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Preface

About This Book

Hypchard"“ I1GS® is a software package that allows you to create
your own ways of doing things on your Apple I1Gs* computer.

This book is a reference to everything you might need to know as
you use HyperCard, including how to use and create “smart”
documents called stacks. Stacks can do many of the things that
ordinary Apple IIGs application programs can do, and more,
because you can decide for yourself how you want your stacks to
work—without knowing a word of programming.

If you do know something about programming, or even if you're
just curious, you might want to learn more about HyperTalk® the
programming language that’s built into HyperCard. This book

@ doesn’t cover HyperTalk in detail. You don't need to know anything
about HyperTalk to use HyperCard effectively; but if you want to
learn more about it, you can read the HyperTalk Beginner’s Guide.
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What you need This book assumes that you know how to use your Apple IIGs,
to I(HOW to use and that you understand the fundamentals of HyperCard.

. You should know
this book
s How to use the mouse and keyboard

= How to choose from a menu

s How to use (3-key commands (such as (-X)

s How to copy files and disks

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

« How to use the directory dialog box to locate files

s What a HyperCard stack is

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

If you'’re not sure how to do all of the first seven tasks listed, go
through the documentation that came with your Apple 11Gs before
you do anything else.

If you don't know what a HyperCard stack is, or if you're not
familiar with the components of stacks, go through the book
Getting Started With HyperCard 11GS and the Tour that comes

with HyperCard before using this book. (Getting Started With
HyperCard 11Gs tells you how to start the Tour.) These turorials
teach the concepts you need to know to use this book. @
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HOW tO USe This book is a reference to everything you might need to know as
thiﬂ hOOk you use HyperCard. (It doesn’t cover scripting with HyperTalk—
1 HyperCard's programming language.) This book is designed to
help you find answers to your questions quickly and get on with
your work.

Once you understand the basic concepts presented in the Tour
stack and the book Getting Started With HyperCard I1Gs, refer to
this book as you begin doing your own work in HyperCard. If
you're still not sure how to use the Home stack or how to find
your way around in HyperCard, you might want to review the
information in Chapter 1, “Using HyperCard Stacks.” If you
want to begin building stacks, consult Chapter 2, “Creating and
Modifying Stacks.”

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

Descriptions of specific tasks in this book often include numbered
steps. Each step consists of a short instruction in boldface type
followed (usually) by further explanation in plain type. Depending
on your level of expertise with the Apple I1Gs, 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:

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

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

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

= Chapter 5, “Working With Text and Fields,” explains how to
create and modify flelds (the places you create to hold text), how
to enter text into fields, and how to control text styles.

s Chapter 6, “Working With Graphics,” describes HyperCard’y
Paint tools and commands and shows you how to use them t0
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
that appear in italics in this book are defined in the Glossary.

The HyperCard 11Gs 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 to Apple? you help us improve our
products and documentation. Fill the card out after you've worked

with this book.
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Where to get
HyperCard stacks

Other sources
of information

A HyperCard stack can be as simple as a collection of information,
or as complex as any Apple IIGs application program. (Chapter 2
shows some examples of HyperCard stacks.) You can use the stacks
that come with HyperCard, create stacks yourself, or get stacks
from a variety of other sources:

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

»  Check with your local Apple I1Gs user group to find out the
meeting time of the HyperCard special interest group. Members
often share their stacks with each other. (The next section
explains how to find a local Apple 11GS user group.)

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

time charges.

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

of these sources.
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Other learning materials

[n addition to this book, the following learning materials are

included in the HyperCard package:

(:ffrmg Started With HyperCard 11Gs: A book that tells you how to
install HyperCard, teaches the basic skills you
need to get going, and shows you how to start
creating and modifying stacks.

Tour: A stack thart introduces basic HyperCard concepts by

{“a showing you what HyperCard can do.

(S5

HyperCard HlGs Help: A stack that answers your questions while @)
ety ) . i "
< you're using HyperCard.

F fypr*rf;z!k Beginner's Guide: A book thar teaches you how to use
HyperCard’s programming language by helping
you create a new stack, one step at a time.

F fy;mr Talk Help: A stack that provides easy access to information
about HyperTalk for people who use

%‘ HyperCard’s programming language.

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

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

HyperCard 11GS Script Language Guide: A book that provides
detailed reference information about scripts and HyperTalk, This

book s for pmplc with some prugr;umning OF SCIIPLINE CXPEricnee.

Several other excellent books have been written about HyperTalk.
Books about HyperTalk that were written for HyperCard 1.2.5,
which runs on Macintosh® computers, contain much information
that also applies to HyperCard I1Gs.

