l\:11 kg1ii1111d p11 fllll' 

... , Background 
...... ,····· : hunons .ind field~ 

r1·4 ... ../.. ... ···::;;;i: C.«l ~cr,re c..i h,m,rn : _.,,.,,.,..-.-:r· ; ,·~ ..,.....-: : 
: ,·~ ~;, ... , ·• : - ...- j : ... ···": :ind Held~ ! . •' ,, .. ,: .... '{ /j;r·· _L ......... •" 1 .... What VOLi sec 
... i,,rroJo. ~L :;;,:: ~ ,/ J. .... ::,:.:::.:, i when .\'OU look 

Hq[.;::·:;:=····· j / \Jd ... f.., .. ·"" j ,:;.....-j at the ~:ml 

The back~;~und picture } I"~:) ~~·t. .,.: l ~ 
is fixed in ,!layer by j _ •. :, :,1 ••• ••• -.. , ... ~ _ ~ 
itself-it's always : ,,•• .. j C: )?.::r . :,::, . . ,~JI ";-;:::. 
behind the background i .... )~····· ~ ~ ~ 
buttons and fields Jnd '····· ~ 
all the card clements. ·n1c t-ard picture is .ibo ~ i"'(?. (},....,.-­

fixed in a layer by I ~ ~ ..-
itself-it':, always ,--
behind the card hunon, 
and fields, :tnd 111 Jrum 
of the background 
buttons and field~ 

Figure 4-38 HyperCard's layers 

As shown in Figure 4-38, background burrons and fields go in a 
different layer than card buttons and fields. Within each of rhese 
layers, HyperCard places each new burron or field you add 
(whcrhcr you've c.:n.:au.:J it or copied it) in fronc of thl: dl:l11l:IH 

added before it. (in front of means ''closer ro you.") 
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I lypcrC.1rJ also assigns numbers co chc bulwns anJ fidds a~ yo11 
add chem. The frrsr field you add is field number I, the second is 
ttdd nwnber 2, and so on. Likewise, rhe first button you adJ is 
burton number I , the second is button number 2, and so on. The 
numbers reflect how far away the clements are from you-the 
farther away an clement is, the lower its number. (These numbers 
appear in rhe Bucron lnfo and Field lnfo dialog boxes.) 

Although HyperCard nwnbers che button s and fields separately, ir 
places each new element immediately in front of the previous 
dcrrn.:m (wilhin rhc same layer), wheth er ir'~ a butron or a f1dJ. 

This was added firsl. 

This wa~ .1dded si:cond. 

This wa, aJJed third. 

( Button 1 ....J..._.-.._,_ This w:1, added fou11h 

ii ~ ···· .. f t~14..R Thh ."as added flflh. 

( Button 2 --:- tr< Thi~ was adck•d SIXlh 

--,-.-1 F1eld3 ............................. 
---

Button 3 ······· 

Figure 4-39 ll:ll·kground h11Ll011 .ind I 1cld l,1) l'I~ .md m1111hl'1, 

• 

11 ypcrC,1rd numbcr~ rhc card buttons and fields ~epararely from rhe 
background bucrons and fields. The card elements are always in • 
front of all the background elements (as shown in Figure 4-38). 

T his layering ofburtons and fields becomes evidem when the 
elemencs overlap. Elemenrs rhac are closer co you can obscure 
elements char are farther away. If chis happens, you can either 
move rhc elements apart so they don'r overlap, or you c.111 rry 
either of rhe following : 
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• ReorJcr the buttons an<l !rd<ls. (You <.:an move any button or 
field closer or further, within its layer). 

• Make some of che elements transparent, so you can see other 
elements through them. (Buttons, fields, and graphics can all be 
made transparent or opaque.) 

l"hc following sections describe these solutions. 

Reordering buttons Overlapping buttons and fields can cause visual and functional 
problems in your stack. For example, a button chat's completely 
covcn;J by a ftdJ (or another button) won'c rcsponJ when you cry 
to click ir. To solve the problem of overlapping buttons and fields, 
you can reorder them to bring the ones you need to see and use inco 
full view. 

~ Important : The buttons and fields in the card layer are always in 
front of the background buttons and fields. Although you can 
reorder the background burcons and fields relative co one another, 
you ca.n never move them closer co you than any of che card 
elemencs. (You can, however, make card elements transparent so 
you can see through chem to the background elements , as explained 
in the next section.) ,._. 

To move a button closer or farther (relative co the other buttons and 
fields in the same layer), follow these steps: 

J. C hoose the Butto n tool (=) from the Tools menu . 

2. C lick the button you want to move closer or farther to select it. 

A moving dashed line surrounds che selected burcon. 
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3. Choose Bring Closer from the Objects menu to mo ve the 
button forward one positio n, or choose Send Farther to move 
it back one position. 

Each time you move a l>tmon back one posirion relatiw lU 

another bucron in che same layer, irs number (in che Bu econ lnfo 
dialog box) decreases by I. Each rime you move a button 
forward one position relacive to another button in che same 
layer, its number increases by 1. 

Note chat a button's nwnber may nor change every time you use 
rhe Bring C:loscr or Send Farther commands ro change irs 
position. For examp le, if a field lies between bunon 3 and 
button 4, you'd have to move button 4 back two positions (wicl:l.... 
the Send Farther command) before it would become button 3 . • 

You can aJso move rhe selected bun:on all the way to the franc or 
all the way back using these ..;-key shortcuts: 

To do this ... 

Send the burron ro the back 

Bring che burcon co rhe fronr 

Press 

-Shin:- - (minus) 

-Shin:-+ (plus) 

4. Repeat step 3 w1tiJ the button is where you want it. 

5. Choose the Browse tool (.f-i) to deselect the button. 

As you reorder buttons, rhe numbers of all the affected buccons 
change co reflect their new positions. Each bun:011s number • 
(shown in the Butron Info dialog box) rcflccrs irs fronr -ro-bac k 
position, relative co the ocher buttons in the same layer. (The 
button chat's farthest away is button number l. The closer a 
button is to the fronr relative to other buttons in the same layer, 
rhe higher its number.) 

The commands Bring Closer and Send Farther work the same way 
on a selected field, as described in "Reorder ing Fields" in Chapter 5. 
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1\laking a hulton opaqul' 
or transparent 

• 

• 

When you wam LO be able ro sec backgroun<l or cird clement~ 
through a burton chat covers chem, you can make che button 
cra11sparent. Co nversely, when you wanr co give a buccon more 
prominence, you can make ic opaque. 

FoUow these steps ro make a button opaque or cransparenr: 

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

2. C lick the butto n you want to change to select it. 

3. C hoose Button Info from the Obj ects menu . 

Or double-dick the button. The Butron Info dialog box 
appears . 

4. Ch oose an appropri ate button style to make the button 
opaqu e or tran sparent : 

But\on K1111e: I Choosing thb style makes 
Cord button nu11ber: 1 

tronsporent 
the button cran~parelll 

18] Show Home Style: 
18] Auto Hi lite 

FantilH: 
Choosing one of these styles 

D Share H1htt round rect makes Lhe bunon opaque. 
check box 

( Icon ... ) 

(Link To ... ) ( Font ... ) 

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

Figure 4-40 Making a button opaque or transparent 

5. Click OK 
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Copying a button You can duplicate a button on the same card, or copy a butron ro 
another card, background, or stack. When you copy a burcon , you 
also copy it1, acrributes-it's style, naml'., icon, script, and so on. 

~ Im portan t: To copy a button and a graphic char shows chrough ic, 
you have to copy the picture and the bmcon separately. (This is nor 
r.he case for a button with an icon.) Follow the instructions given 
here to copy the button. Sec Chapter 6 for iru;cructiom 011 copying 
a grap hic. 6 

Copying a buLLon 
on the same card 

· 1 o duplicate a button on the same card or background, follow 
these steps: 

1. Cho ose the Butto n tool (o) from the Tools me nu. • 
2. C lick th e bu tto n you wane to copy to select it. 

You can select the button from the card layer, whecher ir's a card 
button or a background button. 

A moving dashed line surrounds the selected burcon. 

3. Press and hold the Option key while you drag the button. 

As you drag, you create an exact duplicate of the button. If the 
original is a background bu econ, the dup licate is a background 
burron . If the or iginal is a card button, the duplicate is a card 
burron. 

To constrain the new button's movemenc co horizontal or • 
verticaJ directions only, hold down the Shift key while you 
drag from the middJe of the button. 
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Copying a button to another 
card or background 

To copy a button to another card or background, follow rhesc steps: 

I. Choose the Burton tool (o) from the Tools menu. 

• 

• 

2. Click the button you want to copy to select it. 

3. Choose Copy Button &om the Edit menu, or press - -C . 

This makes a copy of the selected button (including its script) 
and purs iron the Clipboard. (This burcon replaces the lasr 
item you cue or copied; rhe Clipboard can only hold one irem 
at a rime.) 

4. Go to the card or background where you want the button 
to appear . 

Use che arrow keys or commands in the Go menu ro navigate 
between cards while the Button cool is sdecred. 

If you're nor sure whether co pur the burron in rhe card layer 
or the background layer, see "Adding a Butron ro a Card or 
Background" at the beginning of this chapter. 

5. Choose Paste Button &om the Edit menu, or press : -V. 

This takes a copy of the butto n that's on the Clipboard, purs ic 
on the current card or background, and selects it. 

lf you've copied a background bu econ ro the card layer of che 
same card, the copy is pasted directly over the original. To see 
the original, you have co drag the copy to move ic. 

6. Whil e it's still selected, drag the button to where you wan t it. 

~ Importan t: The most common mistake in copying a button is 
putt ing it in cl1e card layer when you wane ir in the background 
layer. (To hnd our whecher the burron is in the background layer, 
press -8 ro see just cl1e backgrow1d elemems.) lf you put a burron 
in the card layer by mistake, see the next section, "Moving a Butron 
From the Card ro the Background." ~ 

Ch,1r1i.:r 1: Work111g \Xiuh Uu1to11~ 19<) 



lll(J 

' .. ,, 

Moving a hutton 
fron1 the card 

to the background 

After you copy a bu econ from another card or stack. ir's a good idea 
co resc the button co make sure it works properly. To test the button, 
choose rhc Browse cool and dick the burcon. If clicking the button 
produces an unfamiliar message (for example, a message that 
begins wich "Can't Understand ... " or "Never heard of ... "), 
see "Copying Parts From Ocher Stacks" in Chapter 2 for advice 
on how ro pcoceed. 

I r's easy co pur a button in rhe card layer by mistake when you 
intend ro puc it in the background. If chis happens, you can move 
che button from the card layer co the background layer (of the same 
card) by following these steps: • 

l. Choose d1e Button cool (=) from the Tools men u . 

2. Click me butto n you want to move co select it. 

A moving dashed line surrounds me selected button. 

3. Choose Cut Button from the Edit menu, or press • -X. 

This removes the button from the card and puts ir on 
the Clipboard. 

4. Go to me backgroun d layer. 

Choose Background from the Edit menu, or press : -8. 

5. Choose Paste Butto n from the Edit menu, or press -V. • 

This cakes a copy of the button that's on the Clipboard, puts ic 
in che current background, and selects it. The pasted button 
appears in che same position from which it was cut. 
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6. While it's still selected, drag the button to where you want it. 

Since you can'r see the elements in the card layer while you're 
working in the background, you mighc noc be able co cell 
whether you're putting the button in the right place. If this 
happens, you can press U-B again co go back co the card layer, 
and then select and drag the button from the card Layer. 

Moving a button Follow these steps to move a button from the background layer to 

from ~e b~ckground the card layer of the same card: 

. . tO the card I. Choose the Button tool ( o) from the Tools menu. 

• 2. Click the button you want to move to select it. 

• 

A moving dashed line surrounds the selected button. 

3. Choose Cut Button from the Edit menu, or press 0 -X 

This removes the button from the background and purs it on 
the Clipboard. 

4. If you're in the background layer, go to the card layer by 
pressing 0 -B. 

If you're already in the card layer, skip this seep. 

5. Choose Paste Button from the Edit menu, or press 0 -V. 

This takes a copy of the button that's on the Clipboard, purs it 
on the current card, and selecrs it. The pasted button appears in 
the same position from which it was cut. 

6. While it's still selected, drag the button to where you want it. 
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Moving a button 
to another card or 

background 

You can move a bucton co another card in the same stack, or to a 
card in another stack. When you move a button, its attributes­
it's sryle, name, icon, scripts, and so on-move with it. 

6 Important: To move a button and a graphic chat shows through ic, 
you have co move the picture and the button separately. (This is 
nor the case for a button wich an icon.) Follow che instructions 
given here to move the button. See Chapter 6 for u1scructions on 
moving graphics. D. 

Follow these seeps to move a button co another card or background: 

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

2. Click the button you want to move to select it. • 
A moving dashed line surrounds the selected button. 

3. Choose Cut Button from the Edit menu, or press - -X. 

This removes the selected button from the current card and pucs 
it on the Clipboard. 

4 . Go co the card or background where you want to put 
the button. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Button cool is selected. 

lf you're not sure whether co put che button in the card layer or 
the background layer, see "Adding a Burton co a Card or • 
Background" at the beginning of this chapter. 

5. Choose Paste Button or from the Edit menu , or press • -V. 

This takes a copy of the button on the Clipboard , puts it on che 
current card or background, and seleccs it. 

6 . While the button is still selected, drag it to where you want it 
on d1e card. 
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G. Important: The mosr common miscake in moving a burron is 
putting it in the card layer when you wanr ir in rhc background 
layer. (' lo find out whether a button is in the background, press 
· -B co see just the background elements.) If you put a bu econ in 

the card layer by mistake, see "Moving a Butron From the Card co 
the Background," earlier in chis chapter. 6 

Opening a 
button's script 

After you move a button from another card or scack, it's a good idea 
co test the buccon to make sure it works properly. To rest the button, 
choose the Browse tool and click the buccon. If clicking the button 
produces an unfamiliar message (for example, a message that begins 

.ch "C ' d d " "N h d f ") "C . w1 ant un erstan . . . or ever ear o . . . , see opymg 
Parrs From Ocher Stacks" in Chapter 2 for advice on how co 
proceed. 

Looking at the script of a button (if it has a script) is a good way co 
learn about how the button works. (To look at a button's script, you 
must have your user level set co Scripting.) 

Here are four ways to open a button's script: 

• With the Browse cool or Button tool selected, press and hold the 
r J key and the Option key while you click the button. 

• With the Burton cool selected, press and hold rhe Shift key while 
you double-click the button. 

• Choose the Button cool from the Tools menu, click the button 
co select it, and hold down the Shift key while you choose 
Button Info from the Objects menu. 

• Choose the Button cool from the Tools menu, double-dick the 
button to open the Burton Info dialog box, then click Script. 

To close a script without saving any changes, click Cancel. 

To learn about HyperCard scripts, read the Hyper Talk Beginner's 
Guide. 
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Deleting a button You can remove a button from a stack by following these seeps: 

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

2. Click the butto n you want to delete to select it. 

3. Choose Clear Button &om the Edit menu , or press Delete. 

A Warning: Once you've deleted a button with the Clear Button 
command (or with the Delete key), the button's gone for good­
you can't undo the deletion . .& 
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Chapter 5 

Working With Text 
and Fields 

Text is an important componenr of HyperCard sracks. In mosc 
stacks, text is used co communicate the function of the stack, either 
alone or in combination with graphics. Text is also the primary 
content of many sracks-particularly stacks designed for managing 
large amounts of information. 

Most of the text in stacks is contained in fields, which are 
rectangular areas on a card where you can type and edit text easily. 
This chapter gives instructions for working with fields. To do the 
tasks in this chapter, you muse have your user level set at lease co 
Authoring. (The section "User Levels and Options" in Chapter 1 
tells you how to sec your user level.) 
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Adding text When you want to add a text element co a stack, you can choose 
from three different kinds of text: 

• Text chat's scored in a field 

• Text that's attached co a button 

• Paint cexc 

For most purposes, it's best co use fields to add cexc to a stack. Field 
text is easy co edit-you can select any pare of the text in a field and 
change it, move it, copy it, or delete it. You can move field.text 
around on a card by seleccing and dragging the field. And you can 

search for specific text in fields. 

The Shared Text option allows you to create a background field ch. 
displays the same text on every card, which means you can create 
text labels made up of editable (field) texr. lf you are familiar with 
HyperTalk, you can write a script for a field, so that clicking text 
in the field can make something happen-much like dicking a 
burron. 

Somecimes buttons can be useful for adding text labels co a card 
or !background. A button can't hold much text, and you can't 
edit button text from the card. (To change the text on a button, 
you have to rename the button.) Bue button text is easy to move 
around on the card, because it moves when you move the button. 
Chapter 4 tells you how co create a button with text. 

Paint text can't be edited. Once you finish typing Paint text, it 
"dries ." To change it, you have co erase it and retype it. Paine text • 
is usefrJ for adding a permanent label co a graphic. And you can 
create special effects with Paine text using commands in the Paint 
menu (such as Invert and Trace Edges), which appears whenever a 
Paine cool is selected. Chapt er 6 describes Paint texr. 
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Background buttons 
that display text 

Adding a field 
to a card 

or background 

P:1illl text in the backgmund h1ycr 

~:::-:= OF ii'£ C4n'JIIJ~ ~!Jl11& H 'll'OIILD ~P-ir1-nh-e===-=--=-~-+, 

Strm1l1t11pil1111m -+-+-+-- Field cexc chat 
changes from 
card to card 

Figure 5-1 Different kinds of text 

Amezon river 

• GrM t, I 5 l1clill. 
• N1•1 nun, '\11tb1i 
ri,,: 

To create a place for cex:c, you can add a field co a card or back­
grow1d. Whenever you add a field, you need to decide whether 
you wane co put it in the card layer or the background layer. 
To decide where co put the field, consider where you want the 
field to appear, and where you want its text co appear: 

• lf you want the field and its text to appear only on one card, put 
the field in the card layer. 

• If you want the field to appear on every card in the stack, bur 
you wane to be able to rype differenr text into the field on each 
card, put the field in the background layer. 

• lf you wane the field to appear on every card in the scack, and 
you wane it to display the same rexc on each card, put the field in 
the background layer and turn on the Shared Text option in the 
Field Info dialog box. 
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• If you want a field to appear on some of the cards in the stack, 
but not all of chem, consider creating a different background 
for chose cards and putting the field in char background only. 
("Creating a New Background" in Chapter 3 explains how to 

add a background co a stack.) 

A background field appears in the same location on all the cards 
char share the background. 

To add a field co a background, you must be in the backgrOLmd 
layer; co add a field co a card, you muse be in the card layer. To go co 
the background layer, press 0 -B. When you're in the background 
layer, the word Background appears in the menu bar. If you press 
0 -B repeatedly, you move back and forth between the card layer 

and the background layer. • 

You can enter or edit text in a field only while you're in the card 
layer. If you're in the background layer, you won't see the 
I-beam pointer when you move the Browse cool over a field. 

> See also: • "The Card Layer Versus the Background Layer" in 
Chapter 2 

• "Creating a Field" in this chapter 

To work with fields and field text, you need both the Field cool and 
the Browse cool. 

~,,,,. Ilse ,h, Field «>ol Im 
~ Oll!!ll!r,--creating ancl 
............ - manipulating ndds. 

I Use the 13rowse tool for entering and 
edi1ing 1ex1 (in addi1ion to hrowsing). 

Figure 5-2 The wot~ for working with fields 
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To make it easy co alternate between che tools, you can "rear off' 
che Tools menu co create a movable Tools palette. To do this, drag 
down through the menu and past che bottom or beyond eicher side. 
(For an illustration of this, see Figure 2-12.) 

You can use che following CJ-key shortcuts to choose the cools you 
need for working wich fields: 

To choose this tool ... 

The Browse cool 
The Field cool 

Press 

( • 1-Tab 

1 ·l-Tab-Tab-Tab 

),- See nlso: • "Using HyperCard's Tools" in Chapter 2 

Creating a field To create a new field, follow these steps: 

1. Make sure you have one of the General tools selected. 

The Browse rool (fl), the Button tool (a), or the Field tool (D) 
will work. 

2. Go to the card or background where you want to put the field. 

If you're not sure whecher to put che field in che card layer or the 
background layer, see "Adding a Field to a Card or Background" 
near the beginning of this chapter. 

3. Choose New Field from the Objects menu . 

This aucomacically selects the Field cool and creates a new, 
transparent field. The field appears in the center of the card 
window and is selected, so you can move it or resize ic easily. 
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, -- ---------------------- , . . 
' ............................................... . 
I I : ............................................... : . . ' .............................................. . 
I ................................................• . . 
I ••••,. • • • •• • •• • • • • • • • •• • • •••• •• • • • • • • • • • • •• • • • • • I . 
' ............................................... : 
• I . . . ····-·········································· ' . . . . .... . . . . ... .. . . . .. . .. .. . ... . .. . ... ... . .. ... . . . . 
. . . .... . . . . ... . . . . . . . . . . . . . .. . . .. .... ... . . . . ... . . . 
-------------------------

Figure 5-3 A 11dd cn:att:d with lhL' New Fit:ld l'l>Jllllljnd 

•!• Another method· You can also create a new, transparent field by 
choosing the Field tool, then pressing and holding the "" key • 
while you drag diagonally. •!+ 

Choo~e 1he Field tool,-· ___________ • ____ • _ • _ • • 
hold down the • key, : : 
and dr.ig from here . : ····-····································· : 

........................................... . 
I I 

I ••• •• • • •• •••• •••• ••• •••••••••••••••••••••• I I 
·- •••• _ •••• • ••• • ••• ___ • '- . . • 10 1ere. 

Figure 5-4 Dr:igging to create a new field 

You can have as many fields on a card or background as wiU fir. 
Fields can overlap ro any depth. 

• ~ Im po rtan t: The most common mistake in creating a field is putting 
it in the card layer when you want it in the background layer. (To 
find out whether a field is in the background, press j _B to view just 
the background elements.) If you pur a field in the card layer by 
mistake, see "Moving a Field From the Card co the Background ," 
later in this chapter. 6. 

~ See 11/so: • "Changing the Appearance of a Field" in this chapter 
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Entering and editing text in a HyperCard field is just like working 
with any other Apple Iles text. You can click anywhere in the field 
and begin typing, delete text with che Delete key, and drag co select 
cexc for copying, cutting, or clearing. You can also copy text to and 
from a field via the Clipboard. This allows you co move text 
berween fields and to and from ocher applications. 

•:• Wht'Ye's the field? A transparent, empty field is invisible when the 
.field cool isn't selected. This makes it difficult co locate the field 
when you' re ready to enter text into it. One way to locate the 
field is co move the Browse cool around-the pointer ruins into 
an I-beam when ic's over an editable field. Another way co locate 
a transparent field is to press Tab repeatedly. This highlights che 
editable fields (or, if a field is empty, places an insertion point at 
the upper-left corner) on che currenr card and background, one 
ac a nme. •:• 

To enter and edit field text, follow these steps: 

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

2. Move the Browse tool over the field you want to edit. 

The Browse tool pointer rums into an I-beam (I) when ic's over 
an editable field. If you don't see the I-beam pointer, read the 
next section, "Where's the I-Beam Poinrer?" 

3. Click inside the field to position the insertion point where you 
want to enter or edit text . 

Or, if you want co replace existing text in che field, select che text 
you wane to replace. 

If you click in an empty field, che insertion point appears at the 
upper-left corner of the field. 

4. Start typing. 
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If you rype more text than will fie in a non-scrolling field, the 
remaining text goes off the bottom of the field. But this text isn't 
lost, ic's just hidden from view. To see the hidd en text, make the 
field bigger: 

I fuou tu.Pe more text. 
than y,i 1.1 .fit .in. o ....... . 
U~JtJJ.Q~.f.qn.·.~ .. ~J~ .. . 

To see text you've 
ryped beyond the 
borders of a field ... 

Figure 5-5 Revealing hidden text 

, ------ ----------- -- -------, 
I h I : tf..U.9.9.J.U.P.~..l!H~r.~ .. Hitt .9.~ .... : 
: ~HJ..f H.J~.~.n~JQ.,Jrn~ .......... : 
: P.9.~'.1 .. ~~~..i.t~.~~.U.JJ.Q.~ ............ : 
: ~.~J.9.r.8.~ .. t~.~ .. u~t( ................... : 
I I 

'--------------------------~ 
I ... enlarge the field by choosing the 
Field tool from the Tools menu and 
then dragging from any corner. • 

Where's the If the Browse cool doesn't curn into an I-beam (I) when you move 
I-beam pointer? it over a field, the reason could be any of the following: 

• The field is locked. To unlock the field, follow the insuuccions 
in "Locking and Unlocking a Fidd," lacer in thjs chapter. 

• You' re working in the background layer rather than the card 
layer. Press d -B co return to the card layer. 

• Your user level is set co Browsing. For instructions on changing 
the user level, see "User Levels and Options" in Chapter I. • 
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Using the arrow keys 
to move through text 

• The text you're trying co edit is either Paint text or button 
texr:-not field cexr. To see whether ic's field cexc, choose the 
Field tool from the 1ools men u and click the cext. If the area 
becomes selected (surrounded by a moving dashed line), it's field 
text--ocherwise, it's not. See Chapter 4 for information about 
changing the text on a button, or Chapter 6 for information on 
changing Paint text. 

Normally, the arrow keys move you through cards. However, 
when the Text Arrows option is selected (on the User Preferences 
c:ard in your Home stack), you can use the arrow keys ro move 
the insertion point through text while you' re typing in fields. 
This makes text editing easier . 

Move.~ the 
insertion point 
right through text 

Moves lhe insertion point 
down through lines in a field, 
or to the end of the line in the 
Message box 

Moves the insertion-~­
point left through text 

Moves the insertion ppint 
up through lines in a field, 
or co the beginning of lhe 
line in the Message box 

Figure 5-6 Moving through text when Text Arrows is turned on 

When Text Arrows is turned on, you use the Option key with the 
arrow keys co move through cards in a stack. 

:>-See also: • "The Text Arrows Option" in Chapter I 
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Moving from one field 
to another 

While you're entering text into fields, you can move from one 
editable field co the next by pressing Tab. When you press Tab, 
H yperCard rakes you to the field with the next higher field nLUnbcr. 
(Field numbers are assigned to fields in the order you add them. 
The first field you add is field l, the second is field 2, and so on.) 
If the insertion point is in field 3 and you press Tab, the insertion 
point moves to field number 4; if there are only three fields, the 
insertion point moves from field 3 co field 1: 

to here .. . 
Pressing T.1h t:tke.~ - ~2- -- --
you from hen.: ~- .............. p:· .. j·d···········~~~~ 

I /.. .... l············· .. ····~·~·····················t11~ ···················· .. ······· 2 - --
Field ............................... . 

to here. 

.................... 1 ...................... t'' 
. . . and nnally 
back to here. 

Figure 5-7 Tabbing order 

·········································· 
Field ........................................... 

3 ........................................ 

• 

Pressing Shift-Tab moves you backward through rhe fields. Locked 
fields are excluded-you can't Tab ro a locked field. 

• Warning: When you cab to a field chat already contains text, all ! 
text is selected. Typing at chis point will erase all the old texr in rhe 
field and replace it with what you type. To preserve rhe old text and 
add new cext co it, dick in the field where you want co cype. • 
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A fidd's number (which determines the field's position in the 
tabbing order) appears in the Field Info dialog box. Choose the 
Field tool from the Tools menu and double-dick the field to see 
the Field Info dialog box: 

Bksnd field n1111ber: 8 Bkgnd field ID: 11 This number 
D Lock Text --=--st-y l:--e:'!::;t=,o=ns=po=re=nt;::k;-11 - detemunes the 
OAuto Tab field's position in 
D Don't Search O Show Lines the tabbing order 
D Shored Tex I 0Wide Margins 

~ 
(Script ... ) (Colors ... ) [ Ok J ( Cance 1 ) 

Figure 5-8 Checking a field's number 

If you have both card fields and background fields on the card, 
pressing Tab takes you from one field to the nexc, according to 
the following sequence: 
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• 
Figure 5-9 111bbing through barkground fickl, :ind card fields 

For an explanation of how fields gee nwnbered, or if you wane ro 
change the order in which the Tab key moves the cursor from field 
co field, see "Reordering Fields," lacer in chis chapter. 

If the Auto Tab option is selected in the Field Info dialog box, you 
mn press Return (insread of Tab) when che insertion poinr is in the 
lase Line of the field co go the next field. 

To select the Auto Tab option for a field, follow these steps: 

1. Choose the Field tool (D) from the Tools menu. • 

2. Double-click the field. 

3. Click Auto Tab to select it. 

4. ClickOK 

•:• Note: Auto Tab doesn't work for a scrolling field. ,:. 
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Undoing your typing To undo typing mistakes while you're editing field rext, you crn do 
any of the following: 

Setting the text format 
for a field 

• Erase text to the left of the insertion point, one character at a 
time, by pressing Delete. 

• Drag (or double-click one word) to select the incorrect text and 
retype it, or press Delete to erase it. 

While you're editing text in a field, choosing Undo undoes all the 
changes you've made since the last time you clicked in the field co 
edic. Therefore, ir's not a good idea ro use Undo to fix typing 
misrakes, unless you wane to retype everything you've typed since 
you lase clicked in the field. To fix editing mistakes, it's better rouse 
the Delete key or co select the incorrect text and retype or delete it . 
To save the changes in a field (so chat Undo can't undo chem), click 
anywhere outside the field. 

You can sec the text format- including the font, size, style, 
alignment, and line spacing-for a fi~d by following the 
instructions in chis section. If you want to change the color of the 
texr in a field, see "Changing a Field's Colors," later in chis chapter. 

To choose the text format for a field, follow these steps: 

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

2. Select the field by clicking it. 

3. C hoose Field Info from the Objects menu . 

Or double-dick the field. The Field Info dialog box appears. 

4. Click Font. 

The Text Style dialog box appears. 

•:• Another method: Alternatively, you can open the Text Style 
dialog box by clicking to select the field (with either the Field 
tool or the Browse tool), then choosing Text Style from the Edie 
menu (or pressing,· -T). •:• 
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Click co select or deselect one or 
more cext styles. (Select nothing for 

pl:1 in texl.l The sample text at the 
lx)uom or the dialog hox shows 
the effect of the selened styles. 

5. Choose from the options in the Text Style dialog box to set the 
defuuJt text format for the field: 

Click to select the 
font you want. 

Click co select a font size 
( measured in point5). 

To use a font size not 
5tHle: Courier listed, type it here. Then, if 

D Bold Geneva d" ti 1· 
DI I. you want to a 1ust 1e me 

to tc Helvnico 
OUnderlin~ height to tl1c new type size. 
D Outline Times press Enter. Of you <lone 
D Shadow Venice press Enter, tl1e line height 

Press and hold the mou~l· ~ line Height: --; -----.,;-- will n:111:1in tht' s:1111d 
hutton here to sec a pop-up -----------" ,--- -- - II 

m1:nu for choosing lht: The quick brown fox ju11ps over the 1oz I dos. -----!!+- Thi~ shows what your 
alignment for re>.1 in rhe field. I text will look like . 

This number decermines the space 
between lines. HyperCard sets this number 
automatically when you dick one of the 
smndard font sizes, hut you can change it. 

Figure 5- 10 Setting the text fonnat for a field 

6. When you 're finished, click OK 

Th e Text Style dialog box disappears and you see rhe Butcon 
Info dialog box again. 

7. In the Button Info dialog box, click OK 

• 

Th <.: rcx r in th<.: field :tppcars in the new format, and any new rexr 
you rype in the field acquires the same format. • 
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Making field text 
appear on 
every card 

You can crcacc a background fid<l chac displays che same cexc on 
every card by using che Shared Text option in che Field Info dialog 
box. (This option is available only in the Field Info dialog box for 

background fields.) This allows you co create an editable text label 
chat appears on every card in the background. Because it can be 
edited so easily, a field text label is easier co manage than a Paine 
text label. 

To ger the same field cexc ro appear on every card, follow these steps: 

l. Create a background field. 

See "Creating a Field," earlier in chis chapter, for instructions. 

2. Choose the Field tool (El) &om the Tools menu . 

3. Double-click the field. 

The Field Wo dialog box appears. 

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

5. ClickOK 

6. Choose the Browse tool (fl) &om the Tools menu. 

You return to the card layer (if you' re nor already there). The 

word Background should not appear in the menu bar. If ic does, 
press } -B. 

7. Click in the field and type the text you want to display on 
every card . 

If you turn off Shared Tex:c, che text you've entered in the 
background field disappears from view. 
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You can chink of background fidds as having (pocentially) two 
different layers of text, which appear and disappear as you change 
the Shared Texc setting: 

• When you turn on Shared Texc, any text you've embred in the 
field while the option was turned on appears, and cexc you've 
entered while the option was turned off disappears. 

• When you turn off Shared Text, any text you've entered in the 
field while the option was turned on disappears, :md text you've 
entered while the opcion was turned off appears. 

•:• Note: If the Shared Texc option is curned on for a field, the 
Don't Search option is turned on automatically. This means chat 
HyperCard won't search in the field when you ask it to look for. 

specific text. •:• 

Locating fields Many of the fields in stacks are easy tO locate right away-bur some 
are harder to find. You can use either of the following methods co 
locate all the fields on the current card and background: 

• Choose the Field cool from the Tools menu. Lines appear in all 
the fields: 

When you choose ... lines appear 
lhl' Field tool , . in 1hc fields. 

-··---

Figure 5-1 l Locating fields with the Field tool 
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Thin rectangles 
outline tl1e fields 
in the a1 rd l;1yer. 

Changing 
the appearance 

of a field 

• While the Browse cool is sdecccd, you crn "peck" ac boch 
buttons and fields by pressing and holding the - , Shift, and 
Option keys. (Gray or colored rectangles appear around the 
buttons and fields.) Theo, while you're scill holding down the 
· and Option keys, release the Shift key-the rectangles 

aro und the fields disappear. Pressing and releasing the Shift key 
repeated ly (while holding down the :ind Oprion keys) makes 
the field rectangles appear and disappear. 

Thid reclllnglc~ 
outline the fields 
in the background 
layer . 

Figure 5-12 Pecking m fields 

Once you've created or copied a field, you can change its 
appearance by resizing it, changing its style, adding margins, 
displaying lines in it, or changing its colors. This section explains 
how co make a field look the way you want it co. 

•:• Note: You can change the appearance of both card fields and 
backgrow1d fields while you're in the card layer. You don't have 
to be in the background layer co modify backgrow1d fields. •:• 

~ See also: • "Seering the Text Format for a Field" in this chapter 
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Changing the size 
of a field 

You can change the size of a field whether or not it has text in it. 
When you change a field's size, any text in it wraps appropriately 
to conform to the new size.:. 

To resize a field, follow these steps: 

I. Choose the Field cool (n) from chc Tools menu. 

2. Click the field you want to resize co select it. 

A moving dashed line surrounds the selected field. 

3. Drag from any corner of the field: 

L ·1_ ' . ' . ... ~ .. , . . .......... . ............................................ 
············································ 

······· ··········· ··············· ·············::::· ....... Drag from :.my corner 
:- ~ region to resize the field. 

Figure 5-l3 Changing a field's size 

• 

To resize the field in one dimension only-either horizontally or 
vertically-hold down the Shift key while you drag from a 
corner. 

•:• If you move the field instead of resizing it: Choose Undo from 
the File menu to return the field to its originaJ position, anc:J... 
cry again. Make sure you drag from a point close to a come ~ 
of the field. -!• 

If you shrink a non-scrolling field so chat there's nor enough room 
for all the text, the text at the bottom of the field disappears from 
view. However, the text is still cher~if you enlarge the field, the 
text becomes visible again. 
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~ Important: Afrer you've resized a background field, you should 
look ch rough any cards affected by the field change to see how the 
text looks. 6 

Choosing a field's style A field can have any one of five styles: transparent, opaque, 
rectangle, shadow, or scrolling. (The style of a field has no bearing 
on the style of its text.) Examples of the five field styles are shqwn in 
the following figure, along with the names of the styles: 

..................... .... ······· .............. ......... . .................... ..... ······· ............. .......... . 
: : : : : : : : :tr.an!.llar.mt : : : : : : : : : : : : : : : . : : : : : : : : : : : : : : : : : : : : . ......... ............................................. . . .. .. . . . . .. . . . .............. . ..... ..... ............ .... . . . . .. ...... .... ....... ....... ······ ............ ........ . . . . . . ...... .. .. ....... ..... .. . ····· ........... ......... . . . . . . ..... .. . . . . ... ..... .. ... . ······· .................. . 

1 i · · · · · · · · · ~~~~~~ · · · · · · · · · 111 r1: : : : : : · : -~~~,~,: :, : : : · : m 
•••.•••.••....•.••••••••••••.. I IIIIH: I I : •• ... .. . ... ........ .. . . ........ .. . ........ ....... .... .. . . . 

The background 
shows chrough 
transparent fields . 

: : 

1 1 

: : : -0-: : The scroll bar 
: : rectangle : : : scrolling 1--':,:..: ,__ becomes gray when 
: :'c-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:-:~ : : : -0:: the cexr runs past che 
: : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : bottom of the field. 

Figure 5-14 The field scyle~ 

To set the style for a field, follow these seeps: 

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

2. Click the field to select it. 

3. C hoose Field Info from the Objects menu. 

Or just double-click the field. The Field Info dialog box appears. 
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4 . Mo ve the point er over the pop-up Style menu, press and hold 
the mouse button, and drag to select a field style: 

Makes the field tr:insp:trent. 
wnh no vi/.ihlc.: horcll'r. 

Makes the field opaque, with a 
border and a scroll bar along the 
right side. 

Figure 5-1 S Choosing a field stylt 

5. ClickOK 

,:, About scrolling: Choosing the Scrolling option adds a vertical 
scroll bar co the selected field. You view text in a field wich a 
scroll bar the same way you view text in any scrollable 
Apple Ilc;s window. (For details about scrolling in windows, 

• 

see the documentation chat came with your Apple lies.) ,:. • 

You can use this procedure co change any field's sryle, even after 
you've typed text into the field. 
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Adding margins Adding margins co a field makes the text easier co read. Wh en 
you add margins to a field, you get extra space on the right and 
left sides of the text in the field. (As a result, text takes up more 
vertical space.) 

To add margins to a field, follow these seeps: 

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

2. Click the field to select it 

3. Choose Field Info from the Objects menu. 

Or just doubl e-d ick the field. The Field lnfo dialog box appears. 

4. Click the Wide Margins check box to select it: 

field M011e: i.::U:=lii,,.i•=ilG,__ _____ _, 
Bkgnd field n111ber: 2 Bkgnd field 10: 13 

D Lock Text Style: I rectongle ~ 
D Auto Tab 
D Don't Search D Show lines 
D Shored Text Wide Margins 

..:::--'I ~-----tt-- Click here to add 
~ k margins. Clic · fui:fuJ (Colors .. .) [ OK J ( Concel) ag-Jin to remove 

the margins. 

Figure 5-16 Adding margins to a field 
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Displaying lines 
in a field 

5. Click OK. 

t~ide Margins is selected 

in the Field Info dialog 

box for this fie 1 d. 

!1Jide Margins is not 

selected in the Field Info 

dialog box for this field. 

Figure 5-17 Sh:1dow !'idd~ with aml without margin~ 

You can djsplay lines in a field. J"his is useful for making a 
transparent field visible so you can see where to type in it. 

To display lines in a field, follow these steps: 

l. Choo se the Field tool (D) from the Tools menu. 

2. Click the field to select it. 

3. Choose Field Info from th e Objects menu . 

• 

Or just double-di ck che field. The Field Info dialog box appears. 

4. Click th e Show Lines check box to select it: 

Field Home: ~lt:t~J.i!±<H<>!l·M'---- ---...J 
Bkgnd fie Id nU1Dber: 1 

Olock Text 
0Auto lob 
D Don't Search 
D Shored Text 

~ 
~ (Colors ... ) 

Bkgndfield ID: 1 

Styh: I rectangle ~ 
/ 

181 Show lines 
D Wide Horgins 

[ OK ] ( Cance I ) 

Figure 5-18 Displaying lines in a field 
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Click here 10 see 
Lhe lines in a 
field. Clirk again 
to hide the line.'>. 

• 



5. ClickOK 

Show Lines.is selected in .. . 

the.Field .Info. dioloQ_box .. . 

for.this.fie Id ...................... . 

Show Lines is not selected 

in the Field Info dialog 

box for this fie Id. 

Figure 5- 19 lk(1:ingle fit"lcl;. with :ind without line~ 

• •:• Note: You can't display lines in a scrolling field. •:• 

Changing a field's colors ¼rn can choose the colors for rwo pares of a field: irs frame and 
lCS text: 

~

~rr.H~u,~.rn~r:r.~~.U,.~hP..~J .. LU.~~.n~\1, ................. p Frame 

~~~r.Jh~.~~~~~~~.~hP.th~mSt~n.~ht~~~Sh:.:,-- Tex
1 

.................................................. u...... .. . .. J 

Figure 5-20 The pans of a field that can be different colors 

• l. Choose the Field tool (0) from the Tools menu . 

2. Double-click the field you wan t to change. 

The Field Jnfo dialog box appears. 

3. Tn rhe Field Info dialog box, click Colors. 

The Colors dialog box appears. 
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4. Choo se the colors you want: 

~~~f ~k~~llm!t:IH 9.~~~ .. 9..r.~.~.~.iflSJ~.qP., . 
...................... L . 9. .................. ,_ ..................... ,_ .__ This shows what the 
......................................................................... field will look like. 

frame text 
Click the frame color 
and 1ext color you want. 

II' . . II 
( Cancel) The sample field ac che 

top of this dialog box m shows how the ~elened 

[b=~==== "~====~- colors will look. 

Figure 5-21 The Colors dialog box ~or a field 

5. ClickOK 

6. In th e Field Info dialog box, click OK to accept the changes 
you have made to the field. 

The field displays the colors you have chosen. 

Naming a field Each field can have a name associaced with it. You use field names 
mostly for referring ro fields through scriprs or the Message box. 

• 

A field name can have up co 31 characcers in ic, and you can use any 
character in a field's name. • 

Fo.llow these steps to name a field: 

1. Choose th e Field tool (D) from the Tools m enu . 

2. Click the field you want to nam e to select it. 
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3. Choose Field In fo from che Objects menu. 

O r doubk--di ck the f,cld. Th e Field Info dialog box appear!>. 

4. Type a name for che Seid: 

fie Id Mmu: ,ffiiaiiiUffJ,r.il,lm,jaiirninrnf, =====::::i....U- Type !he fidd 
name here. Bkgnd field n1111ber: 8 Bkgnd field 10: 11 

D Lock Text Styh : I tronsoorent k 
OAuto Tob 
D Don't Search O Show lines 
0Shored Text OW ide Hor9in1 

~ 
(script ... ) (Colors .. .) [ OK ] ( Co)loel) 

Figure 5-22 Naming a field 

5. Click OK 

•:• Script writers take note: If you change the name of a field, be sure 
to chang e its name everywhere you refer to it in a script , too. For 
example, if you rename a field 'Wrigley " and you use che old 
n.ame "C hester" in a script , the script won't work properl y-it 
won' t be able co find the field it needs. •:· 
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Moving a field 
around on a card 

or background 

You can place a field wherever you W<.e on d1e card or background. 
To reposition a field on me card or background, follow mese seeps: 

l. Choose the Field tool (D) from the Tools menu. 

2. Click the field you want to move to select it. 

Whether che field is in me card layer or che background layer, 
you can select it from d1e card layer. 

A moving dashed Line surrounds me selecred field. 

3. Drag from the middle of the field, or from one of its edges 
(not a corner). 

• 
C ·:i ' ' ..... " .......... . ............................................ ····················-············ ...... d ..... " ..... , .... , ··········································· ' ' 

Figure 5-23 Repositioning a field on the card 

Drng from the 
middle region to 
mc;·,e the field 

To constrain the field's movement ro horizontal or vertical 
direcrions only, hold down che Shift key while you drag from 
che middle of che field. 

4. Click anywhere outside the field to deselect it. 

You can select and move only one field at a rime. • 
6 Important: Afrer you reposition a background field, ir's a good idea 

co look through the cards on which che field appears, ro see how me 
cards look. 6 
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When elen1ents 
overlap 

H ypcrCar<l puts different kinds of elements in different layers, as 
shown in the following figure. Together , all these layers make up the 
card you see. 

Background picture 

.... ...... : ...... Bark ground 
buttons anti fields 

··o······· ! : j : ········: . . .... .. 
/ .~r····j··;·,:~ ... 9-·} J Card picture Card bunons 
: :·~ ~ .... · , ..- __... ! : ... ···· ·: and fields 
1 •. ,., ... ,: ..•. t i.;r·) ... ·········" j ..... What you see 

. L··rro.ln ") .. /·:. t.!i. , .. J .... :,::.::.::, 1 when you 100k 
:;Q ; ..... ;;:, ··· : /\JJ · f..,··· · : ,:::...-- : ar the c-ircl 

l he backi:::~~ picture f l'~::J'¼iJ.· ) ! ·~ 
isfixeclin a layer by i .... :,•".\···· ....... , ... ~ ""-~ j 
ii..;elf- it's .i!ways : .. •· · l r: .. :~~ =/ .. -~ :::-;:::. 
behind the background [ ·• ..•.• :~ ::..... I \Jj / ~ --
buttons and lit:kls an<l '··· ·· ~ 
all the card elements. The card picture is alsn ~ ;:: ,.) o---A 

fixed in a layer by I N~ ~ \ i /"' 

itself- it's always ~ 

behind the card buttons 
and fields. :ind in from 
of the background 
buttons and field~. 

Figure 5-24 HyperCard's layers 

As shown in Figure 5-24 , background buttons and fields go in a 
different layer from the card buttons and fields. Wichin each of 
these layers, HyperCard places each new button or field you add 
(whether you've created ic or copied it) in fronc of the element 
added before i c. (In font of means "closer to you. ") 
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HyperCard also assigns numbers co the buttons and fields as you 
add chem. The first field you add is field number 1, the second is 
field number 2, and so on. Likewise, the first button you add is 
bu econ number l, the second is button number 2, and so on. The 
munb ers reflect how Far away the elements are from you-the 
farther away an element is, the lower ics number. (These numbers 
appear in the Button Info and Field Info dialog boxes.) 

Ah:hough HyperCard nwnbers the buccons and fields separately, it 
places each new element immediately in front of the previous 
element (with in the same layer), whether it's a button or field. 

This was :idded first. 

This \\':IS :1dcled second. • This was ,tdded dllJ'd. 

~ Button 1,-!. _ _-.,.,._ This was added founh. 

-._-.i ...... 'f.)~14..z:.y This was added ftfrh. 

Button 2 ~ 7 s This was added Sixlh, 

~ ...... F.!~14..38 ..... .. 
~tton 3 ...... . , _____ _ 

Figure 5-25 Bac:kgro1111d buuon and field l:tyc:r~ and munllt'rs 

HypcrCard numbers the C1rd burrons and fields separately from the 
background buttons and fields. The card elements are always in • 
from of all the background elements (as shown in Figure 5-24). 
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This layering of buttons and fid<ls becomes c.:vi<lc.:m when rhc.: 
elements overlap. Elements char are closer ro you can obscure 
clements rhar are farther away. lf chis happens, you can either move 
che elemenrs apart so they don't overlap, or you can try either of the 
following: 

• Reorder the fields and buttons. (You can move any field or 
button closer or farther, within its layer). 

• Make some of the elemems transparent, so you can see ocher 
elements through chem. (Buttons, fields, and graphics can all be 
made transparent or opaque.) 

The following seccions describe these solucions . 

Reordering fields Overlapping fields and buttons c.m cause visual and functional 
problems in your stack. For example, you can't edit the cexc in a 
field mac's completely covered by a button (or another field). 
To solve the problem of overlapping fields and buttons, you 
can reorder them to bring the ones you need co see and use 
inco full view. 

~ Important : The fields and buttons in the card layer are always in 
franc of the background fields and buttons. Although you can 
reorder the background fields and buttons relacive to one another, 
you can never move chem closer to you than any of the card 
dcmcnr~. (You can, howcvcr, make card clements transparent 
so you can see through them co the background elements, as 
explained in the next seccion.) 6 

To move a field closer or Farther (relative co the other fields and 
buttons in the same layer) follow these seeps: 

I . C hoos e th e Field tool (0) from the Tools menu . 

2. C lick the field you want to move closer or farther co select it. 

A moving dashed line surrounds the selected field. 
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3. Choo se Bring Closer from the Objects menu to move the field 
foiward one position , or choose Send Farther to move it back 
one position. 

Each time you move a field back one position relative to 
another field in the same layer, its number (in the Field Info 
dialog box) decreases by I . Each time you move a field forward 
one posirion relative to another field in the same layer, its 
number increases by 1. 

Nore chat a field's number may nor change every time you use 
the Bring Closer or Send Farther comm;:inds to change its 
position. For example, if a button Lies between field 4 and 
field 3, you'd have co move field 4 back two positions (with 
the Send Farther command) before it would become field 3. • 

You can also move the selected field all the way to the fronr or 
all rhe way back lL~ing these ,- -key shorrcucs: 

To do this ... 

Send the field co the back 

Bring the field to the from 

Press 

- -Shifr- - (minus) 

- -Shift-+ (plus) 

4. Repeat step 3 until the field is where you want it. 

5. Choose th e Browse tool (~) to deselect the field. 

As you reorder fields, the numbers of all the affecred fields change 
w reflect their new positions. Each field's number (shown in rhe • 
Field Info dialog box) reflects its fronr-co-back position, relacive co 
the ocher fields in the same layer. (The field chat's farthest away is 
field number 1. The closer a field is to the fronr relative co che other 
fields in the same layer, the higher its number.) 

·:· Yitbbing order is affected: As che fields' number~ change, so does 
che tabbing order-that is, che order in which you move 
rhrough rhe fields when you press T.1b-because rhe cabbing 
onkr dqx:11ds on the fid<l's numbers. (Sec "Moving From One 
Field to Another," earlier in chis chapter, for more information 
aboUL rhe cabbing order.) v 
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Making ,q fi½ld opaque 
or transparent 

The commands Bring Closer and Send Farther work the same way 
on a selected burron, as described in "Reordering Butto ns" in 
Chapter 4. 

When you want co be able co see background or card elements 
through a field char covers chem, you can make the field 
transparent. Conversely, when you wane co give a field more 
pro1ninence, you can make it opaque. 

Follow these steps co make a field opaque or cransparent: 

1. Choose the Field tool (0) &om the Tools menu. 

2. Click the field you want to change to select it . 

3. Choose Field Wo from the Obje cts menu . 

Or doub le-dick the field. The Field Info dialog box appears. 

4. Mo ve the pointer over the pop-up Style menu , press and 
hold the mouse button , and drag to select the opaque or 
transpar ent style: 

Fie Id Nome: ~lifflt;~, fj,1{jjm~Af· :::~::~;;-~-ar-;i;_;;_~ '.L U._ 
8kgnd field nUJtber: 1 

D Lock Text Stu le: 
O Auto lob 
D Oon't Search 181 Sh 
0 Shored Text .---,.--

§J 
~ (Colors ... ) [ OK ] ~ 

Figure 5-26 ~lakmg a lk·kl opaque or Irnnspan:nt 

5. C lick OK. 
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Copying a field You can <luplicate a field on che same card, or copy it co another 
card, background, or stack. When you copy a field, you also copy its 
atrributes-ics name, style, script, text format settings, and so on. 
You can copy a field either with or without ics contents. 

Copying a field Follow these seeps to duplicate a field without its text on the 

on ~he same card same card: 

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

2. Click the field you want to copy to select it. 

You can select the field from the card layer, whether the field is in 
the card layer or the background layer. 

A moving dashed line surrounds the selected field. • 
3. Press and hold the Option key while you drag the field. 

As you drag, you create an exact duplicate of the field. If the 
original is a background field, the duplicate is a background 
field. If the original is a card field, the duplicate is a card field. 
However, you can't duplicate the field's text using this method. 
You have co use the procedure described in the next section to 

copy the text along with the field. 

To constrain the new field's movement to horizontal or vercical 
directions only, hold down the Shift key while you drag from 
rhe middle of the field. 

Copying a field To copy a field with or without ics text co another card or 

to another card or background, follow these seeps: 

background I. Choose the Field tool (D) from the Tools menu. 

2. Click the field you want co copy to select it. 
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3. Choose Copy Field from the Edit menu, or press ",-C. 

This makes a copy of che selected field (including its text) and 
puts it on the Clipboard. (This field replaces the last item you 
cue or copied; the Clipboard can only hold one icem ac a time.) 

4. Go to the card or background where you want to put the field. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Field tool is selected. 

If you're nor sure whether to put the field in the card layer or che 
background layer, see "Adding a Field to a Card or Background" 
near the beginning of this cl'iapcer . 

5. If you want to paste both the field and the text chat was visible 
when you copied the field, press and hold the Shift key and 
choose Paste Field from the Edit menu, or press ,-. -Shift-V. 

To copy just the field without its text, choose Paste Field from 
the Edit menu, or press 0 -V. 

This takes a copy of the field chat's on the Clipboard, puts it on 
che current card or background, and selects ir. If you've copied 
che field and its cexr from the card layer to the background layer, 
you won't see the cext until you rerurn co the card layer (ac the 
end of this procedw·e). 

If you've copied a background field co the card layer of the same 
card, the copy is pasted direcdy over rhe original. To see the 
original, you have to drag the copy to move ir. 

6. While it's still selected, drag the field to where you want it. 

7. If you've copied the field and its text from the card layer to the 
background layer, choose Background from the Edit menu, or 
press 0 -B, to return to the card layer and see the text. 
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6. Imp ortant: The most common misrake in copying a fiekl i:. 
purring ir in rhc card layer when you wanr it in rhe background 
layer. ('Jo find our whether a field is in the background, pres:. -B 
co view just the background elements.) If you put a field in the card 
layer by mjstake, see the next sectio n, "Moving a Field From the 

Ca rd to the Background." 6 

Moving a field 
from the card 

to the background 

Ir' s easy to pm a field in the card layer by misrake when you inrend 
ro pur it in the background. If chis happens, you can move the field 
&om the card layer to the background layer (of the same card) by 

following chese steps: 

1. Choose the Field tool (0) from the Tools menu. 

2. Click th e field you wanr to move ro select it. 

A moving dashed line surrounds the selected field. 

3. Choo se Cut Field from the Edit menu , or press - -X. 

This removes the field from the card and puts it on 

the Clipboard. 

4. Go to the backgrmmd layer. 

Choose BackgroLmd from the Edit menu, or press · -B. 

• 

5. If you want to move the field and its text , press and hold the 
Shift Key and choose Paste Field from the Edit menu , or pre. 

-Shifr -V. 

1c) move just the field without its rext, choose Paste Field from 
the Edit menu , or press ,1 -V. 

This cakes a copy of the field chat's on the Cupboard, puts ir in 
the current background, and selects ic. The pasted field appears 

ac the same position from which it was cur. [f you've pasced the 
tcxr along with the field, you won't he able co see che text unriJ 
you return co rhe card layer (ac che end of rhis procedure). 
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• oving a field from 
the background 

to the card 
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6. While it's still selected, drag the field to where you want it. 

Since you can't see the elements in the card Layer while you're 
working in the background, you might not be able co cell 
whether you're putting the field in the right place. If chis 
happens, you can press "i_B again co go back co the card layer, 
then select and drag the field from the card layer. 

7. If you've pasted the text along with the field, choose 
Background from the Edit menu, or press -B, to return to 
the card layer and see the text. 

Follow these seeps co move a field from the background Layer co the 
card layer of the same card: 

1. Choose the Field cool (D) from the Tools menu. 

2. Click the field you want to move to select it. 

A moving dashed line surrounds the selected field. 

3. Choose Cut Field from the Edit menu, or press "-X. 

A dialog box like this appears: 

Del etethis field and oil itstext frCHR oil 2 
cords of this background? ~----- Clkk l>dete to rnnnrm that 

~ you wam co cue the field . 
(Delete) [ Cancel] 

Figure 5-27 Confirmation dialog hox for cutting a background field 

Click Delete in the dialog box co remove the field from che 
background and put icon che Clipboard. 
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Moving a field to 
another card or 

background 

4. lf you' re in the background layer, go to the card layer by 

pressmg -B . 

If you're already in the card layer, skip chis seep. 

5. If you want to move the field and its text, pr ess and hold the 
Shift Key and choose Past e Field from the .Ed.it menu, or press 

C -Shift-V 

To move just the field without its text, choose Paste Field from 
rhe Edie menu, or press · -V. 

This cakes a copy of the field chat's oh the Clipboard, pucs it on 

the current card, and selects it. The pasted field appears at the 

same position from which ic was cue. 

6. While it's still selected, drag the field to where you want ic. • 
You can move a field to another card in the same stack, or co a card 
in another stack. When you move a field, ics attributes-its style, 
name, scripts, and so on - move with it. You can move a field either 

with or without its text. 

Follow rhesc seeps co move a field co anorher card or background: 

L. Choose the Field tool (D ) from the Too ls menu. 

2. C lick the field you want to move to select it. 

A moving dashed line surrounds the selected field. 
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3. Choose Cut Field from the Edit menu, or press · -X 

Tr rhe field is a background field, a dialog hox like this appears: 

Oeletethis field and oil its tfxt fr011 oil 2 
cords of this background? ,-------i+- Clll"k I k k·tl" 10 rn11Hn11 that 

/ you want to cut the field. 
( Oeltte) ( Cancel] 

Figure 5-28 Confirmation dialog box for cutting :1 harkground field 

Click Delete to remove the selected field from the current card 
and put icon the Clipboard. 

4. Go to the card or background where you want to put the field. 

Use the arrow keys or commands in the Go menu co navigate 
berween cards while the Field cool is selected. 

If you're not sure whether co put the field in the card layer or the 
background layer, see ''.Adding a Field co a Card or Background" 
near the beginning of chis chapter. 

5. Tf you want to move the field and its text, press and hold the 
Shift Key and choose Paste Field from the Edit menu, or press 
- -Shift-V. 

·1u move just the fide.I without its text, choose Paste Fidd from 
the Edie menu, or press "-V. 

· rhi s cakes a copy of Lhe field chat's on the Clipboard, puts it 
on che current card or background, and selects ir. The pasted 
field appears ac the same posicion from which ic was cue. If 
you've moved the field and its text from the card layer co the 
background layer, you won't see the text until you return co 
the card layer (at the end of chis procedure). 
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6. Whil e the field is still selected, drag it to whe re you want it. 

7. If you 've moved a field and its text from the card layer co the 
backgro und layer, choose Backgro und from the Edit menu, or 
press ·,-B, to return to the card layer and see th e text. 

6 Im portan t: The most common mistake in copying a field is 
putting it in the card layer when you want it in rhc background 
layer. (To find our whether a field is in r:he background, press · -B 
co view just r:he background elements.) If you put a field in che card 
layer by mistake, see "Moving a Field From rhe Card to the 
Background," earlier in chis chapter. ~ 

Locking and 
unlocking a field 

• 
You can lock a field co prevent content changes to its text. Locking 
a field does nor, however, prevent changes co the rext format of 
the field. 

To lock a fidd, follow these steps: 

1. Choose the Field tool (0 ) from the Too ls menu . 

2. Click the field to select it. 

3. Choose Field Inf o fro m the O bjects m enu . 

Or just double-dick the field. The Field Wo dialog box appears . 

• 
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3. Cho ose Cut Field from the Edit menu, or press -X. 

If rhe field is a background field, a dialog box like this appears: 

Delete this field and oil its text fr011 oil 2 
cords of this bookground? --- ---++-- Clit'k Dl'll'll' to mn finn th:11 

/ you want to rut th<: fielc.L 
~ [cancel] 

Figure 5-28 Confirmation dialog box for cutting a barkground field 

C lick Ddere co remove che selected field from rhe current card 
and put it on rhe Clipboard. 

4. Go to the card or background where you want to put the field. 

Use rhe arrow keys or commands in rhe Go menu to navigate 
between card,; while rhe Field cool is selected. 

lf you're nor sure whether co put rhe field in rhe card layer or rhe 
background layer, see '½.dding a Field co a Card or Background" 
near rhe beginning of chis chapter. 

5. If you want to move the field and its text , press and hold the 
Shift Key and choose Paste Field from the Edit menu , or press 
• -Shift-V: 

' fo move ju:,r rhe fid<l without its rcxc, choost: Paste Field from 
rhe Edie menu, or press · -V 

This cake.s a copy of the field chat's on che Clipboard, puts ir 
on rhe current card or background, and selects ir. The pasted 
field appears at rhe same position from which it was cur. If 
you've moved rhe field and ics text from rhe card layer to rhe 
background layer, you won't see rhe cexr until you return co 
rhe card layer (ar che end of chis procedure). 
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6. While the field is still selected, drag it to where you want it. 

7. If you've moved a field and its text from the ca.rd layer to the 
background layer, choose Background from the Edit menu, or 
press -, -B, to return to the card layer and see the text. 

~ l1nportant : The most common mistake in copying a field is 
puuing it in rhe card layer when you want it in the background 
layer. (To find our whether a field is in the background, press · -B 
co view jusc che background elements.) If you put a field in the card 
layer hy mistake, see "Moving a Field From rhe Card co che 
Background," earlier in this chapter. ~ 

Locking and 
unlocking a field 

• 
You can lock a field to prevent content changes to its text. Locking 
a field does not, however, prevent changes to the text format of 
the field. 

To lock a field, follow these steps: 

1. Choose the Field tool (0 ) from the Tools menu. 

2. Click the field to select it. 

3. Choose Field Wo from the Objects menu. 

Or just double-dick the field. The Field Wo dialog box appears . 

• 
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Click here to prevent 
ch:mges to the text in 

the field. Click Lock 
Tex1 :1g:iin to unlo('k 
tht' field, making lhe 

text <.'dit:1ble. 

4. Click Lock Text to select it: 

fie Id Milite: lia4&11hMlri1A 
Bkand field n1111ber: 8 
Dlooklnt 
DAuto lob 
D Don't Search 
D Shored Text 

~ 
(srn;y (Colors ... ) 

Bkgnd field ID: 11 

Stvh: i transoonnt k 

0Sh1111 lines 
D Wide Horsins 

[ OK ] (Cancel) 

Figure 5-29 Locking a field 

5. ClickOK 

When the Browse tool passes over a locked field, it doesn't change 
to the I-beam pointer (I). This lets you know char you can't edir 
the field. 

If you want to unlock a field to allow text changes, click Lock 
Text again in the Field Info dialog box to deselect it (as shown 
in Figure 5-29) . 
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Excluding a field 
fro111 text searches 

The Find command (in the Go menu) allows you 10 search for 
specific text in the fields of a stack. You can prevem HyperCard 
from searching in any particular field during text searches. 
Follow these steps: 

I. Choose the Field tool (D) from the Tools menu. 

2. Click the field to select it. 

3. Choose Field Info from the Objects menu. 

4. Click the Don' t Search check box to select it. 

Clicking Don't Search again deselects it. 

5. Click OK 

If you want to cum off the Don't Search option to allow 
HyperCard to search in the field, simply deselect the option 

(as cxplaincJ i11 step 4). 

• 
> See also: • "Excluding Card and Background Fields From Text Searches" 

in Chapter 3 
• "Excluding Background Fields From Text Searches" in 

Chapter 3 
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Deleting a field You can delete a field whether or not it ha:, CCXC in it. When you 
delete a field, any rexr conrained in rhe field is deleted coo. 

Follow these seeps ro delete a field: 

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

2. Click the field you want to delete to select it . 

.3. C hoose Clear Field from the Edit menu , or press Odctt·. 

If che ~1eld is a background field, a dialog box like chis appears: 

Delete this field and all iu text frC11 all 2 
cards of this background? ~----+-- Click Delete to confinn that 

/ > you want to cul the field. 
( hlete) ( Conctl j 

Figure 5-30 C:onlinnation di:ilog box for dl'il'ting :i l>:1rkground lield 

..6. Warning: Once you've deleted the field with che Clear Field 
command (or with che Delete key), the field and all its text 
are gone for good-you can't undo the deletion. Deleting a 
background field also deletes all cexr in char field on all cards 
sharing thac background. & 
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Chapter 6 

Working With Graphics 

Graphics help communicate what a stack is for and how it 
works. The graphics described in chis chapter include lines, shapes, 
patterns, pictures, and Paint text-any graphic element chat you 
create or manipulate with the Paine tools. 

This chapter explains how co do the following: 

• Create graphics yourself using the Paine cools. 

• Copy graphics from another stack (or the same one). 

• Lnporr graphics from any document in the Apple Preferred 
File Format . 

To do the casks in chis chapter, you must have your user level set 
at least co Painting. (The section "User Levels and Options" in 
Chapter I explains how co sec your user level.) 
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Adding graphics 
to a card 

or background 

Each card can have ics own unique graphics in chc card layer in 
addition co the background graphjcs it shares with other cards. 
Whenever you add a grapruc elemenc co a stack, you need co decide 
whether you wanr it in the card layer or che background layer. 
To decide where co put the graphic, consider where you want it 
co appear : 

• Tf you want the grapruc co appear on every card in the scack, put 
ir in the backgrow1d layer. A background graphic appears in the 
same location on a!J the cards chat share the background. 

• If you want che graphic ro :ippear on only one card, add ir ro the 
card layer. 

• ff you want the graphic co appear on some bur not all of the 
cards in the stack, consider creating a different background for • 
chose cards and putting the graphic in that background only. 
("Creating a New Background" in Chapter 3 explains how co 
add a background co a stack.) 

To add a graphic co a background, you must be in the background 
layer; co add a graphjc to a card, you must be in the card layer. 
To go co the background layer, press · -B. When you're in the 
background layer, the word Background appears in the menu bar. 
Tf you press · -B repeatedly, you move back and forth between the 
card layer and the backgrow1d layer. 

~ See 11/sa: • "T he Ca rd I .ayer VcmLs rhe Background Layer" 
in Chapter 2 

• "Wh en Elements Overlap" in this chapter • 
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The tools 
for working 

with graphics 

'lo create and work with graphics, you us<:: the Paint tools in the 
Tools menu. 

tJ g / 
»~ D 0 
~00::) 

AOa 

The Paint l<>ob 

Figure 6-1 HypcrCard's tools 

Tbe functions of the Paint tools are described briefly in the figure 
that follows. This chapter provides detailed instructions for using 
these cools . 



~ 
The Brow~e § The Button Looi 

~ 
The Fid<l wul 

wol is for is for working is ror working . 
browsing with hultons. with fields. 
through :;tacks 
and editing 
ll'XI. 

IT] Thl' Scll't:cion [£] The l.;1sso b [1J The Penni 
tool i~ for for selecLing draw, thin . .. 
sdcn ing nonrcuangular free-101111 
graphics. graphics. lines. 

~ 
The Brush 

~ · 
The ErJser [2] The Line tool 

paint~ with erases the pan ~raws ~traight. 
the current of a graphic Imes. 
J1.lllern or you drag 11 

wlrn . over. 

rm] The Spmy tool [g] TI1e Rectangle [g] The Rounded 
~prities r,aint tool draws Reccangle 
onto the rectangles and tool dra~·s 
scn::en in the squares rcct:ingle, 
c:u rrem pattern with rounded 
or color. cornt:1:.. 

~ 
The Bucket fill~ [Q] The Oval tool ~ 

The Curve tool 
enclosed areas draws ovals draws free-fom1 
or one-color and circles. lines and 
areas with the shape~. 
rnrrent panern • or color. 

~ 
The P:um Text [Q) The Regubr lal The Polygon 
tool i, for Polygon tool tool cn:ate, 
l ypi ng ll'Xt CJ'e:l[l'~ p11I\ gon, with 
Lh:11 ~ part ul polygon~ with irregular ,,de~. 
,1 gr:iphir regular side~. 

Figure 6-2 What Lill' tools arc llSl·d for 
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Selec1ed Paint tool 
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·1o make ic easy co alternate between the tools, you can "rear off' 
the Tools menu ro create a movable Tools palerte. To do chis, drag 
down through the menu pasc the borrom or beyond either side. 
(For an illusrration of this, see Figure 2-12.) While you have rhe 
Tool!> 1xJenc open, you can select a tool just by clicking iron rhe 
palette. This makes it easy ro switch back and forth berween 
different Paint cools. 

When you choose one of the Paine cools, three new menus appear: 
Paint, Options, and Patterns. (The Objects menu dis~ppears 
temporarily while you're working with the Paint cools.) 

These three menus appear when you 
have ,one of !he Paint tools selected . 

Figure 6-3 Mi.:nw, th:il .1rro111p:1n1 tl1L· 1'~11111tx11' 

The Painr and Options menus contain commands for crearing and 
manipulating graphics. These commands are described throughom 
this chapter. 
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The Patrems menu contains patterns and colors you can use LO fill 
shapes and draw with. For easy access ro the patterns and colors, 
you can rear off the Patterns menu the same way you rear off the 
Too ls menu-drag down through the menu pasr the bocrom or 
beyond either side. 

01J)tions Pot terns 
_J 1 i~~ 

. .. ~ 
·. · ii)~ 

mmm1111m111111m1:m:r D 
1111111111111111111111111,a mm, 

111111111111111111 au imu1 
111111111111111111,mmmm: 

1111111• 1nt1m 
1111111• ::::::lffl 

To rear off the P·Jllems menu, 
drag beyond the bottom or 
l'ithl'r side of the menu. 

Figure 6-4 Tl~1ring off Lhe Pauerns menu 

You can dose 1he 
P:illl'rns pak'lll' 
by clicking here. 

lb mo\·e tht 
palcne. dm~ 
!rum here. 

Click any panern 
or color 10 selec1 it 

•:• A shortcut: Whenever you have a Paine cool selecred, you • 
can make the Parrerns palecre appear and disappear quickly 
by pressing Tab or double-clicking the Bucket on the 
Tools palerre. •> 
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Selecting a graphic 

• 

• 

·11w l' :llll'l'll!, palc:uc work.) like Lill' ' loob paknc: - cu :.dt:ct a pacct:rn 
or colo r, just click ir. "Creat ing Your Own Patterns, " later in rhis 
d1apter, explains how you can add your own patterns co this palette. 