Apple IIGS user groups can be a great source of information about
HyperCard, and about Apple computers in general. Members of
user groups meet to share ideas, discuss problems, and exchange

software and information. By :u[cnding USer group meetings, you

can learn more about HyperCard and see how others are using it.

Ask your authorized Apple dealer for the name of the Apple I1Gs
user group nearest you, or call (800) 538-9696, Extension 500.

Preface; About This Book
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Chapter 1

Using HyperCard Stacks

Ihi.s‘ chapter begins with a brief summary of what HyperCard”
[1Gs™ is and what you can do with it. One of the first things you'll
learn is that documents created with HyperCard are called szacks.

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

»  What hardware and software you need to use HyperCard

= How to start HyperCard

= How to use the Home stack

= How to open, explore, and close stacks

= How to get hr:lp

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

user level.)




What is HyperCard?

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

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

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

s 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 clip art, or present
information stored on a videodisc.

» Customize your computer work space—so that, for example,
with a single mouse click, you can log onto another computer,
launch an application that’s hidden away in a folder, or send a

message toa I'I'I'L‘I'!d.

Using HyperTalk", HyperCard's English-like script language, you
can gain even more control over your HyperCard environment,
whether or not you have prior programming experience. You can
tap the power of HyperTalk without knowing anything about how
it works. For example, you can link a button to a stack—creating a
script thar tells the button to take you to that stack—without
writing a word of HyperTalk. And HyperCard comes with ®
readymade scripts you can copy and paste. (You can learn to create
your own scripts by working through the exercises in the HyperTalk
Beginner's Guide.)
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The more you learn about HyperCard, the more uses you'll see for
it. HyperCard allows you to shape the way your computer organizes
and presents information, which can help you use the information
efficiently. You may even find that HyperCard helps you discover
new ways of organizing your work and new approaches to old
problems. HyperCard provides you with a creative environment
that’s limited only by your imagination.

Chaprer 2 shows examples of the kinds of stacks you can create with

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

ECE =R R R B e
i

; Onee spon & Lime there was o
‘i | princess and o prinee ond a
“ I[ .|I. |l i gueen and o king ond a dregon
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Fiats costle.

I

i e e

il 05 have specie] Wings that help thes fly
quietly ot night while they are hunting for
food. The edges of their wings are soft end
jogged ond the wings themselves are lorge,

| whichmeans the owl deesa’t hove to Flop them

{ verymuch when it flies

Since snowy els like snow, they live pretty
for north, mastly in Conoda and Rloska,

achaf Bloem oo i
Greenhayse Industries

6825 Patfodil Moy
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bEE [

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

'Eupu Stamp
NEW ZEALAND

Taura

a Stamp, s
NEWZE% p: '{

Whakatane Stamp
NEW ZEALAND e

(Bo to History Stack) <3 > 43

Figure 1-2  Cards are grouped into stacks

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

the Finder™

-

StompStack

Figure 1-3 A HyperCard stack icon in the Finder

+ If your stack icons look different: HyperCard stack icons will look
like the icon in Figure 1-3 only if you have followed the standard
installation procedure. If your stack icons look different, see
"HyperCard Icons and the Finder,” later in this chaprer.
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You can learn a lot about the power of HyperCard just by exploring
the stacks that come with it. These stacks provide good examples of
the kinds of things HyperCard can do. It you wish, you can obtain
additional stacks from the sources described in the Preface.

HyperCard includes tools you can use for moditying and creating
stacks. With these tools, you create and manipulate the elements,
or building blocks, that make up stacks. You can arrange the
information on cards in any way you like. And you can tie together
related information by creating links—so that a single click rakes
you immediately to the information you want, whether it’s in the
same stack or a different one.

e—
LY -

L
Whakatane History of New Zealand
NEW ZEALAND . .oooerns WHAKATANE

=2/ =&

e Al

i
i
=

Figure 1-4 A link from one stack to another

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

What you need Touse HyperCard, you need the following hardware and software:
(O use HY])‘:‘I'CLH'{I s An Apple 11Gs® 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,” later in this chapter.) Your authorized Apple dealer
can help you add memory to your computer.

s An 800K disk drive.
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» A hard disk. If you don't have a hard disk of your own, your
computer must have access to a file server over an AppleShare”

network.

= System software version 5.0.3 or later. Your authorized Apple

dealer can help you obtain the system software you need.