> S1·e also: • "Using HyperCard's Tools" in Chapter 2 
• "Using Power Keys" in chis chapter 
• "Using Modifier Keys With Paint 1ools" in chis chapter 
• "Double -Clicking Paint Tools. P:mcrns, and Co lors" in this 

chapcer 

Before you can modify, move, or copy a graphic, you must first 
select it. There are many different ways to selecr a graphic. The 
method you use depends on the shape and size of the particular 
graphic elemenc(s) you want to select. The sections that follow 
explain all the methods for selecting graphics. 

To select a graphic, you must be working in the same layer as the 
graphic. If the graphic is in the backgrow1d layer, you can select 
it only from the background layer. If it's in the card layer, you 
can select ir only from the card layer. If you rry to select a graphic 
and it doesn't become selected, chances are the graphic is in che 
h;1ckground layer and you're working in 1hc card layc:r. (lr\, also 
possible that the element you 're crying to select is actually a burron 
or field. Chapters 4 and 5 explain how ro select burrons and fields.) 

•!• Blank space vs. white paint: A white area on a card or 
background is not necessarily blank, transparent space-it can 
also be white paint or an opaque area. White paint can be useful 
for hiding background elements and for graphic effects such as 
painting in white over a color or pattern. ln most respeccs, white 
painr is the same as ,my orhcr painr: You can fill selections and 
Jraw wiLh ic, anJ you can cra~e ic. However, nor all the methoru 
or selecting a graphic work for white paint. Each of the following 
sections explains how the selection of white paim differs from 
the selection of a color. •:. 
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Selecting a rectangular area 

Once you 've selected a graphic , it stays selected until you choose a 
tool or click outside the selection. 

,:, Icons are sekcted differently than graphics: Remember that an 
icon is part of a button. To select an icon, you have to select the 
button char displays it. If you're not sure whether a particular 
element is an icon or a graphic, choose che Button cool ( o) from 
the Tools menu, click the element, and drag it. If a moving 
dashed line appears around the element and you can move it by 
dragging, it's an icon. Chapter 4 gives instructions for working 
with buttons and icons. ,:. 

To select a rectangular graphic element or a rectangular area of a 
picture, follow these seeps: • 

1. Go to the card or background that contains the graphic 
element or the area you want to select. 

Pressing j -B cakes you to che background layer. (When you're 
in the background layer, the word Background appears in the 
menu bar.) If you press 0-B repeatedly, you move back and 
forth between the card layer and the background layer. If you 
don't see the graphic you wane while you're in the background 
layer, the graphic is in the card layer. 

2. Choose the Selection tool (::~) from the Tools menu. 

Or click it on the Tools palette. The pointer changes co a 
crosshair ( +). • 

3. Move the crossbair pointer to one corn er of the area you want 

to select. 

4. Drag diagonally to the opposite corner of the area. 

A moving dashed line surrounds the selected area. lf the area 
includes white paint, the white paint is included in the selection. 
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from ill'R' . 

Selecting a 
nonrectangular area 

-:+ For a tighter selection: To eliminate extra blank space from 
the selection, press the I i key while you drag; when you 
release the mouse button, the moving dashed line snaps 
in co select the smallest rectangular area surrounding the 
graphic. Any whice paint chat lies outside the rectangular 
area will also be eliminated. •> 

The moving dashed line 
snaps around the graphic 
to eliminate extra blank 
:.pace from the selection. 

Figure 6-5 Eliminating extra blank space in a rectangular selection 

If you select too much or not enough, deselect the graphic by 
clicking on the card outside the selection, then select the 
graphic again. 

To select a nonrecrangular graphic element or a nonrectangular area 
of a picture, follow these steps: 

1. Go to the card or backgro wid that contain s th e grap hic 
cleme nt or the area you want to select. 

Pressing - -B cakes you to the background layer. (When you're 
in d1e background layer, the word Background appears in the 
menu bar.) If you press 0 -B repeatedly, you move back and 
forth between the card layer and the background layer. If you 
don'c see che graphic you want while you're in the background 
layer, the graphic is in the card layer. 
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2. Choose the Lasso (y>) from the 1ools menu. 

Or dick iron rlw Tools palette. The poinrcr rurns inro :i bsso. 

3 . D rag around the grap hic you want to select: 

.,,-----..i~---- The tip of the line 

Figure 6-6 Selecting a nonrectangular area 

1railing out of the 
1~,s~o tletenninc:. 
\\ h:1t you sdcct 

• 
You don't need co drag completely around the graphic; 
HyperCard will complete che selection by drawing a straight line 
between the point where you start dragging and the poinc where 
you scop. (Bur if you stop coo soon, you might miss part of che 
graphic you wane to selecr.) 

When you release rhc mouse button, the edges of the selected 
graphic shimmer. If there was any white paint or blank space 
surrounding the graphic, it's eliminated from the selection: 

Ch~1plrr6: Working With Gr:1phics 
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Selecting an individual 
graphic element 

,:, lfyou want to include the surrounding blank space: To lasso a 
graph ic wirhour eliminating any surrounding blank space or 
whire paint, press the Option key while you drag with the lasso. 
This selects exactly the area you drag around. •:• 

If you select too much or not enough, deselect the graphic by 
clicking on the card ourside rhe selecrion, then select the 
graphic again. 

There are several ways to select a single graphic element without 
any of the blank space or white painr that surrounds it-including 
the method described in the preceding section, "Selecting a 
Non rectangular Area." This section describes two addicional 
mech.ods. 

Use c:he following rechnique when you wane ro selecr a specific 
graphic elemenr quickly and exclude the surrounding blank space 
and white painr, or if your hand isn't steady enough co use the Lasso 
with precision: 

1. Go to the card or background that contains the graphic you 
want to select 

Pressing -8 cakes you co rhe background layer. (When you're 
in the background layer, the word Background appears in che 
menu bar.) If you press -8 repeatedly , you move back and 
torch between the card layer and the background layer. If you 
don't see the graphic you wane while you 're in the background 
layer, the graphic is in the card layer. 

2. Choo se the Selection tool (r.J) from the Tools menu. 

Or dick it on the Tools palette. The pointer changes co a 
crosshair (+). 

3. Move the crossha.ir point er to one corner of the graphic. 
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4. Press the Option key while you drag diagonally to the opposite 
corner of the graphic. 

Or choose Select from the Paint menu (or press C -S) after you 
drag to the opposite corner. This automatically chooses the Lasso 
and selects che graphic. 

The selected graphJC 
shimmer:.. 

Figure 6-8 ),eil-t:11ng an indi\'idual graphic elemem 

• 
ff you select roo much or nor enough, click on the card outside the 
selection to deselect the graphic, then select it again. 

You can use the following technique ro select a one-color graphic 
element that has no breaks in it-that is, one that's composed 
c.:mirdy of connected dots or the s,une color. ·1 "his technique is 
u~eful for selecting small graphic elements of one solid color. 

1. Go to the card or background chat contains the graphic 
element you want to select. • 

2. Choose the Lasso from the Tools menu. 

3. Move the Lasso's tip into the graphic. 
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Selecting the graphic 
you've just created 

4. Press the .. key w hile you click the graphic. 

.'ielec1 :i om:-rolor graphic 
tk'llll'nl hy · -dicking ii wi1h 
111\· llj) nl Ill,· l.ts~t> 

The edges of die sclec:tt·tl 
gr:1phir ~l11111111l' r 

Figure 6-9 Selecting .i one-color graphic elemem 

Immediately after you draw a single graphic element (and before you 
click anywhere), you can select the element you've just created by 

choosing Select from the Paine menu or pressing 1.~-S. The Select 
command selects only the graphic element (including whice painc) 
you've created since the lase cime you pressed che mouse button. (If 
you haven' t jusr created a new graphic, the Select command selects 
all rhc graphics in the layer in which you're working. ) 

This rechnique is parricLLlarly useful if you 've just drawn a shape 

very close to or actually touching another shape, and you need to 

move the new shape. You can even draw a new shape on cop of an 
old one, choose Select, and then drag the new shape away without 
changing the old shape . 

You can also use the Select command to select an area you've 
just erased. (The erased area becomes opaque after you select and 
move ir.) 

lf rhe Power Keys option is turned on (and the Message box is 
hidden) , you can press S instead of choosing Select. ("Using Power 
Keys," lacer in chis chapter, explains rhe Power Keys option.) 
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Selecting all Lhe 
graphic elen1ents on a card 

or background 

2(1\J 

\'( 'l,l'll I I 111°1\' ill lhl' 
urd l.11 t·r :111d I OU 

d1oow ,,·k,1 Imm 
rhl' Paull lllt'llll, ,111 

the tard gr.tplur~ 
become selec1ed 

< their edges 
~hunmcrl ... 

When your card or background picture is made up of several 
individual graphic elements , you might want ro selecr chem all at 
once co make changes to chem or co copy or move chem. This 
section explains how to select all the graphic elements in the current 
layer, excluding any blank space or white paint between them. 

To select all the individual graphic elements on the card or 
background , first make sure you're in the layer that contains 
the graphics you wane to select. Pressing -B cakes you ro che 
background layer. (When you're in che background layer, the word 
H,u·kgrou11dappcars in rhc menu bar.) II you press -8 repeatedly, 
you move back and forth between the card layer and the 
background layer. lf you don't see rhe graphics you want while 
you're in che backgrow1d layer, chey're in the card layer. • 

Select all the graphic elements in rhe current card layer or 
background layer by using one of these methods: 

• Choose Select from the Paine menu , or press -S. 

• Double -d ick the Lasso on the Tools palerce. 

• lf the Power Keys option is turned on (and the Message box 
is hidden), press S. ("Using Power Keys," lacer in this chapter, 
explains the Power Keys option .) 

(~l 
..... 
0 

Menu ffi ¢¢ 

Figure 6-10 Sdec.:ting ,111 !he graphic element:. in Lht: tu rreni la) er 
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Selecting the 
entire card picture 

or background picture 

I • I 

When you wane to copy, ddete, or change the entire card picture 
or background picture (for example, by filling it with a pattern), 
you can select the whole picture at once in one rectangular selection 
the size of the card. This secrion explains how co select the whole 
picture in the current layer, including all rhe graphic elements and 
che blank space between them. 

To selecr an enrire picrure, firsr make sure you're in che layer rhac 
cone.tins cht: picture. Pressing -B takes you co the background 
layer. {When you're in the background layer, the word Background 
appears in the menu bar.) If you press - -B repeatedly, you move 
back and forth between the card layer and the background layer. 
If you don't see the picture you want while you're in the 
background layer, it's in the card layer . 

Select the entire picture by using one of these methods: 

• Choose Select All from the Paine menu, or press -A. 

• Double-dick the Selection tool on che Tools palette. 

• If the Power Keys option is turned on (and the Message box is 
hidden), press A. ("Using Power Keys," lacer in this chapter, 
explains the Power Keys option.) 

• Choose che Selection tool (~:J) from the Tools menu and drag 
diagonally from one corner of the card or background co che 
opposite corner. 

A moving dashed line surrounds the selected card or background 
picture. To deselect the picture, dick anywhere on the card or 
background, or choose a cool from the Tools menu. 
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Copying graphics 
that come with 

HyperCard 

'1 'lu.: t:asics1 way co gee art imo your stacb is to copy graphics chat 
already exisr. Copying graphics can simplify the stack-building 
process. HyperCard comes with a stack called Art Ideas that 
con tains all kinds of illustrations you can copy and paste inco your 
stacks. The first card in chis stack lists categories of graphic images. 
To see graphics in a particular carego1y, click the category name. 

N 

V .. E 

s 
l ~ 

~€1)~ ~.::;:_;..· 
,o!Pdl)~<lll' • 

Figure 6-11 Some gmphics from the Art Ideas stack 

When you see a graphic you like in Art Ideas or any other scack chat 
comes with HyperCard, copy it and paste ir inro your stack. Follow 

1hc.:sl' seeps: 

1. Open the Art Id eas scack (or any oth er scack tha t comes with 
Hyp erCar d). 

2. Go to the card that has the graphi c you want to copy. • 

3. Select the graph ic you want. 

For instructions on selecting a graphic, see "Selecting a Graphic ," 

earlier in chis chapter. 

4. Choose Copy Picture from the Edit menu, or press -C. 

This puts a copy of the selected graphic on the Clipboard. 
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Undoing your 

n1istakes 

5. Go to the ca.rd or backgro und where you want to put the 
graphic. 

You can use the arrow keys or comn1ands in the Go menu co 
navigate berwecn cards or stack~ while you have the Selection 
tool or L1sso sdccrcd. 

I( you 're nor -"Ure whcrher ro put tlw gr:1phic in the card layer 
or the background layer, see "Adding Graphics to a Card or 
lb c.:kgrouml" :11 the bcgi1111i11g of this chapter. 

6. Choose Paste Picture from the Edit menu, or press · -V. 

This takes a copy of rhc graphic rhar's on rhc Clipboard, purs ir 
on the current card or background, and selects ic . 

7. Whlle the graphic is still selected, drag it to where you want it 
on the ca.rd or background. 

The graphic becomes opaque after you paste it. If you wane co be 
able ro see through che graphic co the elements behind it, select ic 
and choose ~lransparenr from rhe Paint menu. 

> See also: • "Changing che Appearance of a Graphic" in this chapcer 

ff you make a mistake while you're working with the Paint tools 
and commands, you can undo your lase operation by choosing 
Undo from che Edie menu (or pressing · -Z, Esc, or Tilde) before 
you do anything else. 

·:> if Undo doesn't work: If Undo doesn' t work consisrenrly, it's a 
sign rhac HyperCard is running low on memory. For more 
information about low-memory sicuacions, see "Working With 
Paine Tools When Memory Is Low," lacer in this chapter . .:-
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Painting with the 
Brush, Spray tool, 

and Bucket 

You can erase a mistake by choosing the Eraser from the Toob 
menu :ind drngging over the graphic. You must he working in the 
background layer to erase a background graphic and in the card 
layer to erase a card graphic. To erase in a stra ight horizontal or 
vertical line, press Shift while you drag the Eraser. 

~ See also: • "Reverting co che Lase Version of a Graphic" in chis chapter 
• "Saving the Graphics on a Card or Background" in 

chis chapter 
• "Deleting a Graphic" in this chapter 

Three of the cools in the Tools menu are analogous to everyday • 
painting imp lements. These cools work much like the implement s 
they represent : 

• The Brush (h) works like a paint brush. 

• The Spray tool ( ~) works like a can of spray painc. 

• The Bucker (e:i) works like a bucket full of paint. 

You can use these cools in conj unction with patterns and colors in 
the Patterns menu. This section explains how. 

Painting with the Brush The Brush works like a paint brush-it leaves a swath of "painr" in 
i1~ path. You can use the Brush co painc an area with a pattern or 
color. (HyperCard's default color is black.) • 

Follow these steps to paint with the Brush: 

I. Go to the card or background where you want th e paint. 

If you're not sure whether co put the paint in che card layer 
or the backgrow1d layer, see "Adding Graphics co a Card or 
Background" at the beginning of this chapter. 
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2. C hoose the Brush (o) from the Tools menu. 

Or click it on rhe 'fools palerce. The pointer ch,mges to the 
current Brush shape. 

3. D rag where you want to paint. 

Painr (in the current pattern or color) appears where you drag. 
To painr in a strnighr hori7.onral or vertical line, press and hold 
cht: ~hif-t key while you drag. 

•:• To erase with the Brush: You can erase any existing paint in 
rhe p:1rh or rhc 11rush hy pressing :1ncl holding rhe key 
while you drag. •:-

If you want to paint with a different parcern or color, choose the 
one you wanr from che Patterns menu (or dick icon rhe Patterns 
palette) before you drag with the Brush. 

If you want co paint (or erase) with a different bmsh shape, choose 
Brush Shape from the Options menu or double-click the Brush on 
the Tools palette . The Brush Shape dialog box appears: 

,·· 

··.. ... ··: 

A hox arre.ir., around 1hc 
~dec1ed brush ~ha re 

.::::· 

Figure 6-12 Tht' dilkrcnl brush ,hap1:, 

Ch.1ptl'r ti · Working With Gr:1phit·, 

Click a hn1,h ,h,1rl' to 
.~dCC'I ii. \r ll'I )'OU seft'l'I 
:1 hn1,h ,hape. 1111, 
dia lug l>ox dis:i flfX:J r::-. 
The pointer changes 
10 the brush shape 
you st:'lcc1 
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Brush ~hap1.: 

Painting with 
the Spray tool 

The different brush shapes create different effects when you painc. 
The following figure shows some examples: 

D 1' 
D " 

Eflcc:t . 

B 0 
Figure 6- J 3 The: different brush .">hapt:.'> create different effi.:m 

The Spray tool works like a can of spray paint-it "spriczes" paint 
onto the screen in the selected pattern. 

Follow rhese steps to paint wirh the Spray tool: 

1. Go to the card or background where you want the paint. 

lf"yuu 'n: not ~urc wh cd~1cr w pur the paint in rhe c::ird layer 
or the background layer, see "Adding Graphics ro a Card or 
Background' ' at the beginning of this chapter. 

• 

2. Choose the Spray tooJ ( (!) from the Tools menu. • 

Or click it on the Tools palette. The pointer changes to the 
Spray rool (, ). 
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Filling an area with 
a pattern or color 

3. Drag where you want to paint. 

Spray paint, in the current pattern or color, appears where you 
drag. The more you spray back and fonh over the same area, the 
more the pattern or color becomes apparent . (Some patterns 
don' t show up uncil you've thoroughly covered an area.) 

To paint in a straight horizontal or vertical line, press and hold 
the Shift key while you drag. 

•!• To erase with the Spray tool· You can erase any existing paint 
in the path of the Spray cool by pressing and holding the ~ 
key while you drag. •!• 

If you want co spray with a different pattern or color, choose the 
one you want from the Patterns menu or dick ic on the Patterns 
palette before you drag with the Spray tool. 

You can fill any area on a card or background with a pattern or 
color by using either the Bucker (in the Tools menu) or the Fill 
command (in the Paint menu). Before you fill an area, you can 
choose the pattern or color you want co fill it with. 

Thi s section describes two different methods for filling an area. 
The method you use depends on whether the area you want co fill 
is completely enclosed. 

,:, Filling shapes: If you know before creating a shape that you 
want to fill it with a pattern or color, you can fill the shape 
aucomacically as you draw ic. For instruction s, see "Drawing a 
Shap e Filled With a Pattern or Color ," lacer in chis chapter. •:+ 
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rilling an cndosetl area 

Whc.:n you want w 1111 an arc.:a chat's c.:omplc.:tdy c.:ndo:,c.:J-chal is, 

completely surrounded by an outline-follow these steps: 

1. Go to the card or background that contain s the enclosed area 

you w ant to 611. 

If che oucline enclosing the area is in the background layer, go co 
the backgroLmd layer. If it's in the card layer, mak e sure you're in 
the card layer. If the oucline is composed of several different 
?;raphic elements. they muse all be in one layer. 

Pressing -B takes you co cl1e backgrow1d layer. (When you're 
in die background layer, the word Background appears in the 
menu bar.) If you press · -B repeatedly, you move back and • 
forth between the card layer and the background layer. 

2 . Choose the patt ern you wan t from the Patterns menu. 

Or click icon the Parterns palerte . 

3. C hoose the Bucket(~) &om the Too ls menu . 

Or click it on the Tools palette. The pointer changes co the 

Bucket . 

4 . Move the Bucket so that th e tip of th e str eam pourin g from it 
is within the enclosed space you want to fill, th en click: 

,-- -- -..,..... - - -·n1i $ is the p:1n ol the Butket • 
that chspense~ paint. 

Figure 6- I 4 Po~iL1011111g ti 11: llu,ket point1:r to I ill :in area 
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11" tl1cn.: arc any gaps in Lhc outlint: thal cndosc.:s tht: art:a you wanr 

co fill, paint will spill out and fill the surround ing area, coo. If chis 
happens, immediately choose Undo from the Edit menu, or press 
" -Z, Tilde, Esc, or Delete. Then check carefully for gaps in the 

oucline before using the Bucket again . 

Figure 6-15 Paim spills out of an unenclosed area 

•!• To check for gaps: You can magnify the graphic to check for gaps 
in its outline by using the technique described in "Magnifying a 
Graphic for Editing," later in this chapter. •!• 

Filling an unenclosed area 

To fill an area cl1ar's nor completely enclosed by an outline or other 
graphics, follow these steps: 

1. Go to the card or background that contains the area you want 
to fill . 

Pressing r''' -B cakes you co the background layer. (When you're 
in the background layer, the word Background appears in the 
menu bar.) If you press r "1,-B repeatedly, you move back and 
forth between che card layer and the background layer. 

2. Choose the pattern you wane from the Patt erns menu. 

O r click it on the Patterns palette. 
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Creating your 
own patterns 

3. Select the graphic element or the area you want to fill . 

If you want to fill a specific graphic element, you can sdecc 
it with either the Selection tool or the Las.so, as explained in 
"Selecting an Individual Graphic Element," earlier in this 
chapter. If you want to fill a blank area, sdect it with the 
Selection cool, as explained in "Selecting a Rectangular Area," 
earlier in this chapter. 

4. Choo se Fill from the Paint menu. 

The selected area fills with the current pattern or color . 

A~ .. ~ · - ... 
~Q

I 
I I 

•' I 
• • • I ,_ -. -- . 

Select the graphic you want 10 fill ... 

Figure 6- l 6 Using lhe Fill conunan<l 

. .. and choose Fill 
from lhe Paint menu. 

• 

ff rhc Power Keys option is turned on, you can press F instead of 
choosing Fill. ("Using Power Keys," later in this chapter, explains • 
the Power Keys option.) 

You can change any pattern in the third or fourth column of the 
Patterns menu or replace it with a pattern of your own creation. 
When you change or create a pattern, the new pattern is saved with 
the stack you're working in. It appears in the Patterns menu every 
rime that stack is active. 
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Thi~ i~ the editing 
area. You can dick to 

dr,1w and erase lhe 
little squares that 

make up the pattern. 

To change or create a pattern, foUow these steps: 

1. C hoose the patt ern you want to change from the third or 
fourth column of the Patterns menu. 

Or click it on the Patterns palerte. You cannot change any of rhe 
individual colors in the fuse or second colum ns. 

2. Choose Edit Pattern from the Option s menu . 

O r double-click the pattern you wane co change on the Patterns 
palette. The Edie Pattern dialog box appears. 

3. Edi t the patt ern . 

Figu re 6- J 7 Editing a rancrn 

As you edit Lhe pattern 
in the editing area to 
the left, this shows 
you how 1he p:mern 
will look. 

4 . Click OK to save the new pattern. 

The new pattern cakes the place of the one that was selected in 
the Patterns menu. 
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Changing color sets The color set for a HyperCard stack determines the 16 colors 
available for use by the backgrounds, cards, buttons, and fields 
in che stack. You can choose from among five color secs for any 
given stack: rhe stand ard ~)'Stem color sec, a gray scale color set, 

and chree ochers. 

When you change your stack's color set, the colors of some or all 
the graphics, buttons, and fields in the stack may ch.ange to reflect 
the new colors. For example, these three images all make use of the 
same graphic, but different color sets: 

Standard system color set Gray scale color set 

A [)asld rnlor Sl' I 

Figure 6- 18 Changing color ~et!, 
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If you wi/>h, you c;m sdccl c.:olor sets for rhc c.:anls an<l backgrounds 
in your srack that are different from the color set selected for the 
stack as a whole. lf a card's color set has not been specified 
individuall y, the card uses the color set currencly selected for its 
background. Similarly, if a background's color sec has not been 
specified individually, che background uses cl1e color set currencly 
selected for the stack. 

For t·xample, the cards in rhc Rirds stacl< use several differenr color 
sets !-O rhac dw colors in each drawing match the bird':. true colors 
more closely. By carefully seleccing the color secs for cards and 
backgrounds in a stack, you can control the colors in your stacks 
more precisely than would be possible with just one color set. 

If none of the five color secs available for a card or background 
includes cl1e colors you want, you can add a sixth color set to a card 
or background in the stack from any document in che Apple 
Preferred File Format, the standard format for Apple Iles graphics 
docLLmencs. For instructions on how co do this, see "Importing a 
New Color Set for a Card or Background ," later in this chapter. 

You can also add a sixth color set to a card or background by using a 
desk accessory, an XCMD, or HyperTalk co specify the colors you 
want. If you use a desk accessory or an XCMD to do this , the color 
sec you specify will be added aucomacically to the color secs for the 
current card or background and will be selected. For instructions on 
using Hyper Talk co add a sixth color sec co a card or background , 
sec the discussion of the color Set property in the HyperTalk 
Help stack. 

The sections char follow describe how to change the color set for a 
srack, a card, and a background. 
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Changing a stack's color set ·10 change the color ser for rhe srack you're working in, follow 
rhese steps: 

1. Make sure you have one of the General tools selected. · 

T he Browse cool (fl), the Button cool (o ), or the Field cool {D) 
will work. 

rl IL',!' :trl' I IJ~ 
rnlor ,d~ Lim are 
a\'ailablc for L11e 

current stack 
Click the one you 

want to USC 

2. Choose Stack Info from the Objects menu . 

3. Click Colors. 

The Colors dialog box for che srack appears. 

4. Select the color set you want: 

Display colors for stack "HyStack" 

I I ~ti ~~~~:~~u Standard SUtHI colors 
I';' 111111111 ,1 ltmllll ' ln~lllllll· ·· Gray scolr 

C881 Ill Othrr color srts ... 

i!!!til'1ll 

llh,n displaying this stack: 
I Use thm colors ~ [OK] (_fu@ 

then prt·s., :ind hold thl· 1110l1Sl' huuon hNl' :111d dmg 10 
choose ·u~ thc::.c color:;" Cif it's not already .-eh.:c1cc.ll from the 
pop-up menu. If you choose "Get standard system color~· 
instead, your stack will use the standarc.l system colors no 
mailer which rnlor sc:l is sdxtcd for the: ~tack. 

Figu re 6- 19 Changing a ~lack's color set 

5. Wh en you're finished, click OK 

The Colors dialog box disappears, and you see rhe Stack Info 
dialog box again. 

• 

• 
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Changing a card's color '>tl 
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• 
l'hc~l' an: Liu: 

color bt'IS lh:11 :ire 
available for c.J1e 

current c.1rd. 
Cltrk tlil· o lll ' y1111 

wam 10 u,e 

6. T 111 the Stacie Tnfo dialog box, click OK. 

The colors displayed in the stack now match the color ser you 
selected (unless differenr color sets have been selected for 
individual cards or backgrounds). 

You can easily cell which colors are in che color set for the current 
card by checking the Patterns menu while you 're working in the 
card layer. The firsr and second columns in the Patterns menu show 
the colors current.ly being used by the card. 

To change rhe color scr for a card, follow these sreps: 

1. Go to the card whose color set you want to chang e . 

2. Make sure you have one of the Paint tools selected. 

3. Choose "Choo se Co lorSet" from the Options menu. 

Or double-click any color in the first or second column of the 
Patterns palette. Th e Colors dialog box for the card appears. 

4. Select th e color set you wan t: 

Display colors for cord ID 2928 
I 'llll lmMI :;=;==;n;;;;m1iiirpiii'o1=r=nu Stondord systee colors 

I' ill·l,11111 I lill• 1191 ' 1:1., lll~III··· Gray scah 

Um! I lllil I Other color sets ... 

@um !PIIDBIID Hunt I I 
eooou 1:mmm '.1

111 •• emu 
Wh~n displaying this cord: 

I Use these colors ( OK J ( Cancel ) 

, . then prei.s anc.J hold the mouse button here and drag to 
d101~~e ·use these colors' (if it's nOL already sclecLcd) from Lht: 
pop-up 1m:nu. If you chlx>st: "Get colors from hackgrouml" 
instead, the card will usi: thi: colors curremly spccifie<l for c.J1e 
background no mailer which color set is selected for the card. 

Figure 6-20 Changing .1 cml's color ~l'l 
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Changing a background's 
color set 

5. When you're finished, click OK 

The colors displayed on rhe card now march rhe color ser you 
selecred. 

You can also change a card's color sec when you have one of rhe 
General cools selected, as described in "Changing a Card's Color 
Set" in Chapter 3. 

If none of rhe five color secs for a card include the colors you wane, 
you can add a sixth color sec to a card from any document in the 
Apple Preferred File Format, the standard format for Apple Iles 
graphics documents. For instructions on how co do chis, see 
"lmporting a New Color Set for a Card or Background," later in 
this chapter. 

You can also add a sixth color set co a card by using a desk accessof 
an XCMD, or HyperTalk to specify the colors you want. If you use 
a desk accessory or an XCMD to do chis while you're working in 
the card layer, the color set you specify will be added aucomarically 
to the color secs for the current card and will be selected. For 
instructions on using Hyper Talk co add a sixth color sec co a card, 
see the discussion of the color Set property in the Hyper Talk 
Help stack. 

You can easily cell which colors are in the color set for the current 
background by checking the Patterns menu while you're working in 
the background layer. The first and second columns in the Patterns 
menu display the colors currently being used by the background. • 

To change the color sec for a background, foUow these steps: 

1. Go to any card that has the background whose color set you 
want to change. 

2. Make sure you have one of the Paint tools selected. 

3. Go to the background layer. 

Choose Backg1ound from the Edit menu, or press · -8. 
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These .in: the 
color sets that are 
available for Lhc 

current background. 
Click die one you 

want IO use ... 

4. C hoo se "Choos e Color Set " from the Options menu. 

Or doubk: -dick any color in the first or second column of the 
Patterns palette. The Co lors dialog box for the background 
appears. 

5. Select the color set you want: 

Grav scale 

OdlOiM M 11 Ill I Other color sets ... 
1m11111111 , ,•• m• ,11:1rnu1•• 
Jli:llllii' •• ••·,11111• •• 

When displaying this bkand: 
I Use thesecolors k [ OK ] (Cam i) 

. .. then press and hold die mouse button here and drag to 
choose "Use mese colors" (if it's not already selected) from the 
pop-up menu. If you choose "Get colors from stack" instead, 
your stack will use the colors currently specified for the stack 
no matter which color set is selected for the background. 

Figm e 6-2 1 Changing a background's color sci 

6. When you're finished, click OK. 

' ( 'he colors displayed in the bad<groun<l now mard1 1.h c color set 
you selected (unJess different color secs have been selected for 
indiv idual cards in the backgrou nd). 

You can also change a backgro un d's color set when you have 
one of the General cools selected, as described in "C hang ing a 
Backgro un d's Co lor Set" in C hapter 3. 
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Importing a new color set 
for a card or background 

lf .none of the five color secs for a background include the colors 
you w:mr, you cin :1dd a !iixrh color set m :1 hackF,round from any 
document in the Apple Preferred File format, the standard _format 
for Apple llc.;s graphics documents. For inscruccions on how co do 
chis, see the next section, "Importing a New Color Sec for a Card 
or BackgroWld." 

You can also add a sixth color set co a background by using a desk 
accessory, an XCMD, or HyperTalk co specify the colors you want. 
If you use a desk accessory or an XCMD co do chis while you're 
working. in I he background layer, the color set you specify will be 
a<l<le<l aucomatically to the color sets for the current background 
and will be selected. For inscruccions on using Hyper Talk co add a 
sixth color set to a background, see the discussion of the colors . 

property in che HyperTalk Help stack. 

The Colors dialog box for a card or background normally allows 
you co choose from only five color sets. However, you can add a 
sixth color set co a card or background from any document in the 
Apple Preferred File Format by following these steps: 

I . Go to the card or background where you want the new 
color set. 

~ lmportant: If there are any graphics on the card or background 
chm you wane to keep, make a copy of them for temporary 
safekeeping as described in "Copying a Graphic to Another Card • 
Background," later in this chapter, before you import the new color 
sec. Otherwise, you will lose the graphics permanently. 6 

2. Make sure you have one of the Paint tools selected. 

3. Choose Import Paint from the File menu. 

A directory dialog box appears. 
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Drawing lines 
and shapes 

4. Use t.hc <lin:ct.ory dialog box to locate and open die Paint file 
that contains the color set you want to import. 

The upper-left portion of the imported picture appears. 

5. C hoo se Keep from the Paint menu. 

HyperCard adds the color sec fi-om the imported picrure's 
or iginal Paint file below the color sets in the current card or 
background's Co lors dialog box, and selects ir. 

If you wane co keep the new color sec but not the imported picture, 
erase the picrure and replace it with your original graph ics or any 
ocher graphics you wanr co use. For more information about 
importing graphics, see "Importing a Graphic," later in chis chapter . 

The Tools menu includes tools for drawing lines and shap es­
including circles, ovals, rectangles, polygons, and free-form 
shapes. This section explains how to create lines and shapes with 
these cools. 

/ 
DD 
0~ 
oi:::r 

These tools are 
for drawing lines 
and shapes. 

Figure 6-22 lrnib lcn dr,111111g l11ll'~ .1ml shapt-; 

> See also: • "Drawing With Paccerns, Colors, and Differenc Line Widths" 
in chis chapter 

• "Creating Special Graphic Effects" in chis chapter 
• "Changing che Appearance of a Graphi c" in chis chapter 
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Drawing ~1 line 
or a free-fonn shape 

' lo <lraw .1 straight li11c or a frcx-form line or shapc, follow 
these steps: 

1. Go to the card or background wher e you want the line 
or shape . 

If you' re not sure whether co put it in the card layer or the 
background layer, see "Adding Graph ics to a Card or 
Background" at the bc:gin11ing of rhis chapter. 

2. lf you want to draw a straight line, choose the Line tool (/ ) 
from the Tools menu. 

Or, to draw a free-form line or shape, choose rhe Curve cool (0) 
from the Tools menu . The pointer changes to a crosshair ( + ) . • 3. Dra g where you want to draw the line or shap e. 

Figure 6-23 Line.\ and frcc-fom1 shapes 

If you're using the Line cool, you can draw a straight line at a I SA 
angle from horizontal, or at an angle that's a multiple of 15°, byw, 
pressing the Shift key while you drag. To change the angle of a 
straight line while you' re drawing it, change the direction of rhe 
mouse as you drag. 
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Drawing circles, ovals, 
and rectangles 

When you use the Line cool, you can draw a straight line from its 
center point by first rurning on the Draw Centered option. To rum 

on Draw Centered, choose it from the Options menu . When Draw 
Centered is turned on, a check mark appears next co ic in the menu. 
To turn off Draw Centered, choose it again. (If the Power Keys 
option is turned on and the M~age box is hidden, you can also 
press C to turn Draw Centered on or off. "Using Power Keys," lacer 
in this d1aptcr, explains the Power Keys option.) 

•:• Using the Pencil-The Pencil allows you co draw thin lines 
and free-form shapes, too. For a discussion of the special 
characrerisli<.:s of d,e Pencil, see "Drawing With the Pencil," lacer 
in chis chapter. •:• 

To draw a circle, oval, or rectangle, follow these seeps: 

1. Go to th e card or background whe re you want the shape. 

If you're nor sure whether co put it in rhe card layer or the 
background layer, see "Adding Graphics ro a Card or 
Background" ar the beginning of chis chapter. 

2. If you want to draw an oval or circle, choose the Oval too l (0) 
from the Tools menu. 

Or, co draw a rectangle or square, choose either the Rectangle 
cool (D) or the Rounded Rectangle tool (D) from the Tools 
menu. (The Rounded Rectangle tool draws rectangles and 
squares with rounded corners.) 

The pointer changes to a crosshair (+). 
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J. Drag diagonally Lo draw Lhc shape . 

'lb dr.i\\ a l·1rrk. m:il or_ 
rellan1-:k \ell'U the r---) 

:tppn>pr;a,~ Lolli. 1lwn l__ 
dr.l,L( diawmally 110111 I 

one corner ... 
. .. lOlhe 

opposilt' 
c.:ornc::r. 

Figure 6-24 Dr.1winJ,: rin b, ov:1b, :ind rc::c1:1ngb 

1{) draw an ovaJ or rectangle that is the same number of pixels • 
wide as it is high (that is, an approximate circle or square), press 

che Shift key while you drag. 

To move the shape around on che card while you're drawing it, 
press before you release the mouse button. This allows you to 

drag the shape ,mywhere on the card. You can release che · key 
to continue creating the shape, then press the key again co 
move the shape. Once you've released che mouse button, you 
have co select che shape before you can move ic. ("Selecting a 
Graphic," earlier in this chapter, explains how.) 

To drq.w a shape from the center outward, first turn on the Draw 
Centered opcion by choosing it from the Opcions menu. When 
Draw Centered is rurned on, a check mark appears next co ir in the 
menu. To turn off Draw Centered, choose it again. (If che Power • 
Keys option is curned on and che Message box is hidden, you can 
also press C to cum Draw Centered on or off. "Us ing Power Keys," 

lacer in chis chapter, explains the Power Keys option.) 
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To draw a shape in ourline--so char only irs ourline appears on rhe 
screen while you're drawing it-first turn on rhe Draw Ourlined 
option by choosing ic from the Options menu. When Draw 
Our! ined is turned on, a check mark appears next to ir in the menu. 
This option allows you ro draw a shape more quickly and smoothly. 
The entire shape appears after you release the mouse button. 

Drawing a regular rolygon To draw a regular polygon (one chat is d,e same number of pixels 
wide as ir is high), follow these seeps: 

• 

• 

1. Go to the card or badcground where you want the polygon. 

If you' re nor sure whether to put it in the card layer or the 
badcground layer, see "Adding Graphics to a Card or 
Background" at the beginning of chis chapter. 

2. Choose the Regular Polygon tool (0 ) from the Tools menu. 

The poin tcr changes to a crosshair ( +) . 

3. If you wane to select the number of sides for your polygon, 
choose Polygon Sides from the Options menu. 

Or double-dick the Regular Polygon tool on the Tools palette. 
The Polygon Sides dialog box appears. 

This step and che nexr step are optional. If you don't select the 
number of sides before you draw the polygon, ic will be either an 
.tpproximacc squ:1rc (rhc defuult shape) or rhc lasr shape you 
!>decrcJ in rhe Polygon Sides dialog box . 
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4. Click Lite shape that corresponds to the polygon you want 
to draw: 

Clk-k a ~hapc 10 indicate how many sides you 
want the polygon 10 have. (The shape you 
select will remain in effect until you change it 
hy selecting a different shape.) After you click 
a shape, rhb dialog box disappears. 

fi,,======:====;:;;:;;:::;;::=~1_ A ho:,. :ippi.:ars arrn111d 
. _ 6 D O O [Q] 0 I the selected shapc. 

Figure 6-25 Choosing the number of sides for a polygon 

5. Drag diagonally to draw the polygon. • 
Tho: polygon 1s ____.,__ __ 

drawn from the 
center. 

Figure 6-26 Dr.1w111g :1 regular polygon 

To move the polygon around on the card while you're drawing 
ic, press before you release the mouse button. Th is allows you 
to drag the shape anywhere on the card. You can release the • 

' key co continue creating the polygon, then press the · key 
again ro move the shape. Once you've released the mouse 
button, you need to select the shape before you can move it. 
("Selecting a Graphic," earlier in this chapter, explains how.) 

To rotate the polygon while you' re drawing it, drag with a 
circular morion. If you pr~ Shi.fr while you drag with a circular 
morion, the polygon rotates only in 1 5° increments, which 
makes it easier co position at exaccly the angle you want. 
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To draw a shape in ourline--so char only irs outline appears on rhe 
screen while you're drawing it- first cmn on the Draw Outlined 
opti<>n by choosing it from the Options menu. When Draw 
Oucl ined is turned on, a check mark appears next co it in the menu. 
This option allows you to draw a shape more quickly and smooth ly. 
The entire shape appears after you release rhe mouse button. 

Drawing a regular polygon To draw a regular polygon (one chat is the same number of pixels 
wide as ic is high), follow these seeps: 

• 

• 

1. Go to the card or background where you want the polygon. 

If you' re nor sure whether co put it in the card layer or the 
background layer, see ''Adding Graphics co a Card or 
Background " at che beginning of this chapter. 

2. Choose the Regular Polygon tool (0) from the Tools menu. 

The pointer changes to a crosshair (+). 

3. Jf you want to select the number of sides for your polygon, 
choose Polygon Sides from the Options menu. 

Or double-dick the Regular Polygon cool on the Tools palette. 
The Polygon Sides dialog box appears. 

This seep and the nexr srep are optional. If you don't select the 
number of sides before you draw the polygon, it wilJ be either an 
app roximare square (rhc dcfoulr sh:ipe) or rhc b sr sh:ipe you 
sdt:c LcJ in d1c Polygon .Sidl.'.s dialog box . 
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4. C lick Lhc shape Lhat correspond s to the polygo n you want 
to draw: 

Clic:k a ~hape 10 indkale how many sides you 
want die polygon 10 have. (The shape you 
selea will remain in effect until you change it 
by selecting a dilTerent shape.) Af1er you click 
a shape, this dialog box disappears. 

"li======:====;::;;:;;=.;;::=i:
11
_/\ ll(lx .ippe:1r~.1roumJ 

. _ 6. D O O l O ! 0 _ _ the selected ~hape. 

f igure 6-25 Choosing the number of sides for a polygon 

5. Drag diagonally to draw the polygon. • 
11w pulygon 1~ __.,__ __ 

dr:1 wn from the 
renter 

figu re 6-26 Dr:iw111g :1 regular polygon 

To move the polygon around on the card while you're drawing 
it , press befo1·eyou release the mouse burron. This allows you 
to drag the shape anywhere on the card. You can release the • 

' key co continue creating the polygon, then press the :.. key 
again ro move the shape. Once you've released the mouse 
button, you need to select the shape before you can move it. 
("Selecting a Graphic," earlier in rhis chapter, explains how.) 

To rotate the polygon while you're drawing ir, drag with a 
circular morion. lf you press Shifr while you drag with a circular 
morion, the polygon rotates only in 15° increment s, which 
makes iL easier to position at exa.ctly the angle you want. 
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Drawing an 
in'egular polygon 

Wirh the Regular Polygon rool, che shape is always drawn rrom the 
cenrer outward, whether or not Draw Cenrered is checked in ~he 
Oprions menu. 

To draw a polygon whose sides aren't necessarily the same length, 
follow these steps: 

1. Go to th e card or background where you want the polygon. 

If you're not sure whether co puc it in the card layer or rhe 
background layer, see "Adding Graphics to a Card or 
Background" ar the beginning of this chapter. 

2. Choose the Polygon tool (er) from the Tools menu . 

The pointer changes to a crosshair (+). 

3. Click at the point where you want to begin the first side of the 
polygon. 

The Polygon tool works differently from the other cools-you 
don't hold down the mouse button ro draw. 

4. W ithout holding down the mouse button, move the crosshair 
pointer to draw one side of the polygon. 

You can Jraw the side of rhe polygon ar a 15° angle from 
hori7..onral, or at an angle that's a multiple of 15°, by pressing 
the Shift key while you move the mouse. To change the angle 
of the side while you' re drawing it, change rhe direction of the 
mouse as you drag. 
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5. When the side of the polygon is the length you want it , click to 
fix it in place. 

6. Repeat seeps 4 and 5 for each additional side of the polygon. 

7. To finish the shape, click on the starti ng poin t. 

Alrernacively, you can double-click or press .... _z ar any point co 
srop drawing, whether or not the shape is complete. (Pressing 
' -Z also deletes the line chat was drawn since you lase dicked.) 

R Draw I his silk 
hy rnov,ng lhl · 

pointer without 
9 Click hm· 10 holding down the 

Cl 
1 1 

1 

linhh lh\.' shapt> mouse bu1wn ., Ch< k IH.'I\.' . 
. ll' \ ll' (l ' I . I 

10 ~,an tht· I .... ,......--...r--,.....L----__.,......-, 
shape. _I _ 

(1 Dr.m llu~ ,ide hy 
moving tht p()fnter. 
wi1hout hole.ling 
down tht> mou~t· 

..._ ___ butwn. 

2. Draw this side h)' __ ___ • ...., 
mol'1ng the pointer 

without holding 
down th\.' lllllll'l' 

button 
3. Click here.I 14. Dmw thL\ side by 

mm ing the poin1t·r 
without holding dnwn 
tit\.' ll\ UU~\.' htll lOJL 

Figure 6-27 l) r.iwing an irregular rol)'gon 
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Drawing with the Pencil 
' 

'• •, I • • • 

• 

• 

You <.:an use die Pencil to creace free-form lines and shapes and 
touch up grap hics. 

To draw with che Pencil, just choose it from the Tools menu and 
drag where you wanr to draw. The Pencil draws in che color 
currencly selected in the Patterns paletre, unless you begin to drag 

from a place char is che same co lor as the color you are drawing 
wirh. In rhisc ase, rhe Pencil cl1~1ws in whirc: 

I 

II 
.. .. ,, 

I I • " 
I I 11"::::' 

·IJ. ) 1' ,!:!: : . 
,::: 

...... ;;· 

If you star! dragging 
r111 :1 rn loi that's th<: 
,;11111· .1, thl· rn lor 
I dll lc' lii.111 lllg 

I\ 11h Lill' l'cnul 
(11,111, Ill II llllt'. 

_____ p 

If you stali dragging on 
whue wr on :uiy color 
other th:in the one vou re 
d1,111111g 111thl, tile Penul 
d l~l\\s 111 ihi.: l'lllTt'llli)' 

~eletted color. 

Figure 6-28 Drawing In the selected color :md dmwing in while 

The Pencil also draws in whire if you are drawing while a pattern is 
selected in the Patterns palette and you begin to drag from a place 
rhar is filled wicl1 any pattern . 

To draw a straight horizontal or vertical line with the Pencil, press 
the Shift key while you drag. 
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Drawing wiLh 
patterns, colors, and 
different line widths 
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Drawing a shape 
filled with a pattern 

or color 

This st:cLion crplains how LU crt:aLc li11cs :wJ shapes that have 

patterns and colors, and lines and shape borders in varying line 
widlths. 

/ 
D 0 
0 Cf) 

0 a 

-

- You t: in use these rlxils IO dr:i 11• 

shapes and lines wi~1 partcrns, 
color:;, and different line widths. 

Figure 6-29 The lOols for drawing with parterns, colors, and differem line widths 

When you know before creating a shape chat you'll wane it filled 
with a pattern or color, you can fill rhe shape automatically as you 
draw it. Follow these seeps: 

1. C hoos e the patt ern or color you want th e shape to have from 
the Patt erns menu. 

Or click iron che Parrerns palette. 

2. C hoose Draw Filled from the Options menu to turn it on. 

• 

Wh en Draw Filled is rurned on, a check mark appears nexr co ic 
in che menu. (Choosing Draw Filled again rurns it off.) • 

•:• A shortcut: You can also turn Draw Fi1Jed on or off by 
double-cliclcing any of rhe shape cools on che Tools palette 
(except che Regular Polygon cool). ·:+ 

Chapter 6: Working With Graphics 



• 

• 

The Tools menu looks differcnr when Draw Filled is turned on: 

~ B/ 
:•·m • c:, 
4-)0 0 
A O a 

Tiu: ·1bols menu 
when Draw Filled 
,s turned off 

~B/ 
"'l!J 1188! El]) 

~0~ 
A$ a: 

The '!bob menu 
when Draw Filled 
is turned on 

A pallt·rn appi.:ar., 
in~idc Lhe .,hap,: Loub. 

Figure 6-30 The T0<Jls menu with Dr.iw Filled turned off and turned on 

3. Draw the shape. 

Choose the rool for the shape you want to draw from the Tools 
menu, then drag to draw the shape. (See "Draw ing Lines and 
Shapes," earlier in this chapter, if you want more detailed 
instructions.) 

When you finish drawing the shape, it auromacicalJy fills with 
the selected pattern. 

•:• Draw Filled with the Curoe tool and Polygon tool· If Draw Filled 
is turned on while you're using the Curve cool or the Polygon 
LOOI, H yperCard draws a straight line connecting your scarring 
and ending points when you finish drawing; rhen ir fills the 
shape with the selected pattern. •:• 
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Drawing with 
different line widths 

t:.ing Lhc Curw 
LOOI wilh nraw 
Filled lurncd ufl 

Using 1he Cu1ve 
IOOI with nraw 
Fillc<l lurncd un 

HyperCar<l drJwi, 
this line. 

Figure 6-31 Crc:ning .1 fille<l, curved shapt· 

.___( ___,/ 

l sing lhl· Polygon 
mol with Draw 
Fil k·d turnt·d off 

Using the Polygon 
wul wilh Draw 
Filled tu1·nt·d on 

HyptrCard drnws 
1his lim·. 

Figure 6-32 CreaL1ng an .:ndo;,ed, 11llc<l polygon 

• 
•!• Filled shapes without borders: To draw a filled, borderless shape, 

turn on Draw Filled, then hold down the Option key while you 

draw rhe shape. •!• 

Before you draw a line or shape, you can select tlw thickness of tl1e 
line or the shape's border (unless you're using the Pencil, which 
draws in only one thickness) . Follow these seeps: 

1. Choose Line Size from the Options menu. • Or double-dick the Line rool on the lools palette. The Line Size 

dialog box appears. 
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2. To sdect a line thickness, click it: 

[ m, , ••• 11 

I A box appears around 
the selected line width. 

Figure 6-33 Line widths 

Click the line that reprc:.\ems the line 
width you want Aftei you dirk ,1 lme 
width, this dialog box disappt:ars. 

3. Draw the line or shape. 

Choose the tool for the line or shape from the Tools menu , then 
drag to draw the shape. (See "Drawing Lines and Shapes," earlier 
in chis chapter, if you wane more detailed instructions.) 

•!• A shortcut for selecting line widths: When the Power Keys option 
is turned on (and the Message box is hidden), you can rype a 
number from 1 co 8 co select a line width while any Paine cool is 
selected. ("Using Power Keys," later in chis chapter, explains the 
Power Keys option.) ,:, 

2 3 4 or 5 6 or 7 8_ Power keys 

I I I I I I Note: These power keys don't work when 
the Line Size dialog box is open. 

• Figure 6-34 Tht: pmwr kt·ys ror d1oosing line widths 

Drawing borders with To draw a shape with a patterned or colored border, follow these 
patterns and colors seeps: 

I. Choose the pattern or color you want from the Patterns menu. 

Or click iron the Parterns palette. 
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Moving a graphic 
around on a card 

or background 

2. Choose the tool for th e shape you want to draw. 

Any of the shape cools will work. 

3. Press and hold th e Option key while you draw th e shap e. 

See "Drawing Lines and Shapes," earlier in chis chapter, if you 
wane more detailed instructions. 

l[
UIIIWalDIIIIDDIIIWln 

mn,mu,mmnmmm,U (tf~) 
c::J ~~# 

Figure 6-35 Shape horders with pauerns and colors • 
+:· Fi/1,ed shapes without borders: If the Draw Filled option is turned 

on and you press the Option key while you draw a shape, you 
create a filled, borderless shape. •:• 

You can place a graphic wherever you like on a card or background. 
To reposition a graphic on a card or background, follow these seeps: 

1. Go to the card or background that has the graphic you want 

to move. • Pressing -B cakes you co the background layer. (When you're 
in the background layer, the word Background appears in rhe 
menu bar.) If you press 0 -B repeatedly, you move back and 
forth between the card layer and the background layer. 

2. Select the graphic. 

"Selecting ~1 Graphic," earlier in this chap ter, gives instructions . 

. 3. Positio n the point er over the selected graphi c so that it changes 
to the arrow point er. 
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4. Drag the selected graphic. 

· It> mow 1hc graphic scraiglH hori~omally or vertically, press and 
hold Shift while you drag. 

·!· Can't drag the graphic? If you chink you've selected a graphic 
bur you can't drag it, you might be trying to move a 
background graphic from the card layer. Press ' -B and 
try agajn. lf you still can't drag it, it's either a button or a 
field. (Chapters 4 and 5 explain how co move buttons 
and fields.) .:, 

.6. Impo rtant: After you reposition a background graphic, it's a good 
idea co look through the cards on which the graphic appears, co see 
how [he cards look. ~ 

Creating special 
graphic effects 

Drawing in multiple~ 

You can use the Paine tools in combination with one or more of 
the commands in the Options menu to create a variecy of special 
effects. This section shows examples of the effects you can create. 

You can draw multiple lines or shapes using the Draw Multip le 
option in the Options menu . 

~B/ 
»moo 
.:_'h O Q? 

A () a 

/ 
DD 
0 
(.) 

Draw Multiple 
worb wi1h 
lli..:,e wob . 

Figure 6-36 The 100Js you can use with 1hc Dr:iw Multiple option 
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Draw Multiple 
turned off 

Draw Multiple 
turned on 

Dmw Multiple 
and Draw Ccmc:rcd 

turned on 

·io draw multiple linc::s or shapes in a single scrokc, follow 
rhest: seeps: 

1. Choose Draw Multiple from the Options menu to turn it on. 

When Draw Multiple is nuned on, a check mark appears next 
co it in the Options menu. (Choosing Draw Multip le again 
rums it off.) 

2. Draw a line or shape. 

Choose the cool for the line or shape you want from the Tools 
menu, then drag to draw the shape. (See "Drawing Lines and 
Shapes," earlier in this chapter, if you wane more detailed 
inscrucrions.) 

Rounded 
I.inc 1001 lkn;inglr tool Rcrtanglt: wo l 01':11 tool 

lk gul.11 
Polygon tool 

~o oo o 
~~-~® 
/ JIIOmillJI ((«.§»] • ~ 

Figure 6-37 Drawing shapes with and without Draw Multiple 
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• 
Aligning graphics 

• 

To concrol the spacing between the multiple images, press the 
Option key in combinacion with a nwnb er from l to 9 before you 
drag. The higher the number you type, the farther apart the images 
will be. 

Option-3 Option-5 Option-7 Option-9 

Figure 6-38 Varying till' sparing lx:twt'('n imagL:s for LhL: lk1w MuhiplL: <>plt<m 

If the Power Keys option is turned on (and the Message box is 
hidden), you can press M to turn Draw Multiple on or off. (The 
Power Keys option is explained in "Using Power Keys," lacer in 
chis chapter.) 

You can use HyperCard's Grid option to help you line up graphic 

elements and position chem more precisely. To turn on the Grid 

option, choose it from the Options menu. (When Grid is turned 

on, a check mark appears next to ir in the menu. Choosing Grid 
again turns it off.) 

When Grid is turned on, the movement of the pointer is 
constrained to an invisible grid whose lines are 8 pixels apart 
(just under one-quarter of an inch). As you draw graphics with the 
Line tool and shape tools, or drag graphics to move chem around, 
they'll be aligned to this invisible grid. The grid also constrains 
the movement of the Selection tool as you select graphics and the 
movement of che I-beam as you cry co position the insertion point 
co cypc Paint text. 

Chapter 6: Working With Graphics 295 



296 

The Grid option is most helpful for aJigning graphics that were 
created wirh rhc Gr id opt ion turned on. If you create graphia. with 
Grid rurned off and then turn Grid on, HyperCard will have a 
difficult rime aligning the graphics because their sizes and positions 
won't conform co the grid's intervals. 

-'-- If the grid were visible, 
it would look like this. 
The graphics you 
rreate while tht' Grid 
option i~ turned on arc 
.11igne<l to the gnd . 

• 
Figure 6-39 Aligning graphics with the grid 

IT-ii 
~ 

/ 
DD 
0 

The Grid option 
works with thest 
tools. 

Figure 6-40 The tools affected by the Grid option • 
You can use Grid in combinat ion with ocher options in the Options 
menu to create a variety of effects, as shown in the next section, 
"Comb ining Options for Unique Effects." 

If the Power Keys opt ion is turned on (and the Message box is 
hidden), you can press G co rurn Grid o n or off. ("Using Power 
Keys," lacer in chis chaprcr, explains the Power Keys option.) 
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Combining options 
for unique effects 

You can create some interesting visual images when several option s 
in rhe Option s menu are rurned on ar rhc same time. And you c:rn 
add to che variety by holding down various modifier keys while you 
draw with different options turned on. Experiment with differenc 
combinations co see what happens. 

Regul:ir Polygon 
tool, Draw Filled 
turned on, Draw 
Mullipk 1umed on 

Line tool, :ihifl key 
pressed. Draw 
\htltiple turned on 

Oval tool, Shift key 
pressed, Grid ru med 
on, Draw Centered 
turned on, Dra~ 
MulLiplt.: turned on 

lkctanglc tool, Grid 
turned on, Draw 
Ccntt:rt.:c.l turncd on, 
Dr.111 ,\ lull,pk 
turned on 

Figure 6-41 Spt:dal ellecL~ 
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Oval tool, Grid turned 
on, Draw Centered 
turned on, Draw 
Multiple turned on 

Line tool. Grid 
turned on, Draw 
Muhiplc turned on 

29~ 
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Adding Paint text Paine text is cext you create with the Paint Text tool. Ir looks like 
rhe cexr you cype in fields, but you use the Paine tools co create, 
move, copy, and change Paint text, just as you would with any 
ocher graphic. 

Paine text is especially useful when you need co include text as part 
of :a picture-for ex.ample, as a picture ride or labels--or whenever 
you want text to behave more like a piccure than text. You can selea 
both a picture and Paint text at once with the same cool and use the 
same commands on them. And you can create special effects with 
Paint text by using commands in the Paint menu (for example, 
Invert or Trace Edges). To add Paine text co a card or background, 
follow these steps: 

1. Go co the card or background where you want the Paint text.. 
If you're not sure whether co put it in the card layer or the 
background layer, see "Adding Graphics co a Card or 
Background " ar the beginning of this chapter. 

2. Choose the Paint Text tool (A) from the Tools menu. 

The pointer changes co an I-beam (r). 

3. To select a font and style for the text, choose Text Style from 
the Edit menu, or press ··,-T. 

Or double-dick the Paint Text cool in the Tools palette. You see 
the Text Sryle dialog box. 

The preset format for Paint text is 8-point plain Shasron with a. 
line height of 9 points. 
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4. Choose from the options in the Text Style dialog box: 

Ch<.k lll sd crt the 
fom you want. 

Click to ~lcll ,1 fo111 sit.I:' 
( measured in points). 

Click to selen or deselen one < >r I I To use a fo1 H size noc 
more text styles. (Select nothing for rtt -,-0- i~~~e: Courier 1) [ OK D listed, type it here. Then, if 

plain text) The sample text :11 the D Italic Geneva rr:=:i"'I you want to adjust the 
honom of the dialog box shows D Underline He~ve~ico ~ height to the new type ,size, 
1he efft"ct nf the selected styles. D Outline Tilles pn.'ss Enter. (If you don't 

D Shadow Venice O press Enter, the line height 

• 

• 

Press ,ind hold the mouse 'i1i-:=:;;;::;;:;;:::;:' line Height: Lir-=rr--will remain the same). 
hunon here co ~ee a pop-up :=::::::::::: :._ __ :____:::=:s:,_ ____ .:::=:::_ f j 

111cnu for dux>s111g thv !be ouick brown fox j1111ps over the lozij dog. - -- --t-- _ This shows wh~l your 
:il1gn111c111 of f',111H lL'\I. I I text will look like 

This number derermmes the space 
between lines. Hypt"rCard sets this numlx:r 
auronwtically whc:n )•OU dick ont.! of the 
st,mdarc.l foni sizes, but you rnn change it. 

Figure 6-42 Selecting a font. ~1ylc, and size for Paint text 

The choices you make in this dialog box stay in effect for the 
Paint Text tool until you change them, or until you restart 
Hyperr-Card. (The preset format is restored when you restart 
H yperCard.) 

5. Click where you want to position the insertion point and begin 
typing. 

While you' re typing, you can press Delete co delete one character 
to the left of the insertion point. And you can press Recurn co 
start a new line of rexr. 
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As long as the insertion point is still blinking, you can change 
the font, style. an<l size of the text you're typing by choosing 
'I ext Style from the Edie menu and changing d1e settings in the 
Text Style diaJog box. All che cex:t you 've typed since you last 
did«.:d (or since you last pressed Enrcr) is changed to the new 
font, scyle, and size. 

Similarly, you can change the pattern or color of the texc you're 
typing by choosing a different one from the Parcerns menu. All 
the cexc you've typed since you lase dicked or pressed Encer is 
changed to the new 1unern or color. 

As. soon as you click anywhere, choose another tool, choose Keep 
from the Paint menu, switch inco or out of the background, or 
move to another card, the text becomes part of the picture-its • 
attributes become fixed. To change the text or its attributes, you 

have to erase it and start again. 

•!• Quick text pickup tip: To select Paine cext you've just finished 
typing, press ·,-S immediately, before you dick anywhere. •!• 

~ Im portant: You can't use the Find command co search for Paine 
cexr. To HyperCard, Paine text is just another graphic. If you chink 
chat you'll want to search lacer for what you're typing now, create a 
fidd and encer the text in the field using the Browse tool. (See 
Chapter 5 for instructions on entering field text.) ~ 

Turning field Lcxr 
irno Paint rcx1 

You can rum existing field text inco Paine cexr, if you decide chat • 
you'd like co make it pare of a picnue. Follow these seeps: 

1. Choose the Browse tool from the Tools menu. 

The pointer becomes an T-beam (I) when you move it over the 
field. (If you don't see the I-beam, consu lt "Where's the I-beam 

Pointer" in Chapter 5.) 
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2. D rag (with the I-beam) to select the field text you want 
co change. 

3. Choose Copy Text from the Edit menu , or press CJ-C. 

Or, if want to remove the text from the field, choose Cur Text 
from the EcLic menu, or press ,"""1_X 

4. C hoose any Paint tool from the Tools menu . 

5. G o to the card or background where you want the cext. 

If you're not sure whether co put ic in the card layer or the 
background layer, sec "Adding Graphics to a Card or 
Background" at the beginning of this chapter . 

6. C hoose Paste Text from th e Edit menu , or press 0 -V 

The copied text appears in the center of the card, surrounded by 
a moving dashed line: 

;his. "t"e-x"t" fios b_e_e_n_ cfiaii-ea -from-ff eT<f ieii 1nio -~afn"t" ieii." -: 
·---- ------ ----------B ---------------- ----------- --- -·~ 

To m<lvc the selected 
text, tlrng any pare of ii. 

You can change the shape of the selection I 
by pressing the - key and dragging from 
a corner. (The tcx1 wraps a1 the right 
border of the ,ck•nion. l 

Figure 6-43 Turning 11eld text imo P'Jim text 

While the text is still selected, you can format it by choosing Text 
Style from the Edie menu (or pressing · -T) and d1anging the 
settings in che Text Sryle dialog box. The rexr becomes part of the 
picture afcer you click outsid e the selected area. 
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When· elen1ents 
overlap 

Hyp erCard put s different kinds of elements in different layers, as 
shown in the following figure. Together, all chese layers make up the 
c u:d you see. 

Background r,ieture 
,.... . Ba(k!,'l'OUncl 

-········· i huuons :ind field5 

f jj ... J .. ::;;;;; C,,d ""'"" UmJ lruuoos 
1 :': f¥ ... ' ... : (~ .;::::_i l .... ·· ·····: and fields 
1 . ,,,. •. ,···· ! ~;.;r · .L-········· \ ..... Whal you set: 
··• 1,.·j"f i : ·: ,fa,.:;;.::~ / _j, ..•. :.;:.:;:, \ when you look 

JiQ.L.;·:;:.···· : /~ f. ..... · ·· ! ,:::,...-1 at the rnrd 

The backi~~:;~~ picture f l'vi':·:J" ~) .. · .! 1 

j ~ . 
is fixed in a layer by : .:, :.;···· ~ .. , ~ J ~ i 

itself- it's always :_... .... i i ... ~: n ... ~ :::-;:::. 
behind the background \ ··· ·· ) L-··" ··· ~~ l ~ ~ 
huuons and fidds and . ;,.,···.·· . ~ ~ 
all the card element~. rhe card p1c1urc 1s also ,,,. "" r, 0,..,........ 

fixed in a layer by l..f. \f...-
itself-i t's always 
behind the card buuons 
and fields, and in front 
of the background 
huttons and fields. 

fi gur e 6-44 1 lypcrCard\ l,1ycr~ 

• 
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Making a graphic opaque 
or transparent 

• 

As shown in Figure 6-44, the graphics in the card layer (referred co 
collectively as the card picture) are behind all the buttons an<l fields 
in the card layer, but they're in fronc of all the elements in the 
background layer. This means graphics in the card layer can obscure 
cht: background elcmt:nts, but d1cy can bt: obscured by the buttons 
and fields in the card layer. 

Graphics can also obscure one another. Graphics in the background 
layer (referred to coUectivdy as the background picture) can get lost 
behind graphics in the card layer, and a graphic chat you've created 
recently can cover graphics chat were drawn earlier in the same layer. 

When clements overlap so rhac some graphics obscure, or are 
obscured by, ocher elements, you can either rearrange the elements 
so they don't overlap, or you can make some of che elements 
transparent so you can see other elements through them. "Moving a 
Graphic Around on a Card or Background," earlier in this chapter, 
explains how to reposition graphics on che card or background. The 
next section explains how co make graphics opaque or transparent. 
(Chapters 4 and 5 give instructions for rearranging buttons and 
fields and making them opaque or transparent.) 

When you want to be able to see elements that are obscured by a 
graphic, you can make cl1e graphic transparent. Conversely, when 
you want to make a graphic more prominent, you can make it 
opaque. 

Follow these steps co make a graphic opaque or transparent: 

1. Select the graphi c. 

"Selecting a Graphic," earlier in this chapter, gives instructions. 
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2. Choose Transpar ent from the Paint menu to make any blank 
space or whi te pain t wid1in die graphi c tran spar ent. 

Or choose Opaque from the Paine menu to make the entire 

graphic opaque . 

I\ g 1;1plii< 

1,;l,:1111,;111 

. . madl· op:iqlll' and 
111< ,vi.:d m 1,;r a rolo 1 

Figure 6-45 Making a graphic opaque 

0 
A grnphic 
element .. . 

Figure 6-46 

. . . made tmnsparen1 
and moved over a color 

Making a gmphic u~111spare111 

• 

•!• Making the entire graphic transparent: If you want to make che 
entire graphic cransparem-i ndu ding blank space, white paint. 
and colors-hold down the Optio n key while you choose 
Transparent from chc Paint menu. (Note chac placing a 
transparent color over another color sometimes leads to 

unexpected results, such as black.) •!• 
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Changing 
the appearance 

of a graphic 

Magnifying a graphic 
for editing 

When you first create or paste a graphic, it's opaque-that is, ir 
covers the graphics beneath it. You can make the new graphic 
transparent by d1oosing Transparent immediately after you create it 
(before you click anywhere)-or, if you've pasted it, by choosing 
Transparent while it's still selected. Transparent will affect just rhe 
graphic you've created since the last tin1e you pressed the mouse 
burron if nothing else is selected. 

If rhe Power Keys option is turned on, you can also press O to make 
the selected graphic opaque, or T to make it transparent. ("Using 
Power Keys," later in chis chapter, explains the Power Keys option.) 

To identify which areas on a card or background are opaque and 
which are cra.nsparenc, hold down the Option key and press 0. The 
opaque areas will appear white and rhe transparent areas black Lrnril 
you release the keys. 

HyperCard includes many commands and options for changing the 
look of an existing graphic-including commands that let you edit 
a picture pixel by pixel and commands for flipping a graphic upside 
down or backward. This seccion describes all the ways you can 
modify graphics and Paint text. 

> See also: • "Using Power Keys" in chis chaprer 
• "Using Modifier Keys Wirh Paint Tools" in chis chaprer 
• "Double-Clicking Paint Tools, Pancrns, and Colors" in rhis 

chapter 

You can zoom in on a section of a picture to do dose-in finish 
work and edit your picture one dot (two pixels) at a rime. Follow 
thl'Sl' Sfl'ps: 

I . lf you want to work on a particular part of the picture , select 
that part of the picture. 

"Sdccting a Graphic," earlier in chis chapter, gives instructions. 
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2. Choo se FatBits from the Options menu. 

Or double-dick rhe Pencil on the Tools palette. (Or press 

Oprion-f) 

AJcernatively, you can zoom in on a particular part of the picture 
by choosing the Pencil and pressing the · key while you click 
on the part of the graphic you wane co edit. 

HypcrCard zooms in on the part of the graphic you've selected 
(or "">-clicked with the Pencil) and magnifies it. (If nothing is 
sdecced and you haven't ('I-clicked anything with the Pencil, 
HypcrCard ·woms in on the graphic you were just working with, 
or on che center of the card, if you weren't working on any 

graphics.) 

3. Edit th e graph ic. 

You can do~e this window by clkking its 
close box. (This doesn't turn off fatBits.J 

You c.,m move 
this window by 
dragging from 
here. 

• 

WIK·n 1hc l'encil i~ _ .___ 

This window 
displays an actual­
size vc:r~ion of the 
grt1phic. As you 
make changes to 
the magnified 
graphic, !his shows 

~eltt'led, you ran 
acid or remove a 
single pixel al a 

1inwju:,1 hy 
clicku1g. you how the • 

grdphic will 
.1m1ally look 

Figure 6-47 Editing a graphic wi1h FatBits lurned on 

You can use any of the Paine cools co modify the graphic-they 

all work at the magnified scale. 
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To see individual pixels, hold down the Caps Lock key. When 
the Caps Lock key is up, you see colors more accuracely; when 
it's down, you see derails more accurately and you can read Paine 
text, which otherwise is not legible when FacBics is turned on. 

If you want ro edit a different parr of the picture, press Option 
and drag the magnified graphic with che hand pointer (0) : 

A~ you drag 1hl· 
c:ar<l wiLh the 
hand poinh.:r, 
this window shows 
you the actual-size 
version of the part 
of the card you're 
looking at. 

Figure 6-48 Moving to a different section of I.he magnified picture 

4. When you're finished editing the graphic, turn offFatBits by 
choosing it again from the Options menu. 

You can also turn off FacBics by doing any of the following: 

• Click in the little window chat shows the actual-size version 
of the graphic. 

• Double-click the Pencil on the Tools palette. 

• Press Opcion-F. 

• With the Pencil .sdcctcd, -click on the magnified picture. 

• Choose the Browse cool (fl), the Button cool (o), or che 
Field rool (D) from the Tools menu. 
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Changing the size 
or a graph tr 

-1<, n.:.si·1.c a graphic, follow rhcse sreps: 

I. Select the graphi c. 

"Selecting a Graphic," earlier in this chapter, gives instructions. 

2. Press the ·, key whi le you d rag from a corn er or an edge of the 
selected graphi c to resize it: 

.----------

The original 
graphic '- - - - - - - - - ~ 

To resize it 
proporuona1cl>, 
press • -Shift and 
drag fr()m a corner. 