= Jo print with HyperCard, you need the appropriate printer
driver for your printer. The printer driver must be in the Drivers
folder, which in turn must be in your System folder when you
start your computer. For example, if you have an ImageWriter
printer, the Drivers folder must include the ImageWriter driver.
T'he documentation that came with your Apple 11Gs discusses
how to install system updates, including drivers.

HyperCard and your HyperCard requires a minimum of 1.5 MB of random-access

L‘()IHI‘JLITEI‘F memory  memory (RAM) to run efficienty. However, the more memory
you have installed in your computer, the better HyperCard will
perform. The sections that follow describe how to find out how
much memory your computer has and how to identify and deal
with symproms of low-memory conditions.

Checking your computer’s memory

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

1. Choose Control Panel from the Apple menu.
2. Scroll through the icons on the left until you see the RAM

icon.
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3. Click the RAM icon and check the numbers labeled “Memory
in use” and “Free memory.”

[f these numbers add up to 1,536 or more, you have enough

memaory.

t[1==—— [ontrul Panel
4r| FRAM Disk:  RAM Coche:

Printer Port

T Memory inuse: 177K —1 | These numbiers

free memory: 998K should add v
[l Resize ofter reset " st P,Illl
- at least 1,330

Time
w101  Help

Figure 1-5 Checking your computer's memory

Your authorized Apple dealer can help you add memory to your

computer if you need it

Symptoms of low-memory conditions

HyperCard’s use of memory depends on many factors, including
the number of desk accessories you have installed in your system.
the network software you're using (if any), and the complexity of,
the card or stack you're currently working with. Even if you have
1,536K or more of RAM installed in your computer, you may find
that HyperCard sometimes performs differently than you expect.
This is most likely to happen if your computer has close to the
minimum amount of memory you need to run HyperCard and is

part of an AppleShare network.
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After you have installed HyperCard and learned o use it, you may
want to evaluate its use of your computer’s memory. The following
symptoms are signs that HyperCard is running out of memory:

= Fields and buttons in the card layer disappear when you're using
the Paint tools in the card layer.

» Fields and buttons in the background layer disappear when

you're using the Paint tools in the background layer.

» The Undo command doesn’t always work when you're using the
Paint tools.

= Buttons 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 to avoid low-memory conditions and to improve
HyperCard's speed and general performance is to install additional
RAM. 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 to 32K (or, if all else fails, to 0K).

For information abour desk accessories, RAM disks, and the RAM
cache, see the documentation that came with your computer.

For information about working with the Paint tools under low-
memory conditions, see “Working With Paint Tools When
& Memory Is Low” in Chapter 6.

Iﬂ.‘iiﬂf[iﬂ}_{ | [}']‘!L’l"{".ill'ki Before using HyperCard, you should install it on your hard disk.
(You must have a hard disk to run HyperCard.) See the book
Getting Started With HyperCard 1165 for installation instructions,
If you don't follow those instructions exactly, the HyperCard icons
in the Finder may look and behave differently than you expect.
For more information, see “HyperCard Icons and the Finder,”
later in this chaprer.
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Starting HyperCard

Beginning with
the Home stack

After you install HyperCard, make sure you have a backup copy of
each disk that comes with i, and lock your backup disks. (If you
don't know how to lock a disk, see the documentation that came
with your Apple I1GS.) It’s a good pracrice to back up any new
software before using it. However, it’s particularly important to do
this with HyperCard, because HyperCard automatically saves any
changes you make to stacks—withour asking. Keep a backup copy
of each stack that comes with HyperCard, so that you can always
retrieve the original copy of any stack.

Before you start HyperCard, make sure you have a backup copy of
each disk that comes with it, as described in the preceding section(@)

The Home stack serves as a home base whenever you use
HyperCard, and it’s a good place to start exploring. It includes
a visual directory of other HyperCard stacks and provides easy
access to them. (You need to have a Home stack ro run

HyperCard.)

If you followed the installation instructions in Gerting Started With
HyperCard I1Gs, there are two ways to start HyperCard so thar it
opens the Home stack:

g‘“' — lnthe Fingler, A ordoubleclick
double-click the % the Home icon .

HyperCardII65 HyperCardicon... Home

Figure 1-6  Starting HyperCard with the Home stack

You might have to close windows or open folders to find the
HyperCard icon or the Home icon.
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If you did not follow the installation instructions exactly, or if you
have subsequently moved the HyperCard program file to another
location on your hard disk, you may find that these icons look or
behave differently from the way they are described in this section.
For more information, see “HyperCard Icons and the Finder,” later
in this chaprer.