Figure 6-49 Resizing a graphic 

,. ------ - - -- ' 

:~: I I 
I ~ 
: II II I 

' I 
' I 
I I -----------· 

To make it wider, narrower, taller, or 
shorter, press - and drag from ;in edge. 

• 

•!• Can't dmg the graphic? If you chink you've selected a graphic 
but you can't drag it, you might be crying co resize a 
background graphic from the card layer. Press - -Band cry 
again. lf you scill can't drag ic, it's either a button or a field. 
(Chapters 4 and 5 explain how co move buttons and fields . • 
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Changing the p:lltern or 
color of a grarhic 

• 

• 

There arc duce ways to change the pattern or color or a graphic.:: 

• Use the Fill commanJ co fill the graphic with a different pattern 
or color. 

• Use the Bucker ro "pour" a different pattern or color into rhe 
graphic. 

• U\e the Pickup command LO give rhc graphic che same patterns 
anJ color!> a.:. another graphic on che card. 

Using the Fill command to change a graphic's pattern or color 

Using che Fill command is the mo st reliable way co change che 
pattern or color of an entire graphic. Follow chese steps: 

1. Select the graphic. 

"Selecting a Graphic," earlier in chis chapter, gives instructions. 

2. Choose the patt ern or color you want from the Pattern s menu. 

Or click it on che Patterns palette. 

3. Choose FiU from the Paint menu. 

The selected graphjc acquires che selected pattern or color . 

The original 1. Select the 2. Choose a pattern 
graphic graphic. or color. 

3. Choose Fill from 
the Paint menu. 

Figure 6-50 A!>signing a new pattern or color to :1 graphic 
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If you've just created a graphic dement and you haven't clicked 
anywhere, the Fill command works on the new element (that is, just 
the dement you've created since you last pressed the mouse burron) 
if you haven't sdected anything else. 

If rhe Power Keys option is turned on, you can press F instead of 
choosing Fill. ("Using Power Keys," later in chis d1apter, explains 
the Power Keys option.) 

Using Lhe UuckeL to change a graphic's pattern or color 

You can use the Bucket ro change rhe parrern or color of a graphic. 
However, chis technique works best when you want co fill a solid 
are.a of color with another color or a pattern. If you rry to use chis 
technique to fill a patterned area with another pattern or a color, ~ 
results will be unpredictable; the pattern might change in different 
ways than you expect, or you may be able to change only a few 
pixels at a time. 

6 Important: Use the Bucket co change a graphic's partern or 
color only if the graphic is a solid color or completely enclosed. 
Otherwise, paint might spill out and fill the surrounding area. 6. 

To change a graphic's parrern or color with the Bucket, follow these 
steps: 

1. Go to the card or background that contains the graphic. 

Pressing ·,-B takes you co the backgrow1d layer. (When you're 
in the background layer, the word Background appears in the 
menu bar.) If you press · -B repeatedly, you move back and 
forth hcrwecn rhc card layer and the h.1ckground layer. 

• 
2. Choose the pattern or color you want from the Patterns menu. 

Or click it on the Patterns palette. 
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3. Choose the Bucket( &) from the Tools menu. 

Or click icon chc Tools palette. The poi mer changes w che 
Bucket. 

4. Move the Bucket so that the tip of the stream pouring from it 
is within the graphic, then click: 

6 
This i!. 111<: r:111 of lhc _y. 

lluckt'I th:ll clispcn~cs p:1i111. 

Figure 6-51 Positioning the I3ucket to fill a graphic 

If pai nc spills out inco the surrounding area, immediately choose 
Undo from che Edit menu, or press 0 -Z, Tilde, Esc, or Delete. 

Using the Pickup command to change a graphic's pattern or color 

To give a graphic the same patterns and colors as another graphic on 
the card, follow these steps: 

1. Select the graphic. 

"Sdecting a Graphic," earlier in chis chapter, gives inscructions . 

2. Drag the selected graphic to the part of the ca.rd that has the 
pattern or color you want to give the graphic. 

See Figure 6-52. 
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.3. Whil e the graphic is still sclcctt:d , choose Pickup from u,c 
Paint menu. 

The selected graphic picks up the image of whatevti" Paine image 
is behind ir in the same layer, including any areas char are blank, 
with no paint. 

Leave the graphic selected. Dontclick oucside the selection. 

4. Drag the selected graphic away. 

I. ~tk-c1 the graphi, 
I 11.S edge~ will 
~himmer). 

• 

2. Move thl" .,l·k-ctnl 
gra flh iC OVt'J" th<: 
pattern you wa111 
to give it. 

;i. Chlx>.Sl' Pickup 
from tilt' Pai111 
menu. 

1. Drag 1hc gmphK 
:IW:I) '. 

~• • 

Figure 6-52 Using the Pickup command to change a graphic's pattern 

•:• !fit doesn't work: If you've selected a graphic in the card layer • 
and it doesn't acquire the pattern that's behind it when you 
choose Pickup (or if it disappears) , the pattern is probably in the 
background layer. A graphic can only pick up a pattern chat's in 
the same layer. If there's no pattern behind the graphic in rhe 
same layer, che graphic rurns white. ,:. 
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Inverting a graphic 

• 

• 

J f the Power Keys option is rurned on, you can press P instead of 
choosing Pickup. ("Using Power Keys," 1::irer in rhis chapter, 
explains the Power Keys option.) 

To reverse the colors of a graphic so that they become the inverse 
video of the original colors- chat is, so chat black becomes white, 
white becomes black, red becomes green, green becomes red, and 
so on-follow these steps: 

1. Select the graphic. 

"Selecting a Graphic," earlier in chis chapter, gives instru ctions . 

2. Choose Invert from the Paint menu . 

~1~1~11:1~1~1~1~1~1~1~1~1~1~1~1~1~1~:1 . 
, I 
, I 
, 1 
, I 
, I 
, I 
, I 

i1ir.1 r. 1r.1 r. 1r.,r. 1r.1 r. ,r. 1r. 1r.,r. 1 r.1 r.1 r.,r.,, ri I 

I 'll-kc1 1he graphic 

Figure 6-5} l111vn1ng a graplli< 

1. Choose lnven from L11e Paint memt. 

If you've just created a graphic element and you haven't clicked 
anywhere, the Invert command works on the new element (that is, 
just the element you've created since you lase pressed the mouse 
button) if you haven't selected anything else. 

lf the Power Keys option is turned on, you can press l instead of 
choosing I nvcrr. ("Using Power Keys," later in rhis chnprer explains 
rhc Power Keys optio n.) 
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Outlining ~I graphic · lo oucline a graphic, follow d1cse seeps: 

1. Select me graphic. 

"Selecting a Graphic," earlier in this d1apter, gives instructions. 

2. Choose Trace Edges from me Paint menu. 

An outline appears around the pares of the selected graphic char 
were originally a solid color. Each time you choose Trace Edges, 
another outline is added. 

•:• Note: If the graphic is mostly a solid color, the solid areas 
rum white except for their edges. Each subsequem rime 
you choose Trace Edges, an outline is added around each 

solid edge. •:• • 

e 
The original 
graphic 

Trace Edges 
once 

TrJCe Edges 
twice 

Fibrurc 6-54 Repc:ucd use of the Trace Edges w 111111:111d 

Trace Edges 
1hrec times 

If you've jusr created a graphic element and you haven't clicked 
anywhere, the Trace Edges command works on the new element • 
(chat is, just the element you've created since you last pressed the 
1nouse button) if you haven't selected anything else. 

If the Power Keys opt ion is turn ed on, you can press E instead of 
choosing Trace Edges. Pres.5ing and holding E keeps adding 
ouilines. ("Using Power Keys," later in this chapter, explains the 
Power Keys option.) 
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Rotating a graphic 90° To rotate a graphic 90°, follow these steps: 

l. Select the graphic. 

"Seleccing a Graphic," earlier in chis chapter, gives instructions. 

2. Choose Rotate Left from the Paint menu to rotate the selected 
graphic 90° to the left, or choose Rotate Right to rotate it 90° 
to the right . 

Figure 6-55 Rotating a graphic to the left 90° 

figure 6-56 [{mating a gr.1ph1c lO the right 90° 

Clwptc.:r 6: \Xiorking With Grnphit'S 



Flipping a graphic 
vertically or horizontally 

II" you've just created a graphic dcmcnt and you havcn'r dicked 
m~ywhere, rhe Rotate Lefr and Rotate Righr commands work on the 
new element (char is, just the element you've created since you last 

pressed the mouse button) if you haven't selected anything else. 

If the Power Keys opt ion is turned on, you can press ( (the left 
bracket key) instead of choosing Rota te Left, or] (the right bracket 
key) instead of choosing Rotate Right. If you press and hold one of 
these power keys, the graphic keeps rotating . ("Using Power Keys," 
lacer in chis chapter, explains the Power Keys option .) 

1o flip a graphic vertically or horiwnrally, follow these steps: 

l. Select the graphic. 

"Selecting a Graphic," earlier in chis chapter, gives instructions. 

2. Choose Flip Vertical from the Paint menu co llip the selected 
graphic vertically, or choose Flip Horizontal co flip it 
horiwntally. 
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Figure 6-57 Flipping a gr:1phic v<.:nic1lly 

Figure 6-58 Flipping a graphic horizontally 

J f you've just created a graphic element and you haven't clicked 
,mywherc, che Flip Verrical and Flip Horizontal commands work on 
the new element (that is, just the elemenr you've created since you 
hl!,t pres~eJ the mouse button) if you haven't selected anything else. 

If rhe Power Keys option is turned on, you can cype V instead of 
choosing Flip Vertical, or rype H instead of choosing Flip 
Hofr.wncal. If you press and hold one of these power keys, rhe 
graphic keeps flipping. ("Using Power Keys," later in chis chapter, 
explains the Power Keys option.) 
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Working with 
Paint tools when 

memory is low 

Tf your com purer has close ro the minimum amounr of memory 
you need ro run HyperCard, you may find rhat HyperCard's 
Pa.inc cools sometimes behave <lifferencly rhan you expecr. (lf you're 
nor sure how much memory is installed in your computer, see 
"Checking Your Computer's Memory" in Chapter I.) This is most 
likely ro happen if your computer is pare of an AppleShare network. 
When you're using any of the Paint tools, the foJJowing sympcoms 
indicate chat HyperCard is running our of memory: 

• Fields and bucrons in rhe card layer disappear when you're using 
rhe Painr rools in the card layer. 

• Fields and buttons in the background layer disappear when 
you're using the Paine cools in the background layer. 

• You can't choose Undo from the Edie menu co undo any action' 
that involve selecting a graphic 6rsr, such as filling, rotating, or 
moving ic. (Undo srill works for other actions, such as drawing a 
line or shape.) 

• When you add or alter paint on a card or background and then 
choose Keep from the Paine menu, switch co a different layer, go 
co another card or background, or choose one of the General 
tools, the changes you made disappear and the message "Failed 

. " to save new picture appears. 

HyperCard's use of memory depends on many factors, including 
the nun1ber of desk accessories you have installed in your system, 
rhe nerwork sofrware you're using , and me complexity of rhe card 
or stack you're currendy working wicl1. The symptoms listed above 
may nor occur consistently, since rhe roc:il amount of memory 
available for HypcrCard 's use can vary from momcnr ro momenc. 
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Using power keys 

• 

The besr way co avoid low-memory condirions and to improve , 
HyperCard's speed and general performance is to install additional 
RAM in your computer. However, it may help to remove some of 
the desk accessories you have installed in your system; avoid using 
a RAM disk; and lower the RAM cache co 32K (or, if all else fails, 
to OK). 

If you can't obtain addicional memory and you still want co use che 
l'ai11( tools, you can usually work around low-memory condiciom 
hy l<)llowing 1hcsc guiddin<.~'>: 

• Work slowly and carefully. Remember that you can't choose 
Undo co undo individual actions char first involve selecting a 
graphic . 

• If you need co correct a mistake, use the Revert command. 
Choosi11g Reven from che Paint menu resrores the version of the 
graphics you had on the current card or background before you 
last saved chem (by using the Keep command, leaving che card, 
or switching co or from the background layer.) 

),,- See also: • "HyperCard and Your Compucer's Memory" in Chapter I 
• "Reverting co the Lase Version of a Graphic" in chis chapter 

The Power Keys option lees you use specific keys on the keyboard to 

modify the selected graph ic or turn options on and off.-pressing a 
single key does the work of choosing a menu command. 

To turn on the Power Keys option, click the Power Keys check box 
on rhe User Preferences card in the Home stack. (The Power Keys 
option is available ar the Painting level and higher user levels.) You 
can also turn on Power Keys by choosing it from the Options 
menu, which is visible whenever a Paint tool is selected. 
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When Power Keys is tllml'd on, :1 cl1n-k mark :1ppl';1rs IK'Xt In it in 

the menu. To rum off Power Keys, choose it again. You'll find 
examples of the use of the power keys in earlier sections of this 
chap ter. All the power keys and their effects are shown in the 
following table: 

Co mmand Power key Menu 

111:tl'k pattern ll Pattern., 

I lr.iw Cenierl'd <nn'olT> C Option~ 

DrJw Muhiple (nn/oft) M Options 

Fill F l~tilll 

Flip Horizoncal H Paint 

Flip Veni<.:al V P·.tinl • (; ricl ( nnmffl G Option~ 

lllVl'rl l':1int 

Line Size 1-'I, 6. 8* Options 

Opaque 0 Paint 

Pickup p Paint 

lkve n R Paint 

RotaLC Left l Paint 

Rotate Right Paint 

St•il'rl s !'aim 

'ielt'tl All A !'aim 

'Ir.ire Etlge, £ Pamr 

'lbnsp: 1rl'nl T Paint 

White pattern \YI Patterns • 
'J>rt·:,., these kty., to chU<tse thinnt:rorthic:ker Lim: widths. 

•:· Note: When you' re using rhe P:iinr Tcxr rool, rhc power keys an: 
temporarily disabled. •!• 
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lJsing n1odifter keys 
\Vith 1\iint tools 

• 

• 

'luol 

!iclccllon 

Line 

Eraser 

Pencil 

Rcc.:tangk 

Curve 

Brush 

Hou ntleJ lkd.111gk 

Polygon 

WhL·n you hold down modifr(:r k(,'ys-C:ommand, Shif t, or 
( )prion -w hik you dr;tg wirh dilfrren1 Painr 100k yo11 airer 

che;: effects of some of che cools, as shown in che following cable. 

Sdl'l't lightly 

Shift 

Move sckt:lion horizonwlly or 
l'l' t1k;tlly' 

Option 

Sck:c1 likl' L.1s.-.o 

I luplir:lll' ~l'il'< lion· 

i.t,,-i I ,tii ,1(1j;11 l'll l 

dc,1' c,I lhl' same 
I I >J(J(' , I, (ill' dC>l 
I <1ll I lid, 

Dr.nv in while 

En1er/ leim: Fal Bils 

Rcposilion 
rcctan,glc 

Nodfcct 

Era~e who1 you 
paint over 

1'1.1,c ~ 11:11 you 

,pra} mer 

lkp1i,i11on 
rl'll,111:glc 

Nndkr1 

Reposition oval 

l<cpc >"It' ,n p11l1'gu11 

Move ,e ll'( lion horizon1:1lly or 

1enically4 

l)r;1w :II 15° :111glc.\ 

Erase s1raigh1 horizontally or ve11ically 

Draw straight horizontally or vcrticall)' 

Draw :in approximate square 
(equal number of pixels on each side) 

No effect 

Paint straight horizontally or venically 

'>p1.1y ,11:11ghl horiLonlally or ll'l'IIL:tli) 

l)r.1w an approxima1e rounded ,quare 
<equal numht'r of pixcb on each sidt:) 

l)r:111 :ll l'i 0 :1nglcs 

Draw ;in approximate circle 
t equal 11tnnh1:r of pba.:b 
h'rlir:il ly :ind hnrizon1:11ly) 

l<otalt· 111 I 'l" till fl'll lt.:111~ 

No dTc:c1 

No effect 

No effec1 

Pauerned border 

Patternt'd border 

No effec1 

l'atlerned hmc.ler 

l'atierncd border 

• 1'11,·-... dku, <>ffllr onl) \\'hen you dr.tg .1 ,dcucu oh1cc1 or grJph,c \\'1th 1hc wol 
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Dbuble-clicking 
Paint tools, patterns, 

and colors 

You can double -click ccrrnin Paint tools on the Tools palette (and 
patterns on the Patterns palette) as a shortcut for choosing menu 
commands. The following table shows the effecrs of double-clicking 
Paint cools and the colors and patterns in rhe Patterns palette. 

Dou ble-dick ... To do this 

Any pattern Bring up Edie Pan:ern dialog box 

Any solid color Bring up Colors dialog box for 
current card/background 

Brush Bring up Brush Shape dialog box 

Rucker Hide/show Parrcrns menu 

Curve cool Turn on/off Draw Filled option 

Eraser Erase encire picture • Lasso Lasso every element on current 
card/background 

Line tool Bring up Line Size dialog box 

Ova l cool Turn on/off Draw Filled option 

Painr Text cool Bring up Text Sryle dialog box 

Pencil Turn on/off FatBirs 

Polygon cool Turn on/off Draw Filled option 

Regular Polygon cool Bring up Polygon Sides dialog box 

Rectangle cool Turn on/off Draw Filled option 

Rounded Rectangle cool Turn on/off Draw Filled oprion • Selection cool Select entire picrure 
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Saving the graphics 
on a card 

' · ·· · or l!>ackground 

• 

Reve1ting to the last 
version of a graphic 

• 

Wl1ik· you 're worki11g 1111 di.: gr;1plii1..~ 1111 .1 p;1rti1..·1d.11 1...1rd or 
background, the changes you make: 10 rhc: graphics arc smred in a 
Lcn1porary locarion-chcy're not automarica.lJy saved on your disk, 
as are your ocher changes. (HyperCard assumes chat you might 
decide co throw away your graphics changes, so it doesn't save 
chem automatically along with everything else. This gives you the 
freedom co experiment with the Paint tools and then gee back your 
original graphics.) 

To save all rhe graphics on the current card or background, choose 
l<n:p fi·om 1he l'ainl menu (or prc5-4, -K). 

There are rwo ocher ways to save a.11 the graphics on the current card 
or background: 

• Swiech to or from che background layer by pressing ,_1-B. 

• Go to another card. 

When you leave the card or switch to or from che background 
layer, H yperCard saves the graphics on che card or background 
you're leaving. 

While you're working wirh graphics, you can gee back rhe lasr saved 
version of che graphics on the current card or background by 
choosing Revere from che Paint menu. Choosing Revere restores che 
version of the graphics you had on che current card or background 
before you last saved chem (by using che Keep command, leaving 
che card, or switching to or from che background layer, as explained 
in the preceding section, "Saving che Graphics on a Card or 
Background"). 

•:• Revert is different fi·om Undo: Revere undoes a.11 che changes 
you've made co the graphics on che current card or background 
since chey were lasr saved, whereas Undo undoes only che most 
recenr unsaved change. ,:, 
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Copying a graphic 

Copying a graphic 
on the same card 

You cm also restore a portion of the last save<l version of thc piCLun.: 
on the current card or background by selecting the parr you want to 
res core and choosing Revert. (" Seleccing a Graphic," earlier in th is 
chapter, includes instructions for selecting part of a picture .) 

The Revert command is most useful when you're creating graphics 
in stages. Once you complete a stage and it's just the way you want 
ir, you can "freeze" ir wirh rhe Keep command. Then you can begin 
work on the next :.rage, confident char your lase stage is saved and 
rhac you can scare over from that point , if necessary. 

If the Power Keys option is turned on (and the Message box is 
hidden), you can press R instead of choosing Revert. ("Using Power 
Keys," earlier in this chapter, explains the Power Keys option.) 

This section explains how to dupljcate a graphic on rhe same card 
and how to copy a graphic ro another card, background, or stack. 

• 
To make a copy of a graphic on the same card or background, 
follow these seeps: 

1. Go to the card or background that has the grapruc you want 

to dupli cate. 

Pressing 1 •1-B rakes you co the background layer. (When you're 
in rhe background layer, the word Background appears in the 
menu bar.) If you press (<-B repeatedly, you move back and • 
forth berween the card layer and the background layer. If you 
don't see the graphic you want co copy while you're in the 
background layer, the graphic is in the card layer. 
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Copying a graphic 
to another card or 

background 

2. Selecc d1e graphic. 

"Selecting a Graphic," earlier in chis chapter, gives instructions. 

3. Position the point er over the selected graphic so that it 
becomes the arrow pointer. 

4. Press and hold the Option key while you drag the selected 
graphic. 

As you Jrag, you crcare an exact duplicarc of rhe graphic. To 
move rhe copy srraighr horizontally or verrically, press and hold 
Sliifi: while you drag. 

•:• Can't drag the graphic? If you chink you've selected a graphic 
bur you can'r drag ir, you might be crying ro duplicate a 
backgrow1d graphic from the card layer. Press - -Band 
rry again. If you still can't drag ir, it's either a button or a 
field. (Chapters 4 and 5 explain how co move buttons and 
fields.) •:• 

To copy a graphic co a different card or background, follow 
these seeps: 

1. Go co the card or background that has the graphic you wane 
to copy. 

Pressing - -B takes you co the background layer. (When you're 
in rhe background layer, the word Bnckgroundappcars in rhe 
menu bar.) If you press u-B repeatedly, you move back and 
forth between the card layer and the background layer. If you 
don't see the graphic you wane while you're in the background 
layer, the graphic is in the card layer. 

2. Select the graphic. 

"Selecting a Graphic," earlier in this chapter, gives instructions. 
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3. Cho ose Copy Picture &om the Edit menu, or press -C. 

· fhis puts a copy of the selected graphic on the Clipboard. 

4. Go to the card or background where you want to put the 

graphic. 

Use rhe arrow keys, the Go palette, or commands in the Go 
menu co navigate berween cards while the Selection cool or the 

L,sso is selected. 

If you're nor sure whether t0 put che graphic in che card layer 
or the background layer, see "Adding Graphics to a Card or 
Background" at the beginning of this chapter. 

5. Choose Paste Picture from the Edit menu, or press C-V. • 

This cakes a copy of the graphic that's on the Clipboard, puts it 
on the current card or background, and sdeccs it. 

The graphic is pasted in che same position ic was copied from. If 
there's a bucton or field in the same locacion, che pasted graphic 
will be hidden behind ic (as explained in "When Elements 
Overlap," earlier in this chapte r). You might have to move the 

butt0n or field to see the graphic. 

6. l f you want to reposition the graphic, drag it to where you 
want it while it's still selected. 

The graphic becomes opaque after you paste it. If you want co be 
able co see through the graphic to the elements behind it, select it • 
and choose Transparent from the Paine menu. 

~ Imp ortan t: The most common mistake in copying a graphic is 
purring it in the card layer when you wane ic in the background 
layer. (To find our whether the graphic is in the background layer, 
press ,· -B to see just the background elements.) lf you put a graphic 
in the card layer by mistake, see the next section, "Moving a 
Graphic from the Card co the Background." 6 

Chapter 6: \Vorkmg \\:111.h Graphic, 



• 

• 

Moving a graphic 
from the card to 
tlie background 

lc's easy co pur a graphic in the card layer by mistake when you 
intend to pur ir in rhe background. lf this happens, you can move 
che graphic from the card layer to the bad<ground layer (of the same 
card) by following these steps: 

I. Go to the card that has the graphic you want to move. 

You muse be in the card layer co move a card graphic. (If you see 
rhe word BfflJgmundin the menu bar, you're in rhe background 
layer. Press l ·s-B to go to the card layer.) 

2. Select the graphic. 

"Selecting a Graphic," earlier in this chapter, gives inscruccions. 

3. C hoose Cut Pictur e from th e Edit menu, or press - -X . 

This removes the graphic from the card and puts it on the 
Clipboard. 

4. Go to the backgroun d layer. 

Choose Background from che Edit menu , or press - -B. 

5. C hoose Paste Picture from the Edit menu , or press • -V. 

This cakes a copy of the graphic that's on the Clipboard, puts it 
in the current background, and selects ir. 

The graphic is pasted in the same position it was copied from. If 
there's a button or field in the same location on the background 
layer, che pasted graphic wiU be hidd en behind it (as explained in 
"When Elements Overlap," earlier in chis chapter). You mighc 
have to move the burcon or field to see the graphic. 

6. If you want co reposition the graphi c, drag it to where you 
want it whi le it's still selected. 
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Moving a graphic 
·to another card 
or background 

' fo move a graphic to a different card or background, follow 
rhcsc steps: 

J . Go to the card or background that has the graphic you wane 

to move. 

Pressing -B cakes you co the background layer. (When you're 
in the background layer, rhe word Background appears in the 
menu bar.) If you press 1 ' -B repeatedly, you move hack :ind 
forth berwecn the card layer and the background layer. If you 
don't see the graphic you want while you're in rhe background 
layer, the graphic is in the card layer. 

2. Select the graphic. 

"Selecting a Graphic," earlier in this d1apccr, gives instructions .• 

3. Cho ose Cut Picrur e from the Edit menu , or pr ess ··-x. 
This removes the graphic from the card and pucs it on the 
Clipboard. 

4. Go to th e card or backgro und wh ere you wan t to pu t the 
grap hic. 

Use the arrow keys, the Go palette, or commands in the Go 
menu to navigate between cards while the Selecrion cool or the 
Lasso is selected. 

If you' re not sure whether to put the graphic in the card layer 
or the background layer, see "Adding Graphics to a Card or 
Background" at the beginning of this chapter. • 

5. Choose Paste Pictur e from the Edit menu , or press - -V. 

This cakes a copy of the graphic that's on the Clipboard, puts it 
on the current card or backgrou nd, and sdeccs ic. 
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The graphic is pasted in rhe same position it was copied from. If 
rhere's a burcon or Freid in the same location, the pasted graphic 
will be hidden behind ic (as explained in "When Elements 
Overlap," earlier in this chapter). You might have to move the 
button or field co see the graphic. 

6. If you want to reposition the graphic, drag it to where you 
want it while it 's still selected. 

The graphic becomes opaque after you paste ir. If you wanr to be 
able ro see ch rough the graphic co che elements behind it, select it 
and choose Transparent from the Paint menu. 

~ Important: The most common mistake in moving a graphic is 
putting it in the card layer when you wane it in the background 
layer. (To find our whether the graphic is in che background layer, 
press · -B co see just the background elements.) If you pur a graphic 
in the card layer by mistake, see "Moving a Graphic from the Card 
to the Background," earlier in this chapter. 6 

Importing a graphic There are many produces you can use to create picrure.., that are 
compauble with the Apple Preforred file format. Some produces lee 
you create pictures in chis standard Apple JIGS format from scratch; 
ochers let you digitize images using a scanner attached directly to 

your Apple Iles. However you create ir, you can bring any picrure 
in the Apple Preferred File Format into HyperCard by following 
these seeps: • 
1. Make sw·e you have one of the Paint tools selected. 

2. Choose Import Paint from the File menu. 

A d irecrory dialog box appears. 
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Exporting a 
snapshot of a card 

or background 

J. Use t.hc Jir ccwry dialog box co locale .ui<l open the file 
containing the pictur e you want to import. 

HyperCard pastes the imported picture onro the current card or 
background, starting with the upper-left corner of the imported 
picture. 

•:• Preparing to import a picture: Before you import a picrme , 
make sure che parr of the picturc you wane co pasre is in che 
document's upp er-left corner; or make sure che picrure is small 
enough co fie on a HyperCard card, including any blank space 
that's in the upper-left corner of the picture. •:• 

Once you've imported a picture, you can work with it just as if 
you'd created it in HyperCard. • 

When you import a picture into Hyper Card, you also import the 
color sec used by the original document. The imported color ser 
becomes the sixth color set in the Colors dialog box for the currenr 
card (or the current background, if you're working in the 

background layer). 

~ See also: • "I rnporcing a New Color Ser for a Card or Background" in 
rhis chapter 

You can cake a snapshot of the cur rent card or background and save 
it as a document in the Apple Preferred File Format by using the • 
Export Paint command in the File menu. (This command is 
available on ly when a Paine cool is selected.) Follow these seeps: 

I . Choose Export Paint &om the File menu. 

A direcco1y dialog box for saving a file appears. 

2. Use the directory dialo g box to specify where you wane the 
Apple Prefer red File Format do cument saved and type a nam e 
for the file. 

3. C lickOK 
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• 
Creating a miniature 

picture of a card 

• 

Export Paint creates a document in che Apple Preferred File Format 
rhar conrairn, rhc image of rhc current card and background (and all 

their elements) and saves it on a disk under the name you give ir. 
The image of the full-sized card gees saved, even if you're using 
FarBirs. 

If you're in the background layer, HyperCard saves only the image 
of the background. 

l lypcrCard exports only a picture of the card and background 
information. The saved piccure has none of the functional attributes 
of the card-for example, the scripts aren't saved with the picrure. ff 
you have a palette, the Message box, or the FatBits window open on 
che screen, their images aren't included with the exported picture . 

You can create a miniature picture of a card, like the min iatu res you 
see when you choose Recent from the Go menu. Follow these steps: 

l. Go to the card you want a miniatur e picture of. 

2. Cho ose Copy Ca.rd from the Edit menu. 

3. Go to the card or background where you wan t to pu t the 
rninia tuce picture. 

4. Press and hold the Shift key while you choo se Paste Card from 
th e Edit menu . 

0 r press • -Shifr-V. 

Thc.: miniature appears selected in rhe cenct:r of the card window. 

Nore that this is just a picrUJe of a card-none of the normal card 
attributes or scripts from the original card are pasted with the 
mmtature. 
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Deleting a graphic ·10 delete a graphic, you can use any of the following cechniques: 

• To Jdctc a new graphic just after you add ir (hefore you did< 
anywhere else), press the Delete key or choose Clear Picture 
from che Edie menu. This is not reversible; you can'r bring back 
a graphic that was deleted immediately after ir wa.s added. 

• To delete any graphic, first select ir (by using one of the 
techniques described in "Selecting a Graphic," earlier in chis 
chapter). Then press the Delete key or choose Clear Picrure 
from the Edit menu. If you delere a selected graphic by mistake, 
you ca_n bring it back by immediately choosing Undo from the 
Edie menu or pressing \ ·1-z, Tilde, Esc, or Delete. 

• To erase any graphic, choose the Eraser (u) from the Tools • 
menu and drag over the graphic. (To erase a background 
graphic, you must be working in the background layer. To erase 
a card graphic, you have co be in the card layer.) To erase in a 
straight horiwmal or vertical line, press Shift while you drag. To 
erase in white paint, press the key while you drag. 

•:• The background revealed: If you see a picture appearing under 
the Eraser as you drag ic over a card picture, you're exposing a 
pare of the background that was covered by an opaque card 
picture. If you don't wam rhe background elements co show, 
you can cover them by pressing the · , key as you drag with 
the Eraser. (This "erases" with white paint.) Of course, you 
can go co the background layer and delete the elements, but 
11rst check to make sure they aren't needed on the other card. 
char share rhe background. •:-

• lo erase the entire picrurc on the current card or background, 
double-dick the Eraser on the Tools palette. This wipes ouc 
the picture on the current card or backgrow1d, then seleccs the 
cool you were using just before you double-clicked the Eraser. 
This technique is useful for deaning up your screen after you've 
been experimenting with rhe Paine tools. (If you double-dick 
the Eraser by accidenc, cl,oose Undo from the Edit menu 
immediately , or press -Z, Tilde, or Esc.) 
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Chapter7 

Printing 

1: is chapter explains how ro print the information in a srack. You 
can prinr a single card, a range of cards, an entire srack, or a report 
that displays the contents of specific backgrOLmd fields. You can also 
create different cemplaces for a srack and export templates from one 
stack co another. 

If you're familiar wich Hyper Talk, you have even more printing 
options - for example, you can print the contents of a specific field 
or a documt:m from anothc.:r application. The.: Hypc.:r·falk I lelp 
5tack describes these options. (They aren't covered in this chapter. ) 

To do all the tasks in this chaprer, you musr have your LLSer level ser 
at lease co Authoring. However, you can print cards, stacks, and 
reporrs no matte r what your user level is ser co, as long as you don'r 
need ro creare or change any templates. (For instructions on serting 
your user level, see "User Levels and Options'' in Chapter I.) 
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Preparing to print lklorc printing with Hypt:rCarJ, you must hav<.: rh<.: appropriate 
printer driver for your printer in the D rivers folder, which in turn 
must be in your System folder when you srarr your com purer. You 
musr also make sure your printer pore and driver are co rrecrly 
co nfigured in the Control Panel desk accesso1y. The documencarion 
char came with your computer describes how co install printer 

drivers and how co use che Co nu·ol Panel. 

Once you have the appropriate primer driver installed and the 
printer selected, you can give HyperCard information about your 
pap er and printing preferences before you print by using che Page 

Setup command. 

•:• Note: You don 't need co use the Page Serup command each 
cin1e you prinr. lf the settings in the Page Setup dialog box • 
reflect your paper size and printing preferences, you don't need 
co use the Page Setup command w,til you wane co change 

the sercing-s. •:• 

To change the secrings in the Page Setup dialog box, follow these 

steps: 

l. Mak e sure you have on e of the General tools selected. 

The nrows e mol {-I½), che Burton cool (o), or the Field cool (D) 

will work. 

2. Choo se Page Set up &om the File men u. 

• 1 ·he Page Setup dialog box appears. The options in this dialog 
box vary, depending on the kind of printer and the version of . 

system software you have. 
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3. Select the options you want in the Page Setup diaJog box: 

Lastrliriur v3.0 

Paper: @us Letter O A4 LHter -,t---tt-- Click the option chat descrihcs 
. 0 us Lesa I ~ BSL~t~er the size of your paper. 

Prine horizontally Onentat1an: Vertical Smnu:_ 

p · . II II !1~~ @Homal rmt vcrlK~I y. _ _ .irm• ., 0 Interaediote ~ _ These option~ hare no l'ffect 
This ii. a l1ne-1uning opLi~n th:11 c.111 , - • Otondensed _ II on the way HyperCard prinLS. 

make some 1ext and h11-111:1r1wd Printer Effects: Red r ~ .
1
. 

1 . uce O ff!!ll }'IX' a pe1n·n1:1gl' ll'rl' (() graphll., hH1k hl'lll'I -- 181S11100thin9? Enlarge: ' •tl , • I· ;, I · , 
II (glf ant Substitution? re uce or en c1rge t 1e en11n: 

~elect chis opuon to sub~11tu1e Time, _ID ~ tfoiF'll image on e-Jch page. 
tor Nl'W )hrk , I ldl't'lil~I for (;l'lll 'Va. once ~ 

• 

• 

Counl'I l<ir Monaru, and .i speli:d 
form ot Helvctica for Shaston. 

I1109eWr i ter /Printer v4.0 

Select this option to make the 
P T • I us L 8 S"xll" ~- ,_ Press and hold the mouse 
aper ype. euer ...... · button here to see the 

top margin of your princout as Reduction: I Ful I Size 
small as possible. - tt- ----.. 

Paper Type pop-up menu. 
Drng to choose the option 
that describes the size of 
your paper 11 Hei$ht : 0 Ho Vertical Gaps 

This option has no effect on - ;;--- - DVerticol Condense 
the way HyperCard prims. 

Orientation: r----- ---. -:-- Print horizontally 

""" """·'"' 1rlm Jgj @iiiiD 
[ OK )) 

Figure 7-1 Selecting options in the Page Setup dialog box 

4. Click.OK 

The options you sdect in the Page Setup dialog box are saved 
with the current scack (unless rhe srack is locked) . They're in 
effect when you print the stack (or any pare of it) using the 
Print command. 
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•:• Jfthe st11ck is Locked· Cha nges you make in rhc Page Setup 
dialog box for a locked stack wiU nor be saved after you leave 
the srack, and may not remain in effect for rhe entire rime 

you're working in the stack. •:• 

You can change the Page Setup settings at any time by repeating this 

procedure. 

Printing a single card To print a single card in a Stack, follow these steps: 

Printing the cards 
in a stack 

1. Go to the card you wan t co print. 

2. Make sure you have one of the Gen eral tools selected. • 

The Browse tool (f-i), the Button rool (o), or the Field cool (0) 

will work. 

3. Choose Prin t Car d from th e File m enu, or pr ess · -P. 

HyperCard prims the currenc card. 

HyperCard allows you to prepare card temp lates chat aJlow you co 
print our all the cards or a range of cards in rhe currenr stack in a 
variety of ways. You can create and save up co 32 templates for a 
stack (including both card templates and reporr templates). For 
ex~unplc, you could create one card template chat prinrs our the • 
cards at full size, just the way they appear on the screen, and anoch 
char prints eight reduced card images on a page-both for the same 
stack. You can also export card templates from one stack to another. 
For more information about templates, see "Creating Templates," 

lacer in this chapter. 
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To princ all the cards or a range of cards in che current stack, follow 
these steps: 

1. Make sure you have one of the General tools selected. 

The Browse tool (-f1), the Butron tool(=), or the Field tool (0) 
will work. 

2. Choose Print from the File menu. 

The Print Stack dialog box appears. 

3. If a card templat e is not already selected, select one in the Print 
dialog box: 

Print ... 
( Options ... ) ( Cancel ) (( 

L I Templates I 

D Select a teaplate: 
;,,;; Labels 3 by 7 
;.:,; Report ... . ' 

' 

Figure 7-2 Selening a rnrd template 

Print )} 

~ 
I 

'° 

Before vou c:1n 
pnnt the car<ls in 
the current ~tack, 
you must select a 
template with this 
icon. To select a 
template, click it. 

If you want to create your own card template now, click Cancel 
and go to rhe section "Creating a Card Template," later in this 
chapter. If you want co print a report that displays the conrenrs 
of specific background fields, click Cancel and go to the nexr 
section, "Printing a Report." 
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To prim all the 
cards in the stack, 

click here. 

lo print a mnge 
of rnrcb. dick here 

and type in the 
card m1111IK·r, hir lilt· 

r;inge ol ,:ml, you 
"ant lo pnnt. 

4. Press and hold the mouse button over the pop-up Templates 
menu and choose Edit Template. 

You can also double-dick the name of the template or press 
Enter to edit it. The Template dialog box appears. 

•:• Ifyou can't see the pop-up Templates menu: The pop-up 
Templates menu appears only if your user level is set co 
Authoring (4) or higher. If you can't see it, you must either 
click Cancel and change your user level, or skip co step 7. 
(For instructions on setting your user level, see "User Levels 
and Opt ions" in Chapter I.) ,:, 

5. To print all the cards in the stack, click All. 

O r, co print only a specific range of cards, click From and ryp. 
the range of cards you want ro print. 

i5l Teniolote "Untitled" ( Cancel 
'\. 

) ¢ OK ] 

II Cords:@ RI I 
prr011: [D To: D 

layout: I Spread out ~ 
181 Cord Maim 

- Scaling: I ful I size cards ~ 
Order: I Left to right ~ 

( Header ... ) ( foour ... ) I 181 fie Ids 
Gray scale: 

181 Pictures I 

Figure 7-3 Indicating which cards you want to print 

6. Click OK, or press Return or Enter. 

The Templ ate dialog box disappears, and you see the Print 

dialog box again. 
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7. If you wane to adjust any of the standard print options, click 
Options. 

The standard Options dialog box for your primer appears. The 
options in chis dialog box vary, depending on what kind of 
printer and which version of system software you have. These 
options are described in the documentation that came with 
your computer. 

LoserWriter v3.0 
Poges· @All 

0 From: D lo: D 
Copies:[[] 
Poper Source: 

@Poper Troy 
0 Honuol Feed 

(Cancel)([) 

l1109eWriter/AppleTolk v~.O 

Copies: L] 
Poses: @All ORonse 

Froa CJ 
To CJ 

Quo Ii ty: I Standard ~ 

Chroma: I Block/White ~ 

Sheet Feed: I Automatic ~ ~ 
[ OK ] 

Figure 7-4 Examples of the Options dialog box for different printers 

8. Select the options you want in the Options dialog box and 
click OK 

The Options dialog box disappears, and you see the Prine dialog 
box agajn. 
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9. Click Print. 

HyperCard prints the cards in the current srack according ro che 
serrings in the Page Secup dialog box, the Template dialog box 
for the template selected in the Print dialog box, and the 
Options dialog box for your printer. 

Printing a report HyperCard allows you to prepare cuscom reporr remplares rhac 
di~pby a background's field rexr and card picrures in any way you 
like. You can cre~ue ~u1d save up LO 32 ll:mplate.) for a stack 
(including both card templates and report rem plates). For example, 
you can create a cable-style report template, a template for princin-. 
the results of calculations, and a template for printing labels-all fWII' 
che same stack. You can also export report templates from one srack 

ro another. 

You can control the appearance and placement of each element in a 
report remplace-induding che font, size, and style of the texc. You 
can also insert pictures into a report. For more information about 
templates, see "Creating Templates," lacer in chis chapter. 

To prinr a report from the current stack, follow chese seeps: 

1. Make sure you have one of the General tools selected. 

The Browse cool (f1), the Burton cool (o), or the Field cool (0) 

will work. 

2. Choose Print from the File menu. • 
The Print dialog box appears. 
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3. If you 've created a report templat e you wan t to use, select it in 
the Print dialog box: 

Print ... ( Options ... ) ( Concel ) [ Print ] 
I I 
I 1a I I B l I I I 

I Templates I 
Select a template: 
~-= l obe Is 3 by 7 -0 

' " 
/ i5l Untitl ed 

-0 

Before you can print a 
report, you must select a 
template with this icon. To 
select a cemplate, click it. 

Figure 7-5 Selecting a report template 

If you wane to create your own report template now, click 
Canc el and go co the section "Creating a Report Template ," later 
in chis chapter. 

4. Press and hold the mou se bu tton over the pop-up Templat es 
menu and choose Edit Template. 

You can also doub le-click the name of the cemplare or press 
Emer co edit it. Th e Template dialog box app ears . 

•:• If you can't see the pop-up Templates menu: The pop -up 
Templates menu appears only if your user level is sec to 

Authoring (4) or higher. If you can't see it, you muse cither 
click Cancel and change your user level, or skip to step 7. 
(For instructions on setting your user level, see "User Levels 
and Options " in Chapter 1.) •:• 
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5. To print a report based on all the cards in the stack with the 
selected background , click All. 

Or, to print only a range of cards with the selected background , 
dick From and type in rhe range of cards you wane. 

To print a repon based on all the C'Jrds with the 
selected background, dick here. 

Only cards with rhe ;.-= Te11plate "Report" C Cancel ) [ OK ] To print a report 
selected backgrou n<l will b:rsed on a r:rnge 
he indudec.J in rhe rtpo11. Cords: ®All of rards wirh rlw 

If ;1 h:1rlq.(mt11HI h:1s no U O rroa: D To: D 
I 
h J 

name,' it~ fl) number II ,_,,....,...~~.::;::;::;:i;::::;;;;,;, selec.:tet ackgroum. 
?===::===: ( Header ... ) Select a background: click here and type in 

.1ppc::1r~ in 1hi'i li~t 1ns1ead ---jrf-f-~;;;;;;;;~;;;;;;;;;;;f-t~~~~-~ , , , {} the card numbers fo. 
I II _J ( Content... ) Introduction the range of cards 

-·- - Bk 13690 
( roow... ) Bk IS602 you \Vam to plim. 

Figure 7-6 Indicating which cards you want to print 

6. ClickOK 

The Template dialog box disappears, and you see the Prine 
dialog box again. 

7. lf you want to adjust any of the standard print options, click 
Options. 

The standard Option s dialog box for your printer appears (as 
shown in Figure 7-4) . The options in chis dialog box vary, 
depending on what lcind of printer and which version of system 
software you have. These options are described in rhe 
documentation that came with your computer. 
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8. Select the options you want in the Options dialog box and 
click OK . 

The Options dialog box disappears, and you see the Print dialog 
box again. 

9. Click Print. 

HyperCard prints information from cards in the cwTenc stack 
according co the settings in the Page Setup dialog box, the Templare 
dialog box for the template selected in the Prine dialog box, and the 
Options dialog box for your printer. 

~ feating templates You can create two rypes of templates for printing the information 
in a stack: card tempi.ates, which print some or aU of the cards in a 
stack as they appear on the screen; and report tempi.ates, which print 
reporrs that display a background's field text and card pictures. If 
you want co ere-ace a template for priming the cards in a stack, 
follow the instructions in the next section, "Creating a Card 
Template." If you wane co create a template for printing a reporr, 
follow the instructions in the section "Creating a Report Template," 
lacer in this chapter. 

You can create and save up co 32 templates (including both card 
templates and report templates) for a stack . 

• reating a card template 1. Make sure you have one of the General tools selected. 

The Browse tool (f->), the Button tool (o), or the Field cool (D) 
will work. 

2. Choose Print from the File menu. 

The Print dialog box appears. 
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3. C hoose New Template from the pop-up Templates menu: 

Print ... 

--- ~-!--- Press and hold the 

D 
mouse buuon here ... 

-~ ~.!- ... and drctg drl\\ n co 
rhoosi: NL'\\' Tl'mpl:1ti:. 

Ren011e .. . 
Delete .. . 

Figure 7-7 Crt:ating a new card template 

A dialog box for naming the cemplace appears. • 
4. Type a name for the new card template: 

Hew te11plate ... ( Cancel ) [ OK ] 

Current n011e: Untit led 'lype a name for your new 

___ "_l!W_n_011_e_: _1~1_1m~-4~1_,~m_-~·_l~~~=~~=~==~==-,i:::_:=it _card template here. 
Template stijle: @tSJ cards--- - -- -!l!+I _The defauh setting for the 

O =-=-= Report cempl:uc's style is Carel~ 

Figure 7-8 Naming a new card template 

5. ClickOK 

You see the Prine dialog box again. The name of your new 
template appears in the list of templates and is selected. 

6. Press and hold the mouse butt on over the Templ ates pop-up 
menu and choo se Ed.it Template . 

• 

You can also double-dick the name of the new template or press 
Enrcr ro edir ir. The Template dialog box appears. 
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If you Jon't want your templ:He 
to print all the cards in the srack, 

click this button and enter ;i 
r.inge of cards. 

Press and hold the mouse 
bu Lton here to see a pop·u p 

menu for choosing the size of 
the printed cards. 

Prt·~-' and hold L he mrn1.,c 
bunon here Lo .,c.:c a pop-up 

menu for choosing the order in 
which :,ucce.~sive l":lrcls will 

• appear on the pagc. 

• 

7. Select the options you want in the Template dialog box: 

This :.hows you the layout of the primed p:1gc 

c5l Teaplote "Hy Cord Template" 
C Cancel ) [ OK > I I Cords:@All 

I I l I 
'OFrM: Dro:D 

Layout: I Sprtod out ~ 
"181 Cord Montes 

I 
I I 

Seo ling: I Full size cards ~ 

Order: I Lett ta right ~ 
/ 

I 
, Gray sea I e: 

( Header ... ) C Footer ... ) 
1
j 181 Fields 181 Pictures 

I 

When vou're rintin . p g in black and white with a J 

Laser\Xtritcr or lmageWnter, these options allow you to 
prim field text or pit1t1res using a gray scale. If you arc 
using an Image Writer for which Chroma is set 10 Color in 
lhl' Option:, dialog box (~ec Figure 7-1), these options 
,11low rou to prim field text or pictures in color. 

I 

rigure 7-9 Th~· Tt'111plme dialog box for a card tempbtl' 

Prts_, :ind hold the 
mou,e buuon here w 
see a pop-up menu that 
lets you aclju~t the ~pace 
between the cards on a 
page. "Spread out" 
leaves space between 
each card. -Adjacent .. 
butt~ each cml up 
ag:1i11s1 lhc 11ex1 "Oni.: 
cird Jll'r page· prim, 
one card per page. no 
m~tter what size rnti"re 
cho~en for the c.i"rd:, 

8. To adjust the header for your card temp late, click Header in 
the Templa te dialog box. 

The Header dialog box appears. Even if you don't plan to use a 
header, you may want to use this dialog box to eliminate the 
space the header would normally occupy, so that printing can 
start as high as possible on each page. (If you don't want to 

adjusr the header, go co srep 11.) 
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9. Specify the header you want: 

·ro prevent the header from occupying any sp:1ce 
at the 1op of each page, click here to deselect the 

Press and hold th<.: mou~c 
buuon her..: to ~ee .i pop-up 
menu for in~ening the elate, _ 
time, page number, or ~tack 

( "" Fl<>dernptloo 

I cSI Header of teaplou ", y Card Taplote" 
I Text Insert ~ 181 Show Header 

I 

( Conoel ) ( OK ) 
To add 
ll'Xl to the 
header. 
1yp1: here 

11,lllll' llll<I lh l' iil' :ILil'I' 

:1uwmaucally. ( Paste Picture ) 

If the header contains a __ 
gr:1phil', ii appell'~ hert' :rnd 

I 
[ 

~ 
prims out 1ust bdow the 

header's text. 

To aste :i •m hie into rhe p g p 
header, click this bullon. (The 
button is active only when the 
Clipboard contain~ a graphic) 

Figure 7- IO The Header dialog box 

Ora from this corner 10 g 
adju~t the height of the 
portion of the header that 
contain~ ;1 gmphk. 

• 
To reposition a graphi c after you've pasted it inro the header, 
drag with the crosshair pointer to select the graphic, then drag 
with rhe arrow pointer ro move ic. (Hold down the Shift key 
while you drag co move the graphic one pixd at a time.) To 
duplicate the currently selected graphic, hold down the Option 
key while you drag the graphic. 

10. ClickOK • Th e Header dialog box disappears, and you see the Template 
dialog box again. (lo return imm ediately to the Prine dialog box 
without seeing the Template dialog box, hold down the Option 
key while you click OK or Cancel.) 
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11. lf you want to add a footer to your card templat e, click Footer 
in the Template dialog box. 

The dialog box for the footer appears. (If you don't wane ro add 
a footer, go to seep 14.) 

12. Specify the footer you want : 

"lb make the footer show up in the printout. 
dick lu:rc to sden the Sho\\' Fooll"I' op11011 

"Jo pasle a graphic into the ,.::::;;~=====~ 
footer, dit'k thi~ lluuon. (The l 1151 footer of tt'llolote" ~J C~or;:idT.Tem;;.pl;;;ot;.e,f' ==;=;::::~=;~~ ~,l 

bunon I\ ;1ctive onh when lht· . ( Cancel ) [ OK D 
Clipboard contains a g1:1phit J l( Poste Picture) 0 Show footer 

lfthe fomer con1:1im, a gr:1phil. 111._--;>.._/ _ ___ _ __ _ ___ _ ___ _ __ J 
n appears here anti print., ou1 -1l.'.7 

just ahol'e the fooler\ lt:Xl I 
I Text lnsm I 

'111 :idd ll''.\t to thc l ,;,,,=;.r==ee~ L...--- -- - --- - --- - -- IJ 
footer, type here. 1

1 l====================l::!J 
Press and hold the mouse button here Drag from lhis comer 
to see a pop-up menu for inserting lO :id just the heighl of lhe 
the date, rime, page number, or stack portion of thl' footer thal 
name into the fomer auromatically. contains a graphic 

Figure 7- 11 ·1 ill· h1nh:r dialog box 

To reposition a graphic after you've pasted it inco the footer, drag 
with the crosshair poincer ro select the graphic, then drag with 
the arrow pointer to move ir. (Hold down the Shi.ft key while 
you drag to move the graphic one pixel at a time.) To duplicate 
the currently selected graphic, ho ld down the Option key while 
you drag cl1e graphic. 

13. C lick O K. 

The dialog box for the footer disappears, and you see the 
Template dialog box again. (To return immediately to che Prine 
dialog box without seeing the Template dialog box, hold down 
the Option key whi le you dick OK or Cancel.) 
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14. In d1e Template dialog box, click OK 

The Template dialog box disappears , and you see che Prim 
dialog box again. Your new remplare is now saved wich che stack. 

15. If you wan t to prin t me stack now (using the current 
temp late), click Print in me Print dialog box. 

Orheiwise, dick Cancel in che Print dialog box. 

HyperCard prints the cards in the current stack (either all the 
cards or just the range of cards specified in the Template dialog 
box) according co rhe serrings in the Page Serup dialog box, the 
Options dialog box for yom primer , and the Template, Header, 
and Footer dialog boxes for your new card template. • 

Creating a report ternplale 1. Mal<e sure you have one of the Ge neral tools selected. 

The Browse tool (fl), the Button cool (o), or the Field cool (g) 
will work. 

2. Choose Print from the File menu. 

The Print dialog box appears. 

3. Choose New Temp late from the pop-up Templates menu: 

Print ... ( Options ... ) Print 

~- --H-- Prc~s and hold thl' 

D 
mouse hutwn here . . . • 

. and d1:1g down to 
l hon~l' \t'II Tl'mplalt' 

Figure 7- l 2 Cn:ating :1 new n:port 1c111plate:: 

A dialog box for naming the template appears. 
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• Thi~ show~ }'OU thl' l.1 yuut 
of the pnnte;:d page. 

4. Type a name for d1e new report template and select the 
Report style: 

( Cance I ) [ OK ] 

Current no111e: Untitled Type a name for your ne\\ 
Mew n011e: ~!(l!ffl!iH!i_Oir.'tl--·1~=:_=:_=:_=:_=:_=:_=:_=~+--! !+- rcpo11 template here ... 

Tfflplote style: @tSJ cords .. then dick here to select 
Q;,:-~ Rfport the Report template style. 

I 

Figure 7- 13 N:1ming a new rq1o rt H:mpl:Ht· 

5. C lick OK. 

You see the Print dialog box again. Your new template appears in 
d1e list of templates and is selected. 

6. Press and hold the mous e button over the Templates pop-up 
menu and choose Edit Template. 

You can also double-dick the name of the new template or press 
Enter co edit it. The Template dialog box appears. 

7. In the Template dialog box, select the background on which 
yo u want to base your report. 

?-:~ Template "Ky Report ll'lllplote" 
( Cancel ) [ OK ) 

I I Cards:@AII 
I II I 0Fr041: CJ To: c::::J 
I I I ( Header ... ) Select o background: 
I II I Into Cords : ;:; 

I II I ( Content ... ) ...... , • ' 
Bk 13690 Fo ( Footer ... ) Bk IS602 

Figure 7-14 The;: Template dialog box for a rcpo11 template 

If the backwound on 
which )'OU \\':llll Ill 

base your report 1~ not 
already ~elected, click 
it~ name.: or ll) in thi\ 
list to select it. C If a 
background has no 
name, its IO number 
appears here instead.) 

Only information from cards with rhe selected background will 
pnnr. 
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Tlus rl'prt·.wnts th, ;trl'.t 

8. Click Content, or press Enter. 

The Conrenr dialog box for rhe report template appears: 

Till' ,p;l l'l '\ le> llil· k·f1 or and ahov<.: ihc rl'I I 1ndiralL' !Ill' k·II 
and lop 111arg111s for thl' hod)' of your rqion . Th<.: lop 1n.1rg111 
is llll':lMlrl'd from thl· l1<>11om of thl' header. 

r1.:scrved for a rell ( 1 he 
informauon from one card).--;++-;.;;-

The ,rx1ces to the righ, of and 
hl'low thl' rl'I I 111d1r.Ul' till' 

.1111011111111 .,p .i lL' l>t·(\IL'l'll ll' II, 

These measufl:'mems rcllen the 
size and positioning of the cell. 

[ 

f1~ld choroctensms: 

i font.. I 
0ShO'rlfield"OO\~ 

This are,1 lis1s the picture insert and background 
fields that are ~vaibble for the background selected 
in I he Templ.ite dialog box. The picture insert 
wn.,ists of 1111: G ird picturl' 

Figure 7-15 The Content dialog box 

• 

Tlus dialog box allows you co specify what cexc you want in your 
report by adding report items to a report cell. You can also add a 
report item called a picture insert that consists of the card picrure. 
The report items you specify will print for each card. • 
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9. Set up the layout for Lhe cells in your report: 

Cancel ) [ OK ] 

----~ ----~) 

\VI 1cn you move the poi ntcr over 
the cell's lo~ver-right c.:orner or its 

bottom or right edge, it hecomcs a 
cfouble-headed arrow To adjust the 

size ol the cell in any direction, dr:1g 
from the corner with th1~ ,1rrcm 

fo :1d111,1 the ,11c 111 liil', di 011h 

\('111l,lli\ Il l lll11l/111ll,dl\ di,I\( 

lrom 1h

0

huno111 01 ngl11 nlg~ -fHIJ Horgin: 

An\' changt:."> you make w the ~ 0.95 
' ·. I · f' I II ..,. o 58 margins. Mil', .int sp:iung o t ll' <-e --;::· ;:::;::_=;::;:::-:;-:--' 

.11'(· rellelled licre. )hu l', 111 abo dirl, Arrange: left to right 

rield chorocteri1t1r.s. 

rant... 1 
0Sha11f1etd~<llfl~ 

the arrows to make fine adju~unent!,. 

• 

• 

Press and hold the mouse 
button. here to sec a menu for 
choosing the order in which the 
repon will print succes.'>ive card~. 

Press and hold the mouse 
bunon here to see a menu 
for choosing the units of 
measurement for the 
dimensions given abme. You c:a n also choose Full Width 10 

extend the ceU across the entire page. 

:.·.: Content of tNnplote "Hy I \Xlhen you move the pointer over chis 

r
-_-~TIT,~:·p ·=· ·"': ;'"·.~· ~-~--~· ~---~··JJ-.. ~--~---lt:_::,:::_·:±: L line, it becomes a double-headed 

.1rrow. Drag with thb :1rrow to :1djus1 

I ··, . .. 1· • · 

1 he vc.:nical space lx:1 W(!<!ll each cell 

When you move the pointer over 1his 
line, it becomes a double-headed arrow. 
Dmg with 1his arrow to adjust the 
horizontal space between each cell. 

\\ 'ht>n you mow Lhe prnntt'r ml.'r tht· 
top tdgl' of 1hc ccll, 1t bcrnml's a four 
tw:idl'd .1rro\\' Dmg with thi\ .11m11 10 
adjw,1 thl' left :ind top m:irgins ot the 
hotly or your rcpon 

Figurc-7- 16 J\djU\llllg 1he Ml.c, sp:1cing, ,111d 111:1rgin~ lur th.: relb 111 :i repon 
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' -) , ... _ 

If the lower-right corner of the ceU coincides with the 
intersection of the two lines that control the spacing between 
cells, you can adjust one of those lines rather than the cell itself 
by holding down the 1 

' key while you drag from the corner. 

I 0. Drag the picture insert or backgroW1d field you want to 
display in your report into positio n: 

l'ress and hold the mouse hunon ovt=r the 
pit·turc inscn or hackgrc>unu 11clcJ in this list 
that you want to add to your rcpon .. 

OK )) 

. anu drag it into position ---'i-:-++-

insiuc the cdl. Tomme the item 1'\ i=:J (") 
-....:..:...:..:..:..:.;;=..,1 .....:.:.:.:==-- ) 

around arter you \.'t' rdeaM.:d lhl' ~; .. ' • mouse button, tlr.tg n lrorn tts 
n ·ntcr I !old dmrn thl' :->hilt ~cy 

wl11lc you dr,1g 10 :1lign thl' 
item to an invbihlc grid. 

l§IM011t 
1§1 Motes -

• , , · •. ,,,, .,, .,, ·,,, •. ·,·, .,.,, .• ,.,,,,, ,,,. ,,,,,.,,,,, , .•• , , , .. , , ,,,,,,. L._ __ ___ L,OCJ 

id1>Hot;~1 r;-si;~~ol 1q;oocJ.~~:1 
I ~ o.eo I I ~ J.qi I I ~ o.33 I 

Arrons,: I Ltft to risht ~ Dimensions: I inch,s ~ 

- Field charoctenst1c s :­

f ant... I 
D Show he t d "oa' 

Figure 7-17 Drngging :1 picture or background field into pmitton 

A small rectangle appears in the place where you release the 
mouse button . This rectangle represents one item in your 
report . A rectangle filled with a diagonal pattern represents a • 
picrure insert, which consists of the portion of the card picture 
(scarring at the upper-right corner of the card) that will fie in the 
rectangle. A rectangle filled with a crosshatch pattern represents 
a background field. 
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'lb re~ize an item within .i 
cell. drag the item from its 

lower-right C<JJ'Tll'J' • 

or douhk-d1t~ thl· 1ll'lll 

to S('l' ,l \I 111do11 Ii Kl' 1111, 
You c.:an Lht:!n drag the lower­

right corner of the 11 tndow 
to re~izl' the uem . 

l l. Adjust the size of the item as necessary: 

'lb close the Adjust window, 
dick here or click anywhere 
outside the window. 

To move the Adjust 
window, drag it from here. 

I font.. I 
0Sh())l field ~oa~ 

Figure 7-18 Adjusting the size of a repon item 

You can 
also open 
the Adjust 
windo11 bl' 
dit'kino tht' 
,\dJu,t" 
button ur 
pressing 
Enter 11 hile 
the item is 
selected. 

ff the lower-righr corner of an item coincides wirh rhe lower­
righr corner of the cell, you can adjust rhe item rather rhan the 
cell by hold ing down the key while you drag from the corner. 

It the item i~ a picture inscrr, the pointer rums inro a h:ind when 
it's over the Adjust window. To bring the desired portion of rhe 
card picture into view, drag with the hand. 

To make the size box in the lower-right corner of the Adjusr 
window disappear temporarily (so you can see wharever it's 
covering), press and hold the mouse burron. Thi s works for both 
ri crure inserrs :rnd rext irems. 

·to save your changes and return immediately ro the Prine dialog 
box, hold down the Option key and press Return. This works 
whether or nor the Adjust window is open. 
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12. If the item represents a background field and you want your 
repo rt to display its text in a format that's different from 
the text format used in the stack itsel( choose Other from the 
pop-up Font menu: 

If the item whose text fo11m1t you warn to change is 
noi selected, click ll to select ir. 

Picture & Bk9nd fie 1 ds: 
111 Picture Insert ;'.} 

' 

• Then press and hold the-1 ~.:,..;,l,!::.......i~-l-~~.t..:ll!-l-_i-;~~~~­
mouse button here. . 

... and clmg lo choose Other from the pop-up menu. 
(If you choose Field Fom, the item will appear in your 
report in the same text formal selected for the field in 

the ~tack 1tsdf.> 

Figure 7- 19 Ch:1ngmg till' ll'Xl fomrnt for a repon itrm 

The Text Scyle dialog box appears. (lf the Fonc menu is dimmed, 
click d,e item to sdecr it. Th e Font menu is active on ly when an 
item representing a backgrow1d fidd is selected.) • 
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Click to ~i.:ht rn lbL"lt ·lt one 

13. Specify a text format for the item: 

Click the fon1 
you want lo 
,i.:kct it 

Click co select a 
font size 
(measun.:d in 
poin1s) 

or mon; te.\t SI) b (.'>dett r.+~~~;:=:::==:::::::1::::===:J:::::=~::=,1 
O(Jlhing lor pl.1in lt".\I ) Thi: 

,amplr.: ll'Xl al 1he honom ol 
1hi.: dialog box ~how~ till' 

dku nf1ht· ~dnil'd ,tyb . 

This ,hows what the 1ex1 will look hke 

Figure 7-20 ~pL'ul°ying I lw ll'X I liirm:11 for a rq)(>Jl 1tl'IH 

14. Click OK 

You return ro the Content dialog box. 

15. Repeat steps 10 through 14 if you want to add more items to 
your report . 
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16. Click Preview. 

The Preview dialog box appears: 

C:hrk llll·~t· 111111011~ 10 prL'I IL'W 111c 1cpor1 cell 
for 1hc p1'l·viou~ or next r:trd in thi.: rcpo11. 

John Chapman 
Born in 1m. ditd in mt Plonltd a lot 
of apple lrtts . 

Figure 7-21 Thi.: 1'1\'1 ii.:w <li:t log hox 

17. Wh en you' re finished looking at the preview, click Done to 
return to the Content dialog box. 

• 

Lf you' re nor satisfied with the layout of the repon ceU, adjust the 
report items as necessary in the Content dialog box. (To save 
your changes ,m<l return immediaccly co the Prine dialog box 
from the Preview dialog box, hold down the Option key and 
press Return or Encer.) 

18. Wh en you're satisfied with the layout of your report items in. 
the Content dialog box, click OK 
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19. 1o adjust the header for your repo rt tem plate , click Header in 
the Templ ate dialog box. 

The Header dialog box appears. Even if you don' t plan rouse a 
header, you may want to use chis dialog box co eliminate the 
space the header would normally occupy, so that printing can 
start as high as possible on each page. (If you don't want co 
adjust the header, go to step 22.) 

20. Spec ify the header you want: 

Ii> p1 l'l l'lll !Ill' lie:1der lnm1 lll l llJI) 111g :tll) ,pall' 
at the wp <Jf t':1<.:h page, d ick hm· w <.le~dcu the 

Press and hold lhc mouse 
bunon here ro sec a pop-up JI 
menu for inserting the date, 
time, page number, or stack l 1 

Show H"d" optio,. 

~= Header of template" ly Report Template" 

I Text Insert • t8] Show Header 
( Concel ) ( OK » 

· name into the header 
automatically. 

II 
( Paste Picture ) 

i 
To add 
text IO the 
header, 
rvpe here. If rhi: header rnn 1.11m, ;1 

W<1ph1r. 11 .1ppear, IK·rl· .111tl 11 L 
p1ini, mil ,u~, IJd, )\\ 1 ill· 

headl'f., text 
IQ 

Th aste :1 gr:iphic into the r 
lm1der, dirk lhis buuon. (The 
button is allil'l' only 1vhen the 
Clipboard contains a graphic.) 

Figure 7-22 The Header dialog box 

Dra , rrom this corner to g 
,1djus1 the height of !he 
portion of the header 1ha1 
comains a graphic. 

lo reposition a graphic after you've pasted ir into the header , 
drag with the crosshair pointer to sdecc the graphic, then drag 
with the arrow pointer co move it. (Hold down the Shifr key 
while you drag co move che graphic one pixel at a rime.) To 
duplicate the currently selected graphic , hold down rhe Oprion 
key while you drag the graphic. 
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To pas1e a graphK tn!O tht' 
footer. dick thi~ hu11on (The 

hu11on 1~ .1rnve onlr whrn 1he 
Cliphcwd mntain:, a gmphic.l 

If the footer contains a graphic, 
it appears here :111d prims ouL 

just ;1bove the footer·~ text. 

To add 1ext 10 the 
toow,. t) pe lwrt· 

21. Click OK. 

The Header dialog box disappears, and you sec the Template 
clialog box again. (To return immecliacely co rhe Prine dialog box 
wirhout seeing rhe Template clialog box, hold down rhe Option 
key while you click OK or Cancel.) 

22. If you want to add a footer to your report tem plate, click 
Fooler. 

The rooter dialog box appears. (lf you don't want co add a 
footer, go to step 25.) 

23 . Specify d1e footer you want: 

fo makt' the foc>ter :.how up ,n the.: printout. 
click here 10 select the Show Foorc'.r option • 

_l[ ~=· rooter of temp tote "HI Report Temp tote" JC:';"•,) Olh~f"'" 

( Concel ) ( OK » 

-
I I Text Insert • 

fJ_ 

l're,s and hold the mouse hurmn hert' 
10 ,et· a pop-up 111enu for 1n:,1:n111g 
1he d:11<", 1i111,-, p.,gl' numlwr. or ,rad. 
nam,· into the loolc.:1 au1<>111atic.::dly. 

Figure 7-23 The Poorer dialog hox 

J 

J 

Dr:1g from rhis cornc'.r 
to adju~r the lwighr of rhe 
portion of the 1'001er 1ha1 
conwm~ a gr.tphit'. • 

To reposition a graphic after you've pasted it into the footer, drag 
wich the crosshair pointer co select the graphic, then drag with 
rhe arrow poinrcr m move ic. (Hold <lown rhe Shift-key while 
you drag co move the graphic one pixel at a time.) To duplicate 
the currently selected graphic, hold down the Option key while 
you drag chc graphic. 
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24 . C lickOK 

The Fooccr dialog box disappears, and you sec the Templace 
dialog box again. (To remrn immediately co the Print dialog box 
without seeing the Template dialog box, hold down rhe Op tion 
kc:y while you dick OK or Cancel.) 

25 . In the Template dialog box, click OK. 

The Tcmpbre dialog hox disappears, and you sec the Prinr 
dialog box again. Your new template is now saved with the stack. 

26. If you want to print a report now (using the cur rent templat e), 
select the standard print options you want (as described earlier 
in the section "Printin g a Report ") and click Print in the Print 
dialog box. 

Otherwise, d ick Cancel in rhe Print dialog box. 

H yperCa rd prints information from the cards in the curren t 
stack (either a!J the cards or just the range of cards specified in 
die Template dialog box) according to the settings in the Page 
Setup djalog box, the Options dialog box for your printer, and 
the Template, Content, and Header and Footer dialog boxes for 
your new report template. 

•:· To print mailing ktbels: if you wane to print mailing labels, you 
can use the Labels 3 by 7 template in the Addresses stack (which 
comes with HyperCard). If you want ro print mailing labels 
from a scack other than the Addresses stack, copy the Labels 3 by 
7 template using the procedure described in the nexr section, 
"Exporting a Template to Another Scack." if you like, you can 
customize this template by selecting it in the Prine dialog box 
and following steps 6 through 25 in chis section. If you' re 
printing on a LascrWrirer, be sure rouse 011/y labels made 
especially for LaserWrirers or photocopiers. •:• 

Chapte1 7: l'nn1ing 



Expoiting a te111plate 
to another stack 

360 

Ir you have a template for om: stack rhat you think would work well 
in another stack, you can expon it to another stack by following 
these seeps: 

1. Go co the stack chat has the templ ate you want to copy. 

2. Make sure you h ave on e of th e General tools selected. 

The Browse tool (fl) , the Button cool (a), or rhe Field cool (D ) 
will work. 

3. Choo se Print from the File menu . 

The Prin t dialog box appea rs (sec Figure 7-2). 

4. Click the templat e you wan t to export to select it. 

5. Press and hold the mou se bu tt on over the pop -up Templat es. 
menu and drag to choo se Export . 

The directory dialog box for export ing a template appears. 