= Where is Home? When you start HyperCard by double-clicking
1ts 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 these
places, HyperCard displays the directory dialog box and asks
where Home is. Use the directory dialog box (shown in the
tollowing 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 Home?
<= HordDisk:HuperCard:

You can view the
volumes that are
currently availahle
O your computer
by clicking here or

pressing the Tab

key

[ Stocks
3 Tour

i §

You can open a stack, folder, or volume in
this list by double-clicking it. You need 1o
locate the Home stack and open it

Figure 1-7  The directory dialog hox for finding a file
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For more information about using the directory dialog box, see the
documentation that came with your system software.

For more information about Home, see¢ “'I'’he Home Stack,” later

in this chaprer.

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

P e In the Finder
EEE:E double-click the

Et--ﬂﬂk stack’s icon

Figure 1-8  Starting HyperCard with a stack other than Home .

You might have to close windows or open folders to locate the
stack’s 1con.

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

+  Where is Home? When you start HyperCard by double-clicking
a stack’s icon, it looks for the Home stack (1) in the 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
AppleShare network, or in the folder that contains the
HyperCard program, if you're not running HyperCard over a .
network; and (4) in any folder named Stacks that's inside the
folder it checked in (3). If it can’t find Home in any of these
places, HyperCard displays the directory dialog box shown in
Figure 1-7, which you must use to locate the file called Home.
After you tell it where Home is located, HyperCard opens to the
stack whose icon you double-clicked. <
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HyperCard icons
and the Finder

Important: Whether or not you want to start HyperCard with the
I ilII'I‘IL' ST l'i. l'l.'iﬂl. “'.'L"'.I L) Il.l\-"L' i I Ii'ln(' .‘l{ilLI\ on Yol lli.‘\J( ey T

HyperCard. A

% See a padlock (&) in the menu bar? When you open a locked
stack, a padlock appears in the menu bar to the right of the
rightmost menu title. The padlock means the stack is
locked—you can't make changes to it. The section “Opening
a Locked Stack,” later in this chaprer, describes how to work
with such stacks. <

If you install HyperCard exactly as described in Gerring Started
With HyperCard 11Gs, and if you leave the HyperCard program and
the Home stack where the Installer program puts them on your
hard disk, the icons for the HyperCard program, Home, and other
HyperCard stacks will look just like those in Figures 1-6 and 1-8
(that 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 installation, you may find that double-
clicking stack icons to open them from the Finder won't work.

You may also find that HyperCard’s icons change their appearance,
so that they look like standard Apple 11Gs application and
document icons.

When the Installer program installs HyperCard on your hard

disk, it also places two files (called FTYPE.HyperCard and
HyperCard.Icons) in the Icons folder on the same disk. These files
contain information the Finder needs about HyperCard’s icons and
the location of the HyperCard program on your hard disk. If these
files aren’t inside the Icons folder, the Finder uses its standard icons
instead of the HyperCard icons for all the HyperCard files, and
cannot automatically locate the HyperCard program file. When this
is the case. you can start HyperCard only by double-clicking the
HyperCard program icon. Double-clicking the icon for a
HyperCard stack won't work.
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The Home stack

If the HyperCard icons you see in the Finder are correct, but

you still can't 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 files are

in your Icons folder, the information they contain abour the
location of the HyperCard program on your startup disk will not
be valid if you have moved it. To avoid this situation, keep both the
HyperCard program file and the Home stack where the Installer
places them: inside the HyperCard folder, which in turn should be
ar the top level of your hard disk directory (visible in your hard

disk’s window).

If you need to keep the HyperCard program somewhere else, make
sure you keep the Home stack at the same directory level (in the (@)
same window) as the HyperCard program file, and remember that
you must always start HyperCard by double-clicking its icon.
Double-clicking stack icons to open them won't work, but

otherwise HyperCard will function the same way.

Home is HyperCard’s central stack. You can return o it easily from
any other stack ar any time. You use the Home stack as your base
of operations, a jumping-oft point for your work in HyperCard.
This section describes the standard Home stack that comes with

HyperCard.

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

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

= The Scarch Paths card tells HyperCard where to find stacks,
applications, and documents that you use frequently.

= The User Preferences card lets you customize the way you
interact with HyperCard.

e Home cards are

HyperLad BCS

designed 1o hold Fhema Stach et P maces
buttons that take you ¥
to your stacks.

e ——

=
INMSMKIMW

= Hy et ilﬂ

A
=
| N

- i

LK 'he User Prelerences

Home Stack/ vesome ._ 2| [ . ] card lets vou customize
& 177 ' the way you interact
B o= i The Search Paths card with HyperCard

J i 5 ik tells HyperCard where to

= T — ] look for different files,

Figure 1-9  The cards in HyperCard's standard Home stack

Warning: HyperCard will not operate without 2 Home stack.
Do not delete the Home stack. a

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

three Home cards (the first three cards in the stack) contain

buttons that take you to all the stacks that come with HyperCard—

from collections of electronic art to special stack-building tools.

In addition, the standard Home stack has two blank Home cards.
Collectively, the Home cards provide a visual directory for

your stacks.
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[hese buttons
move vou Hn
the cards in

Home stack

HyperCard 1168

Welcome

| Horme Stack /

&

Hele Ficture Puzzler

) &

Tirds Toor
Copuright © 199 fipple Computer, Inc

’—m] Deskset | TeolMit [ Mric ][ Bosement |

HyperCard [1GS

Story Board

;i ' -'.IllIIII:‘JIIFI:!
| Home Steck / Desksel

)ser Name

Calendor

Rddresces

Weleone | DSTEENN [ Tosi®ic [ Wesie ][ Gosememt |
=

S ——I |
Home Stack / Tool Kit

P

iy Wi D
Geripter's Tools firt u.i{i

HyperCard 11§

User Preferences

liser Name

Button Idens Toen Lditor

| Retio Sosement |

|| Deskset

%J,— Weloome

The first three Home cards

Figure 1-10

| The buttons on
the first three
Home cards take
you 1o the stacks
that come with
HyperCard

As you become more comfortable with HyperCard, you can make

your Home cards even more useful by adding buttons thart link
your Home cards to your favorite cards, stacks, and applications.

) See al
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User levels and Oplions  You can adjust the settings on the User Preferences card to
customize the way you interact with | lyperCard. To ger ro the
User Preferences card, frst go to the Home stack (if you're not
already there) by choosing Home from the Go menu, or pressing
~-H. Then click the User Preferences button.

Setting your user level

On the User Preferences card, click the user level that matches what

you want to do in HyperCard:

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

| Home Stack [ User Preferences :

Your Name: User Kame

3 Edit the scripty of buttons, fields,
cards, bockgreunds, ond stocks
i Creote buttons and fields. Link
Authoring buttans ta cords and stacks
1 Use the Paint teals to chanse the
Pmnllng appearance af cards ond backgrounds
. E::I::uci:s Enter ond edit text in Cl et brrms r
For ellcking anly, Youmay explore
‘shacks but not change them. o

 HyperCard 1168
.

Click here o
LII.-II'II‘.-lk' e User
name

When vou click 3

' — Scripting
higher user level -

ol

v

il

lIIIIFIIIIILII
Hame Slant .f ilst'r Preferences

HyperCard [1GS

[ Retra |

Your Mome: {fser Name —¥
. the appearance of % [AIt the scripts of bukkens, Tields,

St l_l I, g .“ MJ cur_d_s.hucimun;\.uw;-.uﬁh * CIRlind Taning

e |"'\L|1]l|||'l|'IL\"\ Treote buttons and fields Link
- 1 lauthort ate buttons and fields LI
. card ¢ |1;I['I.£,'L'.‘| 10 ; nn | butLans to cards end stecks
once of cards ond backgrounds, (] Fawer Keys
Typing || * yistas et orows |
For ¢licking only. Youmey explore

. Use the Paint tools to chonge the
reflect your choice Painting |
d ocks. Enter ond edit text in
skocks but mot chonge them

=

war

=

Browsing

Figure 1-11  Sctting your user level
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The features available at the different user levels are cumulative—
that is, each level gives you all the features from the previous levels,
and also gives you additional capabilities. For example, the features
available at the Browsing level are also available at the Typing level;
the features available at the Browsing and Typing levels are also
available at the Painting level; and so on. The higher the user

level you choose, the more you can do with HyperCard.
You might want to set a low user level now and change it a higher
one later, when you feel comfortable experimenting with more

advanced features. You can change your user level at any time,
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User level What you can do

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

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

Painting The same things you can do at Typing level, plus

. set stack protection, delete stacks, create graphics
with the Paint tools in the Tools menu, edit
graphics and patterns using the Paint, Oprions,
and Patterns menus (which appear when a Paint
tool is selected), move between the background
layer and the card layer, and use the Power Keys
(explained in “The Power Keys Option,” later in
this chapter).

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

Scripting The same things you can do at Authoring level,
plus write and edit scripts and use the Blind
Typing option (explained in “The Blind Typing
Option,” later in this chapter).
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The File and Edit
MEnLLS Viou }.{L"T
whien vour user
level is Browsing
or Typing,

The File and Edit
menus you gel
WHEN YOUr uset
level s Painting,
Authoring, ol
SCripHng,

New Stack...
Open Stack... a0
Save a Copy...