6. In th e dir ectory dialog box, find and select the stack co which 
you want to export the curr ent templ ate. 

7. Click O pen. 

Or doub le-dick che name of rhe scad<. You see rhe Prine dialog 
box again. The template is now saved in the stack you selected 
in step 6 as well as che current stack. 

8. Click Ca ncel to close the Print dialog box. 

Ilyou wane co prinr from the stack to whid, you export ed rhe • 
temp late, go co that stack and follow che instructions in rhe section 
"Printing the Carlis in a Stack" or "Printing a Report, " earlier in 
chjs chapter. 
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Copying a ten1plate 
with in the sa111e stack 

• 

Renanling a template • 

You niay somccimes f-tnJ ic useful to make a copy of .1 cemphm: 
wirh in rhe same sr:1ck as rhc origin:11-for example, so char you can 
use c.he template as the basis of a new templare without changing 
the original. 

lo make a copy of a template within the same stack as the original 
rem plate, follow these steps: 

1. Go to the stack tha t has the templat e you want to copy. 

2. Make sure you have one of d1e General cools selected. 

The Browse cool (fl), the Burton cool (o), or the Field tool (D) 
will work 

3. Cho ose Pr in t from the File menu . 

The Prim dialog box appears (see Figure 7-2). 

4. Click the templ ate you want to copy to select it. 

5. Press and hold the mous e button over the pop -up Templat es 
menu and drag to choose Dupli cate. 

A copy of the template appears in the list of templates. You can 
make any d1anges you want co the copy without changing the 
original . 

To rename a card or report template, follow these steps: 

1. Go to the stack that has the template you want to rename. 

2. Make sure you have one of the General tools selected. 

The Browse rool (fl), the Butron tool (o), or the Field cool (D ) 
will work. 

3. Choose Print from the File menu. 

The Prim dialog box appears (see Figure 7-2) . 
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4. C lick d1e templ a te you want tO renam e to select it. 

5. Press an d hold the m ouse bu tton over th e pop -up Temp lates 

menu and drag to cho ose Renam e. 

A dialog box like rhe following :tppcars: 

RenOJle template ... 
( Cancel ) (( OK ] 

Current name: Untitled 

1 "==="= ew=n=Oll=e:= rniu:@:fil="~=·~rn=·~·I:= ==== ==== ==== ==:= =r =- =- =- :::!.Jfi_ Type the 11(:'\\ name ror ~ your template here. 

Figure 7-24 Renaming ,1 te111plare 

• 6. After you've typed a new name for d1e template, click OK 

Deleting a te1nplate ·10 delece a template from a scack, follow ci1ese steps: 

1. Go to die stack that has the template you want to delete. 

2. Make sure you have one of the General tools selected. 

The Browse cool(~). che Button rool (o), or the Field rool (0) 

will work. 

3. Choose Print from the File menu. 

The Print dialog box appears (sec Figure 7-2). 

4. C lick di e templ ate you wane to delete to select it. 

5. Press and hold the m ouse bu tt on over th e pop -up Tem plates 

me nu and drag to choose D elete. 

A confirmation dialog box appears for deleting die report 
temp lace. 

6. C lick Yes to delete the templ ate. 

Chapter 7: Pn111111g 

• 



• A 

application program A pro gram lhat helps you 
perform a specific cask, such as word processing, 
darabase managemenr, or creating graphics. 

Jllthoring Creating or modifying burronl>, links, 
11elds, cards, backgrounds, and sracks using rhe 
Burton roo l, rhe Field 1001, ,md command~ in 
1he Objcc1s menu. Al.~o n:rl.'rs 10 1 he user level 
char allows you rouse the Buccon 'fool, the held 
rool, and the Objects menu. 

B. 
background A type of HypcrCml object; a 

1empl.111.' shared by .1 11u111hn of card~. l·.ad1 
card with the same background has rhe same 
background picrure, background Fields, 
background bunons, and background script 
in irs background layer. 

background butron A burron 1har is common ro 
all cards sharing a background. Compa re wirh 
card button. 

Glossaiy 

background field A field that is common ro all cards 
~haring a background; irs size, position , and rcxr 
format remain constant on all cards associared 
with that background, but its rext can change 
from card to card. Compare with card field. 

background layer The layer behind the card layer, 
conta ining all rhe elements of the background. 
You see 1hc c.:lcmenrs orlxirh layers when you 
look at a card , as ir rhc card layer were a 
transparent layer in front of the background 
layer. The background button or background 
field created most recently is the topmost object 
in chc background layer (char is, closest within 
the background layer co the from of the screen). 
The background pictur e is behind (further from 
1hc: front or the: sc:rc:en) 1hc objc:cl~ in rhc 
backgrow1d layer. 

background piclure The graphics in rhe 
background layer; che emire picture char is 
common ro all cards shar ing a background. 
You can see and edi r the backgrow1d picture 
by choosing Background from the Edie menu. 
Compare wirh card picture. 
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hro\\..'ll'. Tt, t.:xplun: l lypt.:rC.1rd M,11..b by di1..ki11g 
buttons and using the Go menu. 

Brow:-.c: tool ( 4½) The 1001 you ll~l' ll> did< burro11s 
and ro posirion the inserrion poinr in fields. 

bulton A cype of HyperCard object; a "hor spor" on 
a card or background char responds when you 
dick it according ro the insrrucrions in its script. 
For example, clicking a right arrow bmcon with 
che Browse cool cakes you ro the nexc card. 

Burton cool (a) The rool you use to creare, change, 
and select buttons. 

C,D,E 
card A rype of HyperCard object; a rectangular area 

chac can hold button~, fields, and graphics. All 
cards in a stack are rhe same size. Each card is a 
composite of cwo layers-a foreground layer, 
called the card layer, and a background layer. 
You see the elements ofborh layers when you 
look at a card, as if rhe Clfd layer were a 
transparent layer in from of the background 
layer. Each layer can contain its own buttons, 
fields, and graphics. 

card button A bucron in the card layer of a specific 
card. Compare with ba ckground button. 

card field A field in the card layer of a specific card; 
irs size, position, cexr attribures, and contents are 
limit ed co the card on which d1e field is created. 
Compare with background field. 

;\6-1 

c:ml layl'.r The layl'r i11 !'ro111 uf' du: background 
layer. You see the elements of both layers when 
you look :11 :i card , .t~ if" thl' card layer were :i 
rranspan.:nc layl'r in frolH of rhc: background 
layer. The card button or card field creaced 
mosr recendy is the copmosr object in che card 
layer (char is, closest within the card layer to the 
front of the screen). The card picture is behind 
(further from rhe fronr of the screen) rhe objecrs 
in the card layer and in fronr of all the elemenrs 
in the background layer. 

card picture The graphics in rhe card layer of a 
specific card. Compare with background 
picture. 

card cemplate A template for printing the cards in' 
stack (or a range of cards) as they appear on the 
screen. You can creace your own card templates 
or use ones char already exist in a srack. 
Compare with report template. 

color set A sec of 16 co lors chat appears in the 
Colors dialog box for a srack, a background, or a 
card. Color sets are used to specify the colors 
available to bucrons, fields, and graphics in a 
stack. You can choose from ar lease five color secs 
for any stack, background, or card: the standard 
system co lor set, a gray color ser, and three 
others. You can also add a sixth color ser co the 
Colors dialog boxes for card~ and backgrounds . 
When you select a different color set, the 
burrons, fields, and graphics mat are affected by 
it reflect the new colors. 

current (adj.) The card, background, or stack 
you're looking ar now. For example, the current 
card is the one you see on your screen. 
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field A rype ofHyperCard object; a conrainer in 
whid1 you rr,pe fidd text. HyperC,u·d has two 
kinds of fields-card fidds and background 
fields. 

field text Text char appears in a field. Field text can 
be edired and searched, while Paine text cannot. 

Field tool (0) The cool you use to create, change, 
and select fields. 

r u 

Gen. tools The tools chac appear in the cop row 
of che Tools menu: the Browse cool (f-1), the 
Button cool (o), and che Field cool (D). 

Go palette The palecce that you can "cear ofP' the 
alternate Go menu. To see the alternate Go 
menu, hold down the '"S key while you pull 
down che Go menu. 

-L LJ, K 
luml' ctr<b 'fhc first live cards in the standard 

Home stack, designed co hold buttons char rake 
you to stacks, applications, and documencs. 

Hypai lk HyperCard's built-in script language for 
'llllPf yperCard users. 

L 

ink A shore script, usually in a burton but 
potentially in any H yperCard object , chac allows 
you co move immediately co a specific card in a 
scack, co an applicacion, or to a document. For 
example, clicking a burton char contains a link 
co your Addresses Mack rakes you immcdiardy 
co the first card of thac stack. 

locked stack A scack for which "Can't modify stack" 
is selected in the Protect Stack dialog box; a 
srnck for which T .ockcd is sclccrcd in rhc stack's 
Icon Info box in the Finder; or a stack on a 
locked medium-a locked disk, a CD-ROM, 
or a locked folder on a file server. A padlock 
appears after the lase menu ride in the menu bar 
of a locked scack. 

M,N 
message A string of characters sent to an object 

from a script or the Message box, or that 
HyperCard sends in response co an event. 
Messages that come from the syscem-fr?m 
evencs such as mouse clicks, keyboard acaons, or 
menu commands-are called system messages. 
Examples of messages are help and 
mouseUp. 

Message box A special window char you use to send 
messages to HyperCard. 

0 
ohjt:Cl An element of che Hype~Card e_nvi:onmenr 

that can have a script assooaced with 1c and char 
can send and receive messages. There are five 
kinds of HyperCard objeccs: buttons, fields, 
cards, backgrounds, and stacks. 

l~ Q 
Paint text Text you type using the Paine Text cool. 

Painr tcxc can appear anywhere, while field cexc 
muse appear in a field created wich the '.ie~d . 
cool. When you finalize Paine rext by cl1ckmg, 1c 
becomes pare of a card or background picture 
and cannot be edited except by erasing it and 
~rarring over. Unlike fidd text. Paine text can'r 
be searched. 
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Painl tools Any of che HyperCard too ls you use to 
create graphics. The Paim cools a.re all che cools 
below the cop row in the Tools menu . 

palene A small window that displays icons or 
patterns you can sclccL by clicking. You can 
open three of H yperC,rd's palerrcs-rhe Go 
palette, the 'fools palerce, and chc Patterns 
palette-by "tearing ofr' their respective menus. 
See also Go palett e and tear-off menu . 

Patterns paleLte The palette chat you can "tear ofr' 
the Patterns menu. 

picture Any graphjc or pare of a graphic, created 
wich a Paine cool or imported from an external 
file, char is pare of a card or background. 

picture insert An item in che Conce111t dialog box for 
a reporc template chat consists of che card 
picture. 

pixel Shore for "picture elemenr"; a single doc on che 
screen. 

point The unit of measurement of che height of a 
cexc character; one point is approximately equal 
co one pixel. When you select a font, you can 
also select a point size, such as 10-point, 
12-point, and so on. (Note chat a point on 
che Apple Tic.s is larger than che point used 
in typography.) 

rower ke) One of a number of keys on che Apple 
Iles keyboard char you can press ro invoke a 
menu command when a Paine cool is active and 
che Message box is closed. To mm on the power 
keys, choose Power Keys from the Options 
menu or select che Power Keys option on che 
User Preferences card in the Home stack. 
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program A set of coded instructions describing 
actions for a computer co perform. This general 
term includes prog rams such as HyperCard and 
sysrem software files as well as appli cation 
programs . 

I{ 

Recenl A special dialog box that holds miniature 
representations of up to the lase 18 unique cards 
viewed. Choose Recent from che Go menu to 
gee the dialog box. 

report template A template for priming the 
contenrs of specific backgro und fields in a stack. 
You can create your own report cemplares o. 
ones char already exist in a stack. Compare wich 
card templa te. 

resource fork The pan of a file thar contains 
resources such as icons and sounds. 

s 
script A collection of insrructions wriccen in 

Hyper Talk and 3$0ciated with a particular 
object. You use the script edit or co add to and 
revise an object's script . Every object has a script, 
even though some scripts are empty (char is, chey 
contain nothing). 

script editor A special dialog box in which you , 
type and edit a script. The ricle ar the cop of the 
script edicor describes the objecr co which the 
script belongs. You can use keyboard commands 
ro edit cexr in the script editor. See also object . 

scripting The ace of writing scripts; writing 
programs in HyperTalk. Also refers to the user 
level chat allows you to look at and change 
objects' scripts. 
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search path When you open a file from within 
HyperCard, HyperCard attempts co locate the 
stack, documenr , or application you w~ml by 
searching the folders listed in the appropriate 
field on the Search Paths card in rhe Home 
Stack. Each line in a Search Parhs field indicates 
the location of a folder, including the disk name 
(and folder and subfolder names, if any). This 
information is called a sea.rch path . Items in a 
search path are sepa.rared by colons, like this: 
:MyDisk :Hyp er Card :MyStac k s : 

ie:1rch Jlarhs card A card in rhe Home stac k used 
to score information abour the location of 
sracks, documents, and applicarions that you een while Hypercard is running. See also 
search path. 

,hared text Field text that appears on every card 
with the same backgrow1d. Shared text can be 
edited only from the card layer. Text in shared 
text fields can't be searched. 

wck A rype of HyperCard object char consists of 
one or more cards; a HyperCard docwnenr. 

)'SC em message A message sent by H yperCard to 
an object in response to an event such as a 
mouse click, keyboard action, or menu 
command. Examp les ofHyperCard sysrem 
messages are mouseUp and do Me n u . • 

T 

rear-off menu A menu char you can remove from 
the menu bar by dragging the pointer beyond 
the side or bottom edge of rhe menu. 
HyperCard has rhree menus char can be corn 
off: che alternate Go menu, the Tools menu , and 
the Patrerns menu. When corn off, these menus 
are called palen es. 

1ools palette The palette thac you can "rear off' the 
Tools menu. 

U, V, W, X, Y, Z 
user level A HyperCard setting , ranging from 

1 ro 5, char determines which of HyperCard 's 
capabilities are available. You can sdecr the user 
level on the User Preferences card in the Home 
srack. Each user level makes all the options from 
the lower levels available, and also gives you 
additional capabilities. The five user levels are 
Browsing, Typing, Painting , Authoring , and 
Scripting. 

User Preferences card The lase card in the Home 
stack, where you can set your user level and 
sdecr or deselect the Blind Typing, Power Keys, 
and Text Arrows options. 
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• A 
access. See protecri ng a scack 
adding buttons 157-166 

co a card or background 152-153 
co Home cards 112-1 16 

adding button text 176 
adding cards to stacks 122- 125 
adding fields 207-210 
adding graphics 248-292 
adding margins to fields 263-264 
adding Paine cexc 298-301 
adding search paths 26 
adding text 206-207 

to burcon 176 
i. ld 50-52 
with Paine Text rool 298-30 I 

aligning graphics 295-296 
alignment in fields, setting 217-218 
Apple Preferred File Format, documents in 

adding color sets from 273 
importing color secs from 278-279 
importing graphics from 329- 330 

AppleSharc nerwork 
custom icons and 167 
launching HyperCard over 119 

Index 

using stacks on 55 
setting user access for l 09- 1 10 

applicacions 
adding buttons chat open 154- 157 
adding Home card buttons for 1 14-116 
imporcing graphics from 329-330 
opening from HyperCard 52-53 
quitcing 53 
Search Paths card for 24-26 

Arrow Keys in Text option. See Text Arrows option 
Arc Ideas scack 262-263 
Au choring level, defined I 9 
Auto Hilite opcion 186-187 
Auro Tab option 216 

B 
Back command {Go menu) 

Prev command vs. 35-36 
for reviewing cards 48 

background(s) 135- 136. See al.so background 
buttons; background fields; background layer 

adding bunons co 152-l 53 
adding fields co 207-208 
adding graphics ro 248-292 
adding Paint text to 298-300 
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background(s) (continued) 
changing color set for 146-14 8 
checking number of 137 
color sets for 96 

addirig 97-98 , 273 
changing 146-148, 273, 276-278 

copyi ng I 40-141 
when making new stack 88-90 

copyi ng buttons on the same 198 
copying burrons co 199-200 
copying field~ on d11: same 23(1 
copying fields ro 236-238 
copying graphics on che same 324- 325 
copyi ng graphic.~ co 325- 326 
creating new 138 
exporting a snapshot of 330-331 
getting information about 85, 142-143 
locating fields on 220-221 
moving between 139- 140 
moving bunons between 202-2 03 
moving buttons from card co 200-20 l 
moving fields between 240-242 
moving fields from card co 238-239 
moving graphics between 328-329 
moving graphics from card co 327 
naming or renaming 143 
number of auds in 137 
protecting 145-146 
for report , selecting 349, 350 
repositioning burron s on 192-193 
repositioning fields on 230 
reposi tioning graphics on 327, 329 
saving graphics on 323 
selecting all graphics on 260 
white area on, blank space vs. white paint 253 
workingwith 136-149 

background buttons. See also buttons 
numbering of 194 
and overlapping elements 193-19 7 
reordering I 95- 196 
SbareHiliceoption 187-189 
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Background command (Edit menu ) 136 
background fields. See also fields 

changing appearance of 221- 228 
numbering of 232 
and overlapping elements 231-235 
placing in report template 352-355 
reordering 233-235 
Shared Text option for 219-220 
tabbing through 215- 216 

lx1ckground layer. See also background(s) 
cm l layer vs. 63-65, 122, 19} 

when adding bunon s 152-153 
when adding fields 207- 208, 209, 210 
when adding graphics 248 
when entering or editing text 219 
when selecting graphics 253, 260 • 

moving between card layer and 136-137 
overlapping buttons in I 95- 197 ' 
overlapping fields in 231-235 
overlapping graphics in 302-305 
viewing 136 

background picmre 302-303 
selecting 261 

background script, viewing 85 
backing up 

importance of 10 
when modifying scacks 79 

Bkgnd Info command. See Bkgnd Info dialog box 
Bkgnd Info dialog box 85, 142 

Can't Delete option I 4 5-146 
changing color set with 146-147 
checking number of backgrounds with 137 • 
Don'r Search option 144 
excluding backgrounds from searches with 144 
naming or renaming a background with 143 
protecrjng a background with 145-146 
short cu t for choosing 143 

blank space 
selecting graphic without 255, 257-259, 260 
white paint vs. 253 

Blind Typing option 24 
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• A 
access. See protecci ng a scack 
adding buttons 157-166 

co a card or background 152-153 
co Home cards 112-116 

adding button text 176 
adding cards to stacks 122-125 
adding fields 207-2 l 0 
adding graphics 248-292 
adding margins co fields 263-264 
adding Paim cexc 298-301 
adding search paths 26 
adding text 20~207 

LO button 176 
i. ld 50-52 
wirh Paint Text cool 298-301 

aligning graphics 295-296 
alignmenr in fields, setting 2 I 7-218 
Apple Preferred File Format, documents in 

adding color secs from 273 
importing color secs from 278-279 
importing graphics from 329- 330 

AppleShare network 
custom icons and 167 
launching HypcrCard over 119 

· Index 

using stacks on 55 
setting user access for l 09-110 

applicacions 
adding buttons chat open 154-157 
adding Home card buttons for 1 14-116 
importing graphics from 329-330 
opening from HyperCard 52-53 
quieting 53 
Search Paths card for 24-26 

Arrow Keys in Text option. See Text Arrows option 
Arc Ideas stack 262-263 
Authoring level, defined 19 
Auto Hilice option 18~ 187 
Auto Tab opLion 216 

B 
Back command (Go menu) 

Prev command vs. 35-36 
for reviewing cards 48 

background(s) 135-136. See also background 
buttons; background fields; background layer 

adding buttons ro 152-153 
adding fields ro 207-208 
a<l<ling graphics ro 248-292 
adding Paine text co 298-300 
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backgrou nd (s) (continued) 
changing color sec for 146- 148 
checking number of 137 
color secs for 96 

adclirig 97-98,273 
changing 146-148, 273, 276-278 

copying 140-141 
when making new srack 88-90 

copying buttons on che same 198 
copying buttons co 199-200 
copying fidch on 1hc: salll<: 21(, 
copying fields ro 236-238 
copying graphics on the same 324- 325 
copying {,>taphics ro 325-326 
creating new 138 
exporting a snapshot of 330-33 J 
gercing information about 85, 142-143 
locating fields on 220-221 
moving becween 139- 140 
moving bucrons becween 202- 203 
moving buttons from card co 200-20 I 
moving fields becween 240-242 
moving fields from card co 238-239 
moving graphics becween 328-329 
moving graphics from card co 327 
naming or renaming 143 
numbe r of cards in 137 
protecting 145-146 
for report, selecting 349, 350 
reposicioning burcons on 192- 193 
repositioning fields on 230 
reposition ing graphics on 327, 329 
saving graphics on 323 
selecting all graphics on 260 
white area on , blank space vs. white paint 253 
working with 136-149 

background buttons. See also button s 
numbering of 194 
and overlapping element s 193- 197 
reordering 195- 196 
Share Hilite option 187-189 
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Background command (Edit menu) 136 
background fields. See also fields 

cha nging appearance of 221- 228 
numbering of 232 
and overlapping elements 231- 235 
placing in report remplare 352-355 
reorde ring 233-235 
Shared Texc option for 219-220 
cabbing through 215- 216 

hackground layer. See r1Lro background(s) 
c1rJ layer vs. 63-(,5, I 22, 193 

when adding burrons 152-153 
when adding fields 207- 208, 209,2 10 
when adding graphics 248 
when entering or editing rexr 219 
when selecting graphics 253, 260 • 

moving becween card layer and 136-137 
overlapping burrons in 195-197 ' 
overlapping fields in 23 1-235 
overlapping graphics in 302- 305 
viewing 136 

background picrure 302-303 
selecting 261 

background script, viewing 85 
backing up 

importance of I 0 
when modifying sracks 79 

Bkgnd lnfo command. See Bkgnd Info dialog box 
Bkgnd Info dialog box 85, 142 

Can't Delete option 145-146 
changing color set with 146-147 
checking number of backgrounds with 137 • 
Don'r Search option 144 
excluding backgrounds from searches with 144 
naming or renaming a background with 143 
proreeting a background with 145- 146 
shorrcur for choosing J 43 

blank space 
selecting graphic without 255, 257-259, 260 
white paint vs. 253 

Blind Typing option 24 
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,orders, drawing wich patterns 291-292 
Bring Closer command (Objects menu) 

reordering a butcqn wich 195 
reordering a field with 234 

Browse tool 
choosing 33 

shorccuc for 154 
editing shared text wi ch 219 
edicingtextwich 51, 211-213 
locating buttons wich 171 
locating fields with 2 I 1, 221 
locked field and 243 

howsing level, defmed 19 
irowsing methods 32-50 
lrush..iii..64-266 
\rush. ape dialog box 265 
lucket 264 

changing a graphic's pattern or color with 
310-311 

positioning 268-269, 3 I 1 
lurcon Ideas stack 154-155 
lutton Info command. See Button Info dialog box 
:urcon Info dialog box 81 

adding text and icon with 164 
assigning icon ro button with 162 
Auto Hilite option 186-187 
button numbers in 194 
changing button color with 179-180 
changing button style with 175 
changing button texr with 176 
c~ ing or removing an icon with 177-178 
choosing button style wich 175 
copying an icon with 168-169, 170-171 
creating link wich 181 
creating cext button with 159 
Family menu, highlighting buttons with 189- 190 
highlighting button with 186-190 
instalJingan icon with 168-171 
making button opaque or transparent with I 97 
naming button with 191 
opening a scripc wirh 203 

Share H ilite option 187-189 
Show Name option 191 
varying highlighting among cards wich 187-190 

button names, Finder stack names vs. 27-28 
button numbers 194 
butcon(s) 66, 151, 152. See alro background buttons; 

card buttons 
adding co card vs. background 152-153 
adding to Home cards 112-116 
assigning an icon to 177-178 
changing colors for 179-180 
changing an icon for 177-178 

copying 198-200 
from Burton Ideas stack 154-157 

creating 157-166 
blank and transparent 157-158 
with a graphic 165-166 
with an icon 161-164 
with icon and text 164 
opaque or transparent 197 
with rexr 158-161 

deleting 204 
disappearing 9 
getting information about 80-81 
highlighting 186-190 
on Home cards 15-16, 112-116 
linking to cards or stacks 112- 116, 180-185 
locating 171-172 
making transparent or opaque 197 
managing icons of 166-171 
modifying I 73-180 

by adding, changing, or removing rexr 176 
by choosing style I 74-176 
by resizing 160 

moving to another card or background 202-203 
moving from background to card 201 
moving from card to background 200-201 
moving through stacks with 38 
naming or renaming 191-192 
for opening applications 1 l 4-116 
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buccon(s) (continued) 
for opening cards or sracks 180-185 

from Home card!> I 12-113 
for opening documenrs 114-116 
opening scripts of 203 
overlapping, solutions to 195-197 
readymade 67, 154-1 5 5 

copying 154-157 
removing an icon from 177-178 
rcordninr, I <)1- l 9(1 

rcpus1uo11111g 192-1')3 
re~i1.ing 173 
sdecring 72 
sryles for 174-176 
text on . See burcon text 
tools for working with 153-154 
viewing 171-172 

burron text 206 
adding, changing, or removing 176 
combining with burton icon 164 
creating l 58-161 
setting or changing sryle of 176-177 

Butron tool 153 

C 

locaringbuttonswith 80, 171-172 
opening a script with 203 
repositioning a button with 192- 193 
resizing a bunon with 173 
shortcut for choosing 154, 209 

card(s) 4. See also card fields; card layer 
adding buttons ro 152-153 
adding fields ro 207-208 
adding graphics to 248-292 
adding Paint text ro 298-300 
adding ro stacks 122-125 
color sets for 96 

adding 98, 273 
changing 133-134, 273, 275-276 

copying 126 
copying buttons on the same I ')8 

copying buccons ro 199-200 
copying fields on rhc same 236 
copying ficl<ls co 236-238 
copying graphics on the same 324-325 
copying graphics to 325-326 
deleting 135 
exporting a snapshot of 330-33 1 
flipping through 42-43 
getting information about 84, 129 
going hack lO /48-Ji') 
going ll> spccilit: 4 l-4J 
l--101111: 15-16. Set' 11/so Home car<l.~ 
linking buttons to 180-185 
locating fields on 220-221 
moving. See cards, repositioning 
moving buttons to background from 200-20 I 
moving buttons from background to 20 1 
moving buttons between 202-203 
moving buttons on 192-193 
moving field to background from 238-239 
moving field from background to 239-240 
moving fields between 240-242 
moving fields on 230 
moving graphics to background from 327 
moving graphics between 328-329 
moving graphics on 292-293 
naming 130 
p rinting 336-340 

creating template for 343-348 
from current card template 348 

protecting from deletion 132- 133 
repositioning 127-128 
repositioning graphics on 329 
saving graphics on 323 
viewing quickly 42-43 
white area on, blank space vs. whire paint 253 
workingwith 122-135 

card buttons. See also buttons 
numbering of 194 
and overlapping elements 193- 197 
reordering 195-196 
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(.';ll'(.I fid<l~ 
changing appeara11ce of 221-228 
numbering of 232 
.and overlapping elements 231-235 
reordering 233-235 
tabbing through 2 I 5- 2 l 6 

Card Info command. See Card Info dia.log box 
Card Info dialog box 84, 129 

Can'r Delete oprion 132- 133 
changing color set with 133-134 
Don't Search option 131 
excluding fields from searches with 131 
naming or renaming a C.'lrd wirh 130 
protecting a card with 132-133 
scripting a link with 183 

A orccur for choosing 129 
ca'ffl"layer. See al.so card fields; card(s) 

background layer vs. 63-65, 122, 193 
when adding bucrons 152-153 
when adding fields 207-208, 209, 210 
when adding graphics 248 
when entering or editing cext 219 
when selecting graphics 253, 260 

moving between background layer and 136-137 
overlapping buttons in 194-197 
overlapping fields in 231-23 5 
overlapping graphics in 302-305 

card picrure 302-303 
adding ro report remplare 350, 352-355 
printing in report 340-343 
selecri ng 26 I 

. cript, viewing 84 
card remplare(s) 336 

copying within the same srack 36 1 
creating 343-348 
dclering 362 
editing 338 
exporting co another srack .360 
foorer for 347 
header for 345-346 
naming 344 
renaming 361-362 
selecting 337-338 

d1,1ng1.:S, prou.:c.:ring a swck from I 0.3-l 05 
changing a burron's icon 177-178 
changing bu econ text I 76 
changing colors 

for a button 179-180 
for a field 227-228 

changing color secs 272- 279 
for a background I 46-148, 276-278 
for a card 133-134, 275-276 
for a stack 95-98, 274-275 

cl1anging a field's appearance 221-228 
changing a graphic's appearance 305-31 7 
changing a Home c.1rd's appearance 1 18 
check box burron 

Auro Hilire and 186 
Share Hilice and 187 

Choose ColorSer (Options menu) 275, 277 
circles, drawing 281-283 
Clear Bumm command (Edie menu) 204 
Clear Field command (Edit menu) 245 
Clear Picture command (Edit menu) 332 
clicking buttons to move around 38 
clicking rexr 39 
Clipboard operations 

copying a burron I 69, 199 
copying a card 126 
copying a f.dd 2.37 
copying a graphic 326 
moving a burcon 200-202 
moving a card 127, 128 
moving a field 238-24 1 
moving a graphic 327, 328 

closing a stack 31 
color (Patterns palette) 

changing 309-313 
double-clicking, effects of 322 

Colors dialog box 
changing button colors with 179-180 
changing background colors with 146-148, 

276-278 
changing card colors with 133-134, 275, 277 
cl1anging field colors wirh 227-228 
changing srack colors with 96-97, 147-148, 274 
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color sec 95, 272 
adding 273 
changing 272- 279 

for a background 146-148, 273 
for a card 133-134, 273, 275-276, 276-278 
for a stack 95-98, 274-275 

for imporced graphics 330 
importing from a documenr 278-279 

Command key, using wirh Paint rools 321 
Compact Stack command (File menu) 31, I 00 
Concenr dialog box, for report template 350-356 
Copy Button command (Edit menu) 169, 199 
Copy Card command (Edit menu) 126 

for creating miniacure card 331 
Copy Field command (Edit menu) 237 
copying a background 88-90, 140-141 
copying a bucwn 198-200 

from Button Ideas stack 154-157 
copying a card 126 
copying a field 236-238 
copying a graphic 324-326 

that comes with HyperCard 262-263 
copying an icon 167, 168-171 
copying a stack 98-99 
copying a template 

co another scack 360 
within the same scack 361 

Copy Picture command (Edie menu) 262, 326 
Copy Text command (Edie menu) 301 
correcting mistakes 87 

with Brush 265 
with Bucket 269 
with Eraser 264, 332 
in graphics operacions 263-264, 332 
in low-memory c.:ondicions .) 19 
with Spray mol 267 
in text cncry 52, 217 
undclering a card 135 

Create QuickLink burcon l 13 
creating a background I 38 
creating a bu econ. See bunons, creacing 

creacing a card template 343-348 
creating a field 209-2 I 0 
creating a graphic 248-292 

opaque or transparent 303-305 
creacing an icon 167 
creacing links 180-185 

with Link To merhod 181-182 
by scripring 183-185 

creating a miniarure picrure of a card 331 
creating Paint cex:c 298-300 
creacing stacks. See stacks, creacing 
crosshair pointer 

drawing circles, ovals, or rectangles with 281-282 
drawing an irregular polygon with 285-286 
drawing lines or free-form shapes with 280 
drawing polygons with 283-285 • 
selecting a graphic with 254-255, 257-258 

Curve cool 
Draw Filled opcion with 289-290 
drawing with 280 

customizing the Home stack 111- 119 
Cuc Button command (Edie menu) 200, 201, 202 
Cuc Card command (Edit menu) 

adding new first card with 124-125 
copying a background with 140 
moving a card with 127, 128 

Cuc Field command (Edie menu) 238,239,241 
Cut Picture command (Edit menu) 327, 328 

f) 
Delete Card command (Edie menu) 135 • 

delecing a background wich 148-149 
Delete command (Templaces menu) 362 
Oclcte key, correcting mistakes wich 87 
Delete Stack command (File menu) I I 0-1 I I 
ddering. Sl'l' also corrccc ing mis rakes; removing 

a background 148-149 
a butron 204 
button cexc I 76 
a card 135 
a cird tcmp larc J62 
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delering (continued) 
a field 245 
a graphic 332 

with Brush 265 
with Eraser 264, 332 
with Spray cool 267 

a report template 362 
scripr.s 91 
search paths 26 
a stack 110-J ll 
rexc 217 

dcle[ion 
protecting a background from 145- 146 
protecting a card from 132-133 
protecting a stack from l 04-105 

deska essory, adding a color sec with 273 
co 'Tbackground 148 
co a card 134, 276, 278 
to ascack 98 

directory, Home cards as 15 
directory dialog box 11, 25 
Don't Search option 46 
iouble-dicking, as error 38 
iouble-clicking Paint tools, patterns, or colors 322 
Draw Centered option (Options menu) 

circles, ovals, or rectangles with 282 
lines or free-form shapes with 281 

Draw Filled option (Options menu) 288-290 
for filled shapes without borders 292 

drawing, using pencil for 287 
dra; & lines and shapes 279-292 

, ovals, and rectangles 281- 283 
with different line widths 290-29 1 
filled wich parrerns 288-290 
line or free-form shape 280-281 
in multiples 293-295 
polygons 283-286 

Draw Multiple option (Options menu) 293-294 
Draw Outlined option (Options menu) 283 
foplicacing. See copying 

E 
editing a graphic 305-317 
editing an icon 167 
editing text 52, 211-218 

correcting mistakes 87 
Edit menu commands 

Background 64-65, 136 
Clear Burton 204 
Clear Field 245 
Clear Picture 332 
Copy Buuon l 69, 199 
Copy Card 126 

for miniature picture of card 331 
Copy Field 237 
Copy Picture 262, 326 
Copy Text 301 
Cur Button 200, 201, 202 
Cur Card 

adding new first card with 124-125 
copying a background with 140 
moving a card with 127, 128 

Cur Field 238, 239, 241 
Cuc Picrnre 327, 328 
Delete Card 135 

for deleting a background 148-149 
New Card 

adding card with 123, 124 
copying a background with 140, 141 

Paste Burton 169, 199-202 
Paste Card 

adding new first card with 125 
copying a background with 141 
copying a card with 126 
creating miniature card with 331 
making card fuse in stack with 128 
moving a card wirh 127, 128 

Paste Field 237,240,241 
Paste Picture 263, 326, 327, 328-329 
Paste lexr 301 
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Edie menu commands (continued) 
Text Sryle 

choosing button rext formar with 176-177 
choosing field cext format with 217-2 18 
with Paint cext 298-299 

Undo 87 · 
low memory and 318 
Revere command vs. 323 
undeleting a card with 135 
undeleting field text wirh 217 
undelecing a graphic with 263, 332 

user level and 20 
Edie Partern dialog box 271 
Edie Template command (Templates menu) 

modifying a card template with 344-348 
modifying a repon template wirh 349, 357-359 
selecting cards for printing 338 
selecting cards for report: 341-342 

elemems, overlapping 
buttons 194-197 
fields 231-235 
graphics 302-305 

entering and editing cext in fields 50-52, 211-218 
and Text Anows option 213 

Eraser, deleting a graphic with 264, 332 
error correccion; erasing. See correcting mistakes; 

deleting 
error messages 78-79 
Esc key 

going co lase card seen wich 48 
for Undo command, with Paine rools 87, 263, 332 

evaluating stacks 76-77 
Expon command (Templates menu) 360 
Export Paint command (File menu) 330-331 