Page Setup...
Print Card aP
Print...

Quit HyperCard &0

Undo

fut &K
Lopy 4
Paste Gy
Clew

New Card ON

Delete Card

New Stack...
Open Stack... a0
Save a Copy...

Compact Stock
Protect Stack...
Delete Stack...
Page Setup...
Print Card 3P
Print...

Quit HyperCard &0

Undo

LRt

Copy
Paste
Lieor

New Card

Delete Card
Cut Card
Copy Card

Text Stpte..

Background

Figure 1-12  Shor and full File and Edit menus
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+  User preferences and stack protection: 'The tools and commands

you have at your disposal while you're using a specific stack

are determined by both the user level you set on your User
Preferences card and che stack’s user level (which is set in the
Protect Stack di;llug box). When a stack is set for a different user
level than the one set on your User Preferences card, HyperCard
uses the lower setting, (Lower means “closer to Browsing.”)

For information on setting and changing a stack’s user level,

¥

see " Protecting Your Stack” in Chaprer 2. «

The Text Arrows 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 clicking it.

When this option is turned off, the arrow keys on the keyboard
move you through cards in a stack; when this oprion is turned on,
the arrow keys move the insertion point through text—just as they
do in most word processors. (The Message box is a place where vou
can type instructions to HyperCard. It's discussed in the section
“Looking for Specific Text,” later in this chapter.)
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[ 1Text Arrows

Takes you 1o the Takes vou to the Takes you back
previous card in next card in the through cards
the current stack current stack YOU Ve Seen

B<] Text Arrous

Moves the Moves the Moves the
insertion point nsertion point insertion pom
left over text nght over lext down through

lines in !I'.’|\|
or o the end of
the hine i the

\lh'\u'\_’_li_[r_' [aax

Figure 1-13  The effect of the Text Arrows option
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When Text Arrows is turned on, you must press the Option key in
combination with the arrow keys to move through cards in a stack:

1o goto the previous card
in the current stack

To go 1o the next card
in the current stack

To go back through cards

VOLU Ve seen

[ go torward through
cards you've reviewed

Figure 1-14  Moving through cards when the Text Arrows option is turned on

> Seealo: “Moving Around in a Stack” in this chaprer
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How Hy pci‘(]irtl
finds stiacks

The Power Keys n|'J{it}n

When you click Painting (or a higher user level) on the User
Preferences card, a check box labeled Power Keys appears (see
Figure 1-11). When the Power Keys option is turned on, you can
use specific keys on the keyboard to make changes ro graphics—
pressing a single key does the work of choosing a menu command
thar affects the selected graphic (or the graphic element you've just

created). You select or deselect the Power Keys option by clicking it

P Seeabko:  *"L Ising, Power Keys” in Chapter 6

The Blind Typing option

When you click Scripting on the User Preferences card, a check I)(_..
labeled Blind Typing appears (see Figure 1-11). When this option 1s
turned on, you can type in the Message box even when ir's hidden

(as long as the insertion point isn't in a field). Typing in the Message
box sends instructions to HyperCard.

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

it's hidden.

The Message box is discussed in the section “Looking for Specific
Text,” later in this chaprer.

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

look for the requested file.

To see the Search Paths card, first go to the Home stack (if you're
not already there) by choosing Home from the Go menu or
pressing | -H. Click the User Preferences button, and when the
User Preferences card appears, click the Search Paths burron.
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This bine wlls

HyperCard to look | [Stocks:

lor stacks in the
folder Stacks.

The following figure shows the Search Paths card:

You can chick these buttons o see the Scarch Patbs liclds lor non-
HyperCard documents or applications, The information in these
fields helps HyperCard find documents and applications you try
o open from within HyperCard

: L
Home Stack / Search Paths

|ﬂ:nl1cuunns ] I Documents —|

HyperCard 1S |
|
|

=

Help

Figure 1-15  Where HyperCard looks for stacks

There are three fields on the Search Paths card that tell HyperCard
where to look for files. One tells HyperCard where (in which
folders) to look for stacks, another tells it where to look for
documents, and a third tells it where to look for applications.

Lo view cach field, dlick the appropriate button on the Search Paths
card. These fields contain lists of search paths, or pathways through
the folders on your disk, that HyperCard should follow to retrieve
a stack, application, or document,

If you ask HyperCard for a file it can't find (that is, one whose
search path isn't recorded in the appropriate field on the Search
Paths card), it displays a directory dialog box and asks you where
the file is. (Figure 1-7 shows a directory dialog box.) Use the
directory dialog box to locate the file. Once you've locarted the file,
HyperCard notes the disk and folder (and subfolder, if necessary)
where the file is located, 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 to ask you (unless you've renamed it or changed the name
of the disk or folder that contains it).
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Getting to the
Home stack

:\|Iin:|ig[| | |j\'1!c|{ ard lliul.i[m the Search Paths card for your (as just
described), you can also add search paths to the card yourself. For
example, if you move a stack into a folder named Old.Stacks within
the Stacks folder, you can add the following line to the Stacks field
on the Search Paths card (so HyperCard will know where to find
the stack):

)

:HardDisk:HyperCard:Stacks:Qld.5tacks:

To add a line to one of the Search Paths fields, just click and type.
When you rename a disk, folder, or file, you can change its name in
the appropriate Search Paths field. Or, if you prefer not to deal
directly with these cards, you can always use the direcrory dialog
box to help HyperCard locate the files you need.

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

Edit menu. %

While j_.'mfr:: using Hyper( ard, you can get to the Home stack
by doing any of the i‘it”tmwing:

a Choose Home from the Go menu.

s Press “-H (press and hold the "™ key while you press H

for Home). .

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

s Choose Message from the Go menu (or press  -M), type

"Home", and press Return.

s Choose Open Stack from the File menu (or press  -O), and
locate and open the Home stack using the directory dialog box.
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Opening and
closing stacks

Opening a stack

Because HyperCard automatically (without asking) saves any
changes you make to stacks as you work, it’s a good idea to make
sure you have a backup copy of a stack before you open it. That way,
if you change the stack (intentionally or otherwise), you can always
go back to the original version. (“Saving a Copy of a Stack” in
Chapter 2 gives instructions for making a backup copy of a stack.)

There are several different ways to open a stack:

""-_'; Double-chick the stck's wan in the
) %ﬁ:ﬁ Finder
PicturePuzzler

b Click a button that's linked to the stack
"‘ (if there is such a button),

Picture Puzzler

0000
go to stack "PicturePuzzler” —— Choose Message from the Go menu to
—_ open the Message box, type go <
stack and the stack’s name (in quotes),
and press the Return key
New Stack...
Open Stack 40 Choose Open Stack from the File menu
and open the stack
Save a Copy...

Figure 1-16  Opening a stack

+ About stack names: A stack name that you see in the Finder or in
a directory dialog box may differ from the name that appears on
the HyperCard button thart takes you to thar stack. This is
because the stack’s name must follow the standard Apple 11Gs
naming rules for documents, whereas the rules for naming
HyperCard buttons are more flexible. When you type in the
Message box to open a stack, you must type the stack’s name
the way it appears in the Finder. #
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When you double-click a stack’s icon in the Finder, HyperCard
will launch (and the stack will open) only if you have installed
HyperCard correctly and have not subsequently moved any of its
files. For more information, see “HyperCard Icons and the Finder,”
carlier in this chaprter.

When you click a button or type in the Message box to open a
stack, HyperCard looks for the stack using the strategy described in
the section “How HyperCard Finds Stacks,” earlier in this chaprer.
[f it can't find the stack, HyperCard displays the directory dialog
box and asks you to tell it where the stack is, (If the stack is on a
floppy disk, make sure that disk is in one of your drives.)

When you choose the Open Stack command, HyperCard )
displays a directory dialog box and waits for you to tell it which

stack to open:

I'his 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

Locate the stack Choose a stack:

you want to open <=3:HordDisk:HyperCard: ] .
hy double-clicking (_ Volumes — You can view the

o open folders or 3 Home volumes thit are

| i [ Stocks currently avaikalbk
volumes i s hist 04 Tour —— )

Wohien vou sewe the 'i Upen D LERNE SR TR L

| | | - h
open il sl Coneel ) ‘

Figure 1-17  Opening a stack with the Open Stack commund
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After you double-click the stack (or select it and click Open),
HyperCard closes the stack you are currently |tm|{ing at and opens

lIIL' .‘il;lk_l\_ Yol !\'L‘I{_‘L'[L'tl.