F 
Family menu, highlighting burrons wirh 189-190 
FarBirs option (Option!> menu) .306-307 
field(s) 66, 205, 206 

adding co card or background 207- 210 
.1dding margins to 26J- 2G4 
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changing appearance of 221-228 
changing colors for 227-228 
<.:opying 236-238 
creating 209-210 
deleting 245 
disappearing 9 
displaying lines in 226-227 
entering and editing text in 50- 52, 211-218 
getting information about 83 
locating 220-221 
locking and unlocking 242-243 
making opaque or cransparenr 235 
moving ro another card or background 240-242 
moving from background ro card 239-240 
moving between 214-216 
moving from card to background 238-239 • 
naming 228-229 
numbering of. See field numbers 
overl:ipping of, solucions co 233-235 
peeking ac 221 
prevenring word wrap in 212 
printing cext in 340-343 
protecting 242-244 
reordering 233-235 
reposicioning 230 
resizing 222-223 

for viewing hidden cext 212 
searching for texc in 45-46, 47 

exdusions when 46, 131-132, 244 
selecting 73 
sryle'.> for 223-224 
cabbing through 214-216 • 
cools for working with 208-209 

Field Info command. See Field lnfo dialog box 
Field Info dialog box 83 

adding margins with 225-226 
Auto Tab oprion 216 
changing field colors with 227-228 
changing field sryle with 223-224 
checking field number with 215 
choosing rexc formar with 2 I 7 
displaying lines in field wirh 226-227 
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Field Info dialog box (continued) 
Don't Search option 244 

Shared Text oprion a.nd 220 
Lock Text ·option 242-243 
making a field opaque or transparent with 235 
naming a field 229 
proceccing field from search with 244 
Shared Text option 219-220 
Show Lines option 226-227 
Wide Margins option 225-226 

field names, choosing 228-229 
field numbers 194 

reordering fields and 234 
cabbing order and 215 

field size, changing 222-223 
fiel. le, changing 223-224 
field text 206 

adding to cards 50-52 
changi'ng to Paint text 300-30 I 
choosing look of 217-218 
clicking 39 
copying a field with 236-238 
copying a field without 236 
correcting mjscakes in 87, 2 I 7 
creating fields for 209-210 
entering and editing 50- 52, 222-218 

and lexr Arrows oplion 21 J 
on every card 219-220 
hidden, viewing 212 
moving through 21-22 fi ~g in report template 354-355 

ng reports using 340-343 
Shared Text option, for background fields 

219-220 
Field tool 208-209 

locating fields with 82, 220 
repositioning a field with 230, 233 
resizing a field with 222 

File menu commands 
Compact Stack 31, I 00 
Delete Stack 110-1 I I 
Export Paine 330-331 

Import Paint 278-279, 329 
New Stack 89 
Open Srac.:k 

dosing a stack with 31 
gcning ro Home stack with 26 
moving co another stack with 48 
opening a stack with 27, 28-29 

Print 
copying a template with 361 
creating a card template with 343 
creating a report template with 348 
deleting a template with 362 
exporting a template wich 360 
renaming a templace with 361-362 
report from current stack 340 

Print Card 336 
Protecr Srack. See Protect Stack rualog box 
Quit HyperCard 31, 57 
Save A Copy 98-99 
user level and 20 

files, finding l 0-11, 24-26 
file server 

setting user access for stacks on 109-110 
using stacks on 55 

Fill command (Paint menu) 
changing a graphic's paccern or color 309-310 
!tiling an:a with parccrn or color 269-270 

filled shapes, drawing 288-290 
without borders 292 

Find command (Go menu) 
finding text with 43-46 
searching a specific field with 45--46 

Finder 
changing stack name in 94 
copying a stack in 99 
HyperCard icons and 13-14 

finrung buttons I 71-172 
finru.ng a file 

directory rualog box for 11, 25 
Search Paths cards for 24-26 

Finding ccxr. See searching for rexr 
tinding a rransparenc field 21 l 

l11c.Jcx 377 



Find Whole command 46-47 
First command (Go menu) 35 

making card first in scack with 124, 128 
Flip Horizontal command (Paine menu) 316-317 
flipping a graphic 316-317 
flipping through cards 42--43 
Flip Vertical command (Paine menu) 316-317 
font, setting 2 l 7-218 
Font menu, for report template 354-355 
font size, choosing 217-218 
Footer dialog box 

for card remplate 347 
for report template 358-359 

FIYPE.HyperCard 13 

G 
General cools 68, 69 
Go menu commands 34-36 

Back 
Prev vs. 35-36 
reviewing cards with 48 

Find 43-46 
searching a specific background field with 

45--46 
searching for a whole word or phrase with 

46-47 
Firsc 35 

making card first in stack with 124, 128 
Help 53 
Home 26, 50 
icons for 36-37 
L1St 35 
Message. See Message box 
Next 35 
Prev, Back vs. 35-36 
Recent 49 
Show All Cards 42 

Go palette, moving through stacks with 36-37 
grapnic(s) 66 

adding co card or background 248-292 
adding co card template header or footer 346, 347 
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adding co Home cards 118 
adding to report template 350, 352-355 

in header or footer 357, 358 
aligning 295-296 
changing appearance of 305-317 

by changing pattern or color 309-313 
by flipping vertically or horizomally 316-317 
by inverting 313 
by outlining 314 
by rotating 90° 315-316 

changing color of 309-313 
changing pattern of 309-313 
changing size of 308 
color secs and 95, 272 

changing 272-279 
with imported picture 330 • 

combining options for 297 
copying 324-326 

co another card or background 325-326 
readymade graphics 262-263 
on same card 324-325 

creating 248-292 
opaque or transparent 303-305 

creating burcons with 165-166 
creating your own patterns for 270-271 
deleting 332 
drawing lines and shapes 279-292 

circles, ovals, and rectangles 281-283 
wich different line widths 290-29 l 
filled with patterns or colors 288-290 
line or free-form shape 280-281 
in multiples 293-295 • 
polygons 283-286 

drawing patterned or colored borders 291-292 
editing 305-317 
filling with patterns or colors 267-270, 288-290 
flipping 316-317 
importing 329-330 
magnifying for editing 305-307 
making opaque or rransparenc 303-305 
miniature pictures of cards 331 

Index 



graphic(s) (continued) 
moving 292-293 

co anocher card or background 328-329 
from card to background 327 

outlining 314 
overlapping, solutions co 303-305 
painting with Brush 264-266 
painting with Bucket 267-269, 310-311 
paincing with Spray cool 266-267 
with Paine text. See Paint text 
readymade 67, 262-263 
repositioning 263, 292-293, 303, 326 
reverting to last version of 323-324 
rotating 315-316 
Sili,.ng on card or background 323 
- 'ting 74, 253-261 

all in current layer 260 
after creation 259 
entire card or backgrow1d picture 26 l 
nonreccangular area 255-257 
rectangular area 254-255 
without white space 255, 257-259, 260 

special effects wich 293-297 
text with. See Paine cexc 
tools for working with 249-253 
using modifier keys for 321 
using power keys for 319-320 
white paint for 253 
working with 247-332 

Grid option (Options menu) 295-296 H. 
hardware requirements 6-7 
Header dialog box 

for card template 345-346 
for report template 357- 358 

help, getting 53-54 
Help command (Go menu) 53 
hidden buttons, locating 172 
hidden field text, viewing 212 
hiJJrn menu bar, viewing .E 
highlighting, adding co buttons 186-190 

on specific cards 187-189 
Home cards I 5-16 

adding buttons co 112-116 
buctonson 15-16, 112-116 
changing appearance of 118 
renaming 117-118 
returning co 50 

Horne command (Go menu) 26, 50 
Home stack 14-26 

as Apple Iles control center 119 
copying a button from 170-171 
customizing I 11-1 19 
deletion warning 15 
going co (Home command) 26, 50 
installing an icon in 167, 168-169 
locating J l 
Search Paths card 24-26 
Startup and 10-1 ], 119 
User Preferences card 17-24 

house icon, getting to Home stack with 26, 50 
HyperCard 

with CD-ROM 56 
getting help in 53-54 
hardware requirements for 6-7 
help sources. See HyperCard Help stack 
Home stack required for 14-15 
installing 9- 10 

Finder and 13-14 
inrroduction co 1-6 
layers of elemencs in 193-194 
in necwotk environment 55 
opening applications from 52-53 
quitting 57 
readymade elements in 67. See also specific elements 
running from locked disk 56 
software requ irements for 7 
starting I 0-13 
starting Apple IIGS with l 19 
uses for 2-3 

HyperCard Help stack 53-54 
/-~Y/!17"Gml 1!r,'.'> Reji·rt'fl("{' v~. '5/i 
n.:aJymaJc button for 155 
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HyperCard.Icons file 13 
HyperTalk 2, 63 

adding a color scl with 273 
t 1,,., .!l'aq' ~;1c,lmr,ij\~9ff _ .14s 

ro a card 34, 276, 278 
co a stack 98 

help sources 53-54 
prinring options with 333 

l, J 
icon(s) 

assigningroburrons 161-164, 177- 178 
copying 167, 168-171 
creating 167 
creating bucrons with 161-164 
Finderand 13-14 
installing 

by ~opr,ing,;¥,td pasting a burron 168-170 
managing 166-171 
removing from buttons 177- 178 
scleccing, selecting graphic v:,. 254 

Icon dialog box 162-163 
changing or removing an icon with 177-178 
copying a burton wich 168, 170 

Icon Ediror stack, role of 167 
lmageWrirer, Prine dialog box for 339 
impon:ing a graphic 329-330 
Import Paine command (File menu) 278-279, 329 
i nsrall ing H yperCard 9-1 0 

Finder and 13-14 
installing an icon 

by copying and pasLing a burron 168-170 
with Icon dialc,11, box 170-171 

lnverL command (l\1int menu) j 13 

K 
Keep command (Painr menu) , 323 

low memory and 318 
keyboard shortcuts. See al.so specific tasks 

fi,r choosing rools 209 

380 

L 

for Go menu 36-37 
Power Keys option 319-320 
for reordering fields 234 

labels, printing 359 
L1serWrirer 

Print dialog box for 339 
printing labels on 359 

Lasso, selecting graphics with 74, 256-260 
all in current layer 260 
cnci re card or background picture 261 

L1sr command (Go menu) 35 
layers. See background layer; card layer 
layour for report 351-352 

previewing 356 
lines 

displaying in a field 226-227 
drawing 280-281 
parrerned, drawing 291-292 
varying width of 290-291 

Line Size dialog box (Oprions menu) 290-291 
line spacing, secring 217-218 
Line tool 

choosing 280 
drawing with 280-281 

line widrh, selecring 290-291 
linking information 6 

creating burrons for 180-185 
by Link To mcd1od 181-182 
byscripting 183-185 
using Create QuickLink burton for 113 

s1ack renaming and 94 
Link ' lo box 181- 182 
locating burcons 171- l 72 
locating fields 220-221 
locked disk, running HyperCard from 56 
locked stacks l 3 

making changes co l 05 
using on file server 55, 109- 110 

lol.'king and unlocking llekb 21i2- 24.l 

Index 
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looking back chrough cards seen recencly 48-49 
looking ar scripts 203 
looking through stacks. See moving chrough scacks 

M 
magnifying a graphic for edicing 305-307 
mailing labels, priming 359 
111:m:iging icous 166-17 1 
m;!fg111s 

adding to fields 263-264 
adjusting for report 351 

memory 
d1ecking 7-8 
low . nc cools and 318-319 

sympcoms of 8-9, 318 
working wich 9, 319 

requiremencs 6, 7 
menu bar 

in background layer 136 
viewing hid<lt:n 32 

menus. See al.so specific menus 
hidden 32 
with Paint cools 251-253 
stack 32 

Message box 
and Find command 43-44, 45-46 
and Find Whole command 47 
getting help wich 53 
gening to Home srack wirh 26 
. g to card with 41-43 
moving to another stack with 48 
moving becween backgrotmds with 139-140 
moving through sracks with 42-43 
opening an application from 52-53 
opening a stack from 27, 28 
returning to Home stack with 50 

miniature picmre of card, creating 331 
mistakes. See correcting mistakes 
modifier keys, tising with Paint t<>ols 321 

modifying a button's appearance 173-180 
modifying:m icon 167 
modifying stacks 78-87 

protection from 103-105 
moving back through cards seen recently 48-49 
moving between backgrounds 139-140 
moving a button 200-203 

ro :mother c1rd or ba<:kground 202-203 
from backgrounJ ro t:ard 20 I 
from card to background 200-201 

moving a card 127-128 
moving a field 230 

LO anorhcr card or background 2/i0- 2/i2 
from background co card 239-240 
from card to background 238-239 

moving a graphic 292-293 
co another card or background 328-329 
from card to backgrow1d 327 

moving a 1c111plare 360 
moving rhrough field~ 214-216 
muviug thrllllgh scacb 21 2J, 32 '>O 

wirh arrow keys 39-40 
by clicking burcons 38 
by clicking text 39 
by flipping th rough cards 42-43 
with Go menu 34-36 
with Go palette 36-37 
with Message box 42-43 
reviewing cards viewed 48-49 
by searching for text 43-47 

moving through text 21-22 
from one field to another 2 I 4-21 G 
Text Arrows option for 213 

multiple lines or shapes, drawing 293-295 

N 
naming a button 191-192 
naming a card 130 
naming a field 228-229 
naming or renaming a background 143 
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naming a stack 93-94 
network 

custom icons and 167 
launching HY.PerCard over 119 
low-memory symptoms with 8-9, 318 
using stacks on 55 

New Background command (Objects menu) 138 
New Button command (Objects menu) 

creating a button wich an icon 161 
creating a button wirh rexr 159 

New Button (Objects menu) l l 4-l I 6 
New Card command (Edit menu ) 123, 124 

copying a background with 140, 14 I 
New Field command (Objects menu) 209-210 
New Stack command (File menu) 89 
New Stack dialog box 89- 90 
New Template command (Templates menu) 344, 

348-349 
Next command (Go menu) 35 
nonrecrangular graphic, selecting 255- 257 

0 
Objects menu commands 

Bkgnd Info dialog box 85, l 42 
changing color set with 146-14 7 
checking number of cards char share 

background 137 
naming or renaming a background with 143 
protecting a background with I 45 
search exclusions with 144 

Bring Closer command 
reordering a button with 195 
reordering a field with 234 

Button Info dialog box 81 
changing button sryle with 175 
changing buccon ccxt with l 76 
creating a text button with I 59 
installing an icon with l 68-171 
making button opaque or transparent with 197 
naming a button with 191 
opening a script with 203 

382 

Card Info dialog box 8/i, 129 
changing color sec with 133-134 
naming or renaming a card with 130 
protecting a card with 132-133 
scripting a link with 183 
search exclusions with 131 

examining scacks with 80 
Field lnfo dialog box 83 

adding margins with 225-226 
changing field sryle with 223-224 
choosing text format wirh 217 
displaying lines in field with 226-227 
locking a field with 242-243 
making a field opaque or transparent with 235 
naming a field with 229 • protecting field from search with 244 

New Background command 138 
New Button command 114- 1 16 

creating a burcon with an icon 161 
creating a button with text 159 

New Field command, for creating a field 209-210 
Send Farther command 

reordering buttons with 195 
reordering fields with 234 

$rack Info dialog box 86, 92 
changing color sec with 96-97, 274-275 
checking free space with I 00 
checking number of backgrounds with 137 

opaque buttons, changing co transparent 197 
opaque fields, crearing 235 
opaque graphics, creating 303-305 
opening an application program 52-53 

adding a button to Home card for 114-116 
opening a button's script 203 
opening a documenr 52-53 

adding a button ro Home card for 114- 116 
opening HyperCard 10-13 

aLscanup 119 
opening a scack 27-30 

adding button co Home card for 112-113 
closing old stack and 31 
locked 30 
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opening a stack (contintted) 
with a password 29 
rt::1dy111aJt: buttons for I 55 

Open Stack command (File menu) 27, 28-29 
closing a stack with 3 1 
geccing ro Horne stack wich 26 
moving ro another stack with 48 

Option key 
copying a burron with 198 
copying a field with 236 
using with Paine cools 321 

Options dialog box, adjusting printing options in 
339,342-343 

Options menu 
Brush Shape command 265 
(a:> se ColorSet 275, 277 
c~ ining options in 297 
Draw Centered option 281. 282 
Draw Filled option 288-290 
Draw Multiple option 293-294 
Draw Outlined option 283 
Edie Paccern command 27 1 
FarBits option 306-307 
Grid option 295-296 
Line Size command 290-291 
Polygon Sides command 283-284 
Power Keys option 319-320 

outlining a graphic 314 
ovals, drawing 281-283 
Oval cool 281 
ovy , ~ing elt:mems, solutions to 

ns 195-197 
fie els 233-235 
graphics 303-305 

p 
padlock in menu bar, for locked stacks 30, 79, 105 
Page Setup dialog box, selecting printing options in 

334-336 
Paine file, imporring a color sec from 278-279 

Painting level, defined 19 
and Power Keys option 24 

l'.1i11t mt:nu command~ 
Fill 269-270 

changing a pattern wi ch 309-310 
Flip Horizontal 316-3 l 7 
Flip Vertical 316-317 
Invert 313 
Keep 323 

low memory and 318 
Opaque 304 
Pickup 311-313 
Reven 319,323-324 
Rot.ace Lefr 315-316 
Rotate Right 315-316 
Select 258, 259, 260 
Select AJJ 261 
"frace Edges 314 
Transparenr 304 

Paine text 206, 298 
adding 298-30 I 
changing field cexc co 300-301 
choosing a format for 298-299 
preset format for 298 

Paine Text cool 
choosing 298 
power keys disabled with 320 

Paine cools 68, 69, 249-251. See al.so specific tool.s 
choosing 71 
doub le-clicking, effects of 322 
Grid option and 296 
low-memory conditions and 9, 318 
menus with 71, 251-253 
for special effects 293-297 
Tilde(-) key wid1, 263, 332 
using modifier keys with 321 

password 
opening a Stack wim 29 
removing 108-109 
secci ng l O 1-102 
user level serri ng and I 06 , 1 07 
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Paste Button command (Edit menu) 169, 199-202 
Paste Card command (Edit menu) 

a<lding new first car<l with 125 
copying a background with 141 
copying card with 126 
creating miniature card with 33 I 
making card first in stack with 128 
moving a card with 127,128 

Paste Field command (Edit menu) 237, 240, 241 
Paste Picture command (Edit menu) 263, 326-329 
Pasre Texr command (Edit menu) 30 I 
patterns, changing 309-313 
P:uterns menu 

changing or creating a pattern on 270-271 
choosing a pattern from 268, 269, 288, 291 
editing a panern on 270-271 
rearing off 252 

Patterns palette 252-253 
choosing a pattern from 288, 291 
shortcut for showing or hiding 252 

peeking 
acbunons 171-172 
at fields 221 

Pencil 
drawing with 281, 287 
editing a graphic with 307 

phrase, searching for 46-47 
Pickup command (Paint menu) 31 1-3 1 3 
picture inserr, adding co reporc template 350, 

352-355 
picrures. See background picture; card piuurc; 

graphics 
planning a scack 75 
pmnrers 

arrow 
with Burton cool 157 
copymg a graphic with 325 
moving a graphic with 292-293 

Brush shape 265 
Bucker 

38i 

changing a graphic's pattern or color with 
310-311 

positioning 268-269, 311 
crosshair 

dr:1wing cirdc.:~. ovah, or n:c1:111glc.:~ with 
281-282 

drawing an irregular polygon with 285-286 
drawing lines or free-form shapes with 280 
drawing polygons with 283 
selecting a graphic wich 254-25 5 

I-beam 51 
adding Paint ccxi: with 298 
cdi cable field shown by 2 I 1 , 21 2 
for editing rexr 51, 52 
failure ro appear 212- 213 
locked field and 243 

Spray wol 266 
Tools palene and 70 • 

polygons, drawing 283-286 
Polygon Sides dialog box 283-284 

dioosing shape in 283-284 
Polygon cool 

choosing 285 
Draw Filled option wicb 289-290 
drawing with 285-286 

Power Keys option 23, 319-320 
power keys listed 320 

Prev command {Go menu), Back command vs. 
35-36 

Preview dialog box, checking report layout with 356 
Prim Card command (File menu) 336 
Prinr dialog box 

choosing a card remplatt: with 3:37 
choosing a rcporr template with 341 • 
copying a tt:mplace wich 361 
creating a card template with 343-348 
creating a reporr template with 348-359 
deleting a template with 362 
cxporring a remplare with 360 
printing all or range of cards with 337-340 
printing cards in stack wirh 337-340 
priming a report with 340-343 
renaming a template with 361-362 

printer driver required 7 
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prinring 3.>3-.159 
card pictures 340-343 
card~ .3.3(>- .)40 

creating template for 343-348 
entire stack 336-340 
single 336 
specific 336, 338 

field rexr 340-343 
m:iiling labels 359 
Page SeLUp option~ for 334-336 
preparing for 334-336 
reports 340-343. Sfe 11/Jo repori ltmpl:irl'(s) 

l'nvatc Access check bo» I CJ I 
protected cards, deJering 135 
protected stacks 

- ing 30 
r1'!"ng to delete 1 I l 
rypes of 101 

prorecring a background from deletion 14 5-146 
prorecring a card from deletion 132-133 
protecting a stack 101-1 10 

from changes or deletion l 03-105 
on a file server I 09- 1 10 
by limiting user level 106- I 08 
with a password 101-102 

Protect $rack dialog box 

Q 

limiting user level wirh 106-10 8 
preventing changes or deletion with I 03-105 
removing a password with I 08 
restricting access with lO 1-102 
serring file server access wiLh I 09, 110 
. ng password with 101-102 

Quit HyperCard command (File menu) 57 
for closing stack 31 

R 
radio button 

Auto Hilileand 186 
Share Hilite and 187 

RAM icon, checking llll'mory wiLh 7-8 
readymade hurrons 67, 1 54-155 

wpying J 54- 157 
readymade graphics, copying 262-263 
Recent command (Go menu) 49 
rectangles, drawing 281-283 
Rectangle tool 281 
rectangular area of graphic, selecring 265-255 
Regular polygon cool 283- 28'i 
removing burron text 176 
removing an icon 177- 178 
rcmov i ng a password I 08- 109 
removing search p:uhs 26 
renaming a backgrow1d 143 
renaming a burron 191-192 
renaming a card 130 
renaming a field 228-229 
renaming a Home card 117-1 J 8 
renaming a stack 93-94 
renaming a template 361-362 
reordering burrons 195-196 
reordering cards. See repositioning cards 
reordering fields 233-235 
reordering graphics. See repositioning graphics 
reports, printing 340-343. See aLroreporc remplare(s) 
report remplare(s) 336, 340, 343 

copy ing within the same stack 361 
creating 348-359 
deleting 362 
ediring 341-342 
exporting to another scack 360 
for mailing labels 359 
naming 349 
previewing cell layout for 356 
renaming 361-362 
saving 359 
selecting 341 
specifying cement for 350, 352-356 
~pecifying footer for 358-359 
specifying header for 357-358 
spec ifying layour for 351-352 

reposi tioning buttons 192-193 
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reposirioningcards 127--128 
repositioning fields 230 
rcposirioning graphics 263, 292- 29J, .303, .326 

after copying 326 
after moving 327, 329 

resizing a bunon 173 
to show cexr 1 60 

resizing a field 222--223 
for viewing hidden re.xt 212 

rt:.'>izing a graphic 308 
resource fork, icons scored in 167 
restoring a graphic 323- 324 
resrriccing access. See protecting :1 stack 
Revere command (Paine menu) 319, 323-324 
Rotate Left command (Paint menu) 315-316 
Rorare Righr command (Paine menu) 3 J 5-316 
rotating a graphic 315-316 
Rounded Rcccanglc cool 281 

s 
Save A Copy command (File menu) 98 
Save A Copy dialog box 98-99 
saving graphics 323 
saving a reporr cemplacc 359 
saving a stack copy 98-99 
scanned graphics, as card element 66 
scanner, importing grapbics via 329--330 
Scripting level, defined 19 

Blind Typing option 24 
scripts 63 

background, viewing 85 
button, viewing 81, 203 
button name changes and 192 
card, viewing 84 
copying, error messages and 91 
creating links with 183--185 
deleting 91 
field, viewing 83 
field name changes and 229 
for linking 183-185 
pre-programmed 154 

stack, viewing 86 
stack modification warning 78--79 
viewing 80-86, 203 

Scrolling field sryle, in Field Info dialog box 224 
searching for text 43-47 

c.:xclusions when 46, 131, J/43-144, 244 
Paint text excluded from 300 
Shared ' lcxt option and 220 
in a specific field 45-46, 47 
speeding up 45 
stopping 44 
for whole word or phrase 46--47 

~carch paths 25 
Search Paths cards 24-26 
Selecc All command (Paint menu) 261 
Select command (Paim menu) 258, 259, 260 
selecting a burron 72 
scb.:ring a fidd 73 
sdcccing a graphic 74, 253--261 

all in current layer 260 
after crearion 259 
encire card or background picture 261 
nonreccangular area 255--257 
reccangular area 254-255 
seleccing an icon vs. 254 
wid10uc blank space 255, 257- 259, 260 

~elcccing ::m icon, selecting a graphic V5. 254 
selecting a pattern 253 
selecting printing opcions 334-336 , 339 
seleccing text format 217--218 
Selection cool 74, 254, 257, 261 
Send Farther command (Objects menu) 

reordering buttons with 195 
reordering fields with 234 

• 

• 
Ser Password button (Protect Stack dialog box) 10 I 
shapes 

drawing 
circles, ovals, and reccangle.s 281- 283 
fr.::e-form 280--28 I 
polygons 283- 286 

drawing patterned borders for 291--292 
Glkd, drawing without borders 292 
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Shared Text option, making Lexr appear on every card 
wirh 219-220 

Share Hilircoprio11 187- 18') 
Shift key, using wic:h Painr cooh 321 
Show All Cards command (Go menu) 42 
size of burron, changing 173 
size of field, changing 222-223 
size of graphic, changing 308 
soft.ware rcquiremenrs 7 
special graphic effects 293-297 
Spray tool 264 

painting wic:h 266-267 
Spray tool poinrer 266 
srack(s) 5-6 

adding cards co 122-125 
b. p, importance of 10 
. templates for, saving 348 
on CD-ROM 56 
changing name of 93-94 
closing 31 
color sec for, changing 95-98, 274-275 
compacting before closing 31 
copying burrons between 167, 168-171 
copying a template within 362 
creating 59-78 

card layer vs. background layer 63-65 
by copying from ocher Stacks 88-91, 90-91 
evaluation while 76-77 
by modifying existing stacks 78-87 
planning 75 
scripts for 6.1 

a ps in 88-91 
To ols for 68-71 

creating new backgrounds for 138 
deleting 110-111 
ex:unining parts of 80-86 
exponing a template co 360 
on Ille server 55 
gerring information abour 86, 92 
icons for 5 
links berween 6 

creating 180-185 

locating burcons in 17 1-172 
locked 13 
111.1king .1 c1rd fir~1 in 128 
modifying 78-87 
moving between 48 
moving a card in 127-128 
moving a template between 360 
moving through 21-23, 32-50 

wirh arrow keys 39-40 
with butrons 38 
by clicking text 39 
by flipping c:hrough cards 42-43 
wic:h Go menu 34-36 
wic:h Go palette 36-37 
with Message box 42-43 
reviewing cards viewed 48-49 
by searching for rext 43-47 

naming or renaming 93-94 
opening 27-30 

adding a burcon co Home card for 112-113 
readymade burcons for 155 

planning 75 
priming all cards in 336-340 
printing options saved with 335 
protecting 101-110 

from changes or deletion 103-105 
on a file server 109- 1 I 0 
by limiting user level 106-I 08 
from unauc:horized access IO 1-102 

rcadymade elemenrs in 67 
rcadymad<.: graphics from, copy ing 262-263 
reclaiming free space in 99-100 
renaming 93-94 
report templates for 340 

creating 348- 359 
saving 359 
selecting 340-342 

repositioning cards in 127-128 
samp le 60-63 
~.wing a copy of 98-99 
scripr.~ and 63 
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srack icons 5 
startup from 12 

Sr:ick Info com111:111d. See Stack lnfc) dialog hox 
Srack [nfo dialog box 86, 92 

changing color set wid1 96-97 
for a stack 274-275 

checking free space wirn 100 
check ing number of backgrounds wid1 137 
sho rrcur for choosing 92 

stack menus 32 
srack names, in Finder vs. on burron 27-28 
stack script , viewing 86 
scarring H yperCard 10-13 

ac Apple II c.;s startup I I 9 
Startup Info dialog box (AppleSbare nctvvork) I 19 
srylc of burron, choosing l 74-176 
style or button text, sercing 176- 177 
sryle of field, d1anging 223- 224 
sryle of field texr. See text format 
Style menu 

choos ing button sryle wirn 175-176 
choosing field text format with 218 
choosing field sryle wirn 224 
sett ing button text wirn 176 

system software requirements 7 

T 
Tab key, moving through fidds wit!, 214-2 1 C, 

reordering fields and 234 
tempbre(s). See card temp latc(s); repon remplate(s) 
Template dialog box 

choosing cards co print wirn 338 
creating a card template wirn 344-348 

Templates menu commands 
Delete 362 
Edie Template 338, 341-342 

creacing a card template with 344-348 
creating a report template with 34?, 357-359 

Expon 360 
New Template 344, 348-349 

tl'.l>ting a burron 157 

;ifrer copying 200 
after moving 203 

1<:sring a link 182, 185 
text. See also button text; field text; Pajnr text 

Arrow Keys in Text option 21-23, 39-40, 213 
combining wit!, an icon 164 
creaci.ng a burron with 158-161 
formatting. See tcxt format 
role of 205 
~earching for 43-47 

exclusions when 46, I 3 l, I 43- 144, 244 
Paint text excluded from 300 
Shared Text oprio n and 220 

rypes or 206 
determining 212 

Text Arrows opt ion 21-23, 39-40 
moving through text with 213 • 

tcxt fields. See field(s) 
text format 

choosing 217-218 
for Paint text 298-299 
specifying in report template 354-355 

Text Sryle dialog box 
for butron text sty le J 76-177 
for choosing field cexc format 217- 2 18 
for d1oosing repon fom 354-355 
l<>r Paint cext 298- 299 
shurccut for opening 217 

text sryle. See text format 
Tilde(~) key 

for looking chrough cards viewed 48 
for undeleci.ng a graphic 263, 332 • 

Tools menu 68- 7 1. See also specific tools 
choosing a border rool from 292 
Draw Filled option and 289 
shortcuts 

for d10osing Gener:tl tools 154, 209 
for painting commands 320 

tearing off 70 
for working wim burrons 72, 153-154 
for working wich fields 73, 208-209 
for working wim graphics 74, 249- 253 
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Shared Text option, making text appear on every card 
wich 219-220 

Share Hili1c opr io11 187 I 8') 
Shili: key, using wirh Painr coob 32 I 
Show All Cards command (Go menu) 42 
size of bucron, chang ing 173 
size of field, changing 222-223 
size of graphic, cl1anging 308 
sofiware requiremcnrs 7 
special graphic effects 293-297 
Spray tool 264 

painting with 266-267 
Spray tool pointer 266 
srack(s) 5-6 

adding cards to 122-125 
bilk.up, importance of 10 
ca, templares for, saving 348 
on CD-ROM 56 
changing name of 93-94 
closing 31 
color ser for, changing 95-98, 274-275 
compacti ng before closing 31 
copying buttons berween I 67, I 68-17 l 
copying a template within 362 
creating 59-78 

card layer vs. background layer 63-65 
by copyi ng from ocher stacks 88-91, 90-91 
evaluation while 76-77 
by modifying existing stacks 78-87 
planning 75 
scriprs for 6J 

a ps in 88-91 
To ols for 68-71 

creating new backgrounds for 138 
deleting 110-11 I 
examining pares of 80-86 
exporting a remplare ro 360 
on file server 55 
gerring informarion abouc 86, 92 
icons for 5 
links berwecn 6 

creating 180-185 

locaring burrons in 17 1-172 
locked 13 
111.1king .1 c 1rd fir~l i11 I 28 
modifying 78-87 
moving between 48 
moving a card in 127-128 
moving a remplare berween 360 
moving th rough 21-23, 32-50 

with arrow keys 39-40 
wich burrons 38 
by clicking texr 39 
by flipping through cards 42-43 
with Go menu 34-36 
wich Go palecre 36-37 
with Message box 42-43 
reviewing cards viewed 48-49 
by searching for rexr 43-47 

naming or renan,ing 93-94 
opening 27-30 

adding a burcon to Home card for 112-113 
ready made burrons for 1 5 5 

plan ning 75 
pr inting all cards in 336-340 
printing options saved with 335 
protecting IO 1-110 

from changes or deletion 103-105 
on a file server I 09-1 I 0 
by limiting user level 106-108 
from unauthorized access 101-102 

readymade elemenrs in 67 
rcadyma<le graphic, from, t:0py111g 262-263 
reclaiming free space in 99- 100 
renaming 93-94 
report temp lates for 340 

creating 348-359 
saving 359 
selecting 340-342 

reposition ing cards in I 27-128 
samp le 60-63 
saving a copy of 98-99 
:,cripL~ and 63 
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Tools palette 
choosing a tool from 70-7 1 
crc.:ating 70 

Trace Edges command (Paint menu) 314 
transparent bmrnns 

changing opaque bu[rons co 197 
creating 157-158 

transparent fields 
changing opaque 6elds to 235 
creating 210 
finding 211 

transparent graphics, crearing 303-305 
Typing lcvd, Jc6ned 19 
typing mistakes, correcting 87. See ,dso correcting 

mistakes • u 
unddering a card 135 
undelering field text 217 
undelering graphics 263-264, 332 
Undo command (Edit menu) 87 

low memory and 3 l 8 
Revert command vs. 323 
undeleting a card wich 135 
undeleting field text wirh 217 
undelecing a graphic wirh 265, 1:n 

unlocking a field 243 
updating Search Pachs card 25-26 
user levels 17-21. See also specific levels 

Arrow Keys in Texc option :rnJ 2 1 • 

Blind Typing option and 24 
Compacr Srnck command and 31 
File and Edit menus with 20 
limiting I 06-108 
listed 19 
Power keys oprion and 23 
setting or changing 17-18 
User Preferences card vs. stack 21 

User Preferences card 17-24 

\ ' 

Arrow Keys in Text option 21-23, 39 
Blind Typing optio n 24 
Power Keys option 23, 319- 320 
staLk llM:r kvd vs. 21 

viewing cards quickly 42-43 
viewing ca.rds seen recencly 48-49 
viewing scripts 80-86, 203 

w 
white paint, blank space vs. 253 
Wide Margins, for fields 225-226 
word, searching for 46-47 
write-protected scack, opening 30 

X,Y,Z 
XCMD, adding a color set wich 273 

ro hackground 148, 278 
ro a card 134, 276 
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