Opening a stack protected  When you tell HyperCard to open a stack that's set for private
with a password — access, you see the following dialog box:

This stock requires o password:
f 1 Type the password

here and click OK.
(o ]

Figure 1-18 Opening a stack set for restricted access

To open the stack, you must know the password and type it
correctly, character for character—except that capitalization doesn't
matter. (As you type, you will see asterisks, not the acrual letters you
type.) Then click OK. If the password you type is incorrect,
HyperCard tells you so and won't open the stack.
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Opening a locked stack  When you open a stack that’s locked—for example, a stack for
which “Can’t modify stack” is selected in the Protect Stack dialog
box—a small padlock (&) appears in the menu bar:

& File £ 32— The small padioc)
- IR N tells you that the

“\ . _ _ l I. stack 1w locked-

——m — vou can't make an

| White pelicons have lang beaks shoped like | T s
scoaps to help them cotchwriggly, slippery changes o it

| fish. They hunt cooperatively, surrounding [

M fish in the water,

it 6o Tools Objects

When they hatch, pelicans have no feathers
ond need their porents to protect them from

il the sun,

In the summer, pelicons like the openwoter
of marshes in the northern United Stotes and
southern Conodo. They spend the winter in
Floride, Colifornia, ond Hexico.

Figure 1-19  Working with a locked stack

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

Con't modify this stock,

Figure 1-20 Trying to make changes to a protected stack .

P Seealso:  * “Protecting Your Stack” in Chapter 2
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Cli ISING (I stack  There are two ways 1o close a stack:

= Quit HyperCard. HyperCard saves any changes you've made to

the current stack betore closing it and quitting,

s Open another stack. (See “Opening a Stack,” earlierin this
chapter, for instructions.) HyperCard saves any changes you've
made to the current stack before closing it and opening the

other stack.

« Before you close a stack: 1t's a good idea to choose Compact Stack
from the File menu before you close a stack that you've changed
significantly. This rearranges the current stack on the disk,
removing any unused space so that it fits into the smallest
possible space. The Compact Stack command is always visible

i when your user level is Painting (3) or higher. You can make it
visible when your user level is Typing (2) by holding down the
key while you pull down the File menu. <
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Loc )king One of the best ways to learn about HyperCard is to explore
th 1'(')UQ,I] stacks stacks—including the stacks that come with HyperCard, and any
i other stacks you can find. (The Preface gives information abour

where you can get additional stacks.)

Many stacks have a button you click to learn abour the stack.
[t usually looks like one of these:

e 4 "'%@v

Figure 1-21  Buttons you can click to get information about a stack

Stack menus }"f)'pt'r(':drd allows stack dcvck)pers to customize the menus that
appear with a stack. Therefore, you may encounter stacks that have
one or more of their own menus. You see a stack's custom menus
(if it has any) only when the stack is active. The Picture Puzzler
stack and the Addresses stack are examples of stacks with their
OWn menus.

Customizing menus requires a knowledge of HyperTalk and

external commands (XCMDs). For information about customizing
menus, see the Scripter’s Tools stack.

YAr - Ifyou use stacks other than the ones that come with HyperCard,
you might encounter stacks in which the menu bar is hidden. To
see the hidden menu bar, press the "' key and the Space bar at [hL.
same time. To hide the menu bar again, press ~—Space bar again.

Displaying the menu
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M H'EI‘I}J, around in a stack Moving around in I-Iypcr(_',ard smcks—muving from card to card,
going to other stacks, and so on—is called browsing.

There are several ways to browse through stacks:

»  Choose commands from the Go menu (or type their ™ -key

equivalents).
s Click icons on the Go palerte.
s Click burtons or text in the stack.
L [JI—CSS arrow I".(_')’.‘{ on l‘hf: kf_'}"'hﬂ:l]—d.
s lype commands in the Message box.
@ s Use the Find command to search for specific text.

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

This is the Browse —
I.]}l'1|:]||1‘|:.|l ;:\::trlﬂn Ll
(O Drowse
:|'||'-:1||.t,[;| ali.l; _;:\, % g
MO
Al
. Figure 1-22  Choosing the Browse tool

@ Cant see the Tools menu? 1f you can't see the menu bar, you can
make it appear by pressing ' '—Space bar. If you can see the
menu bar but not the Tools menu, you can make the Tools
menu appear by changing your user level to Painting, Authoring,
or Scripting. (For instructions, see “User Levels and Options,”
earlier in this chapter.) «

The techniques for browsing are described in the sections that
follow.
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Lising conumands in the Go menu

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

Back a
Home aH
Help 37
Recent aR

First a1

Prev 42 )

Next a3
Lost oy
Find... aF

Message GM

Show A1l Cards

|"1'g1|re 1-23  The Go menu
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-key

Command r:quivalcn[ What the command does

Back Takes you back 1o the last card you saw

Home -H Takes vou to the Home stack

|~|: { |.:!xL"\\"l.-hlE|L':|'-

fecent I Lets you review uprto the Bise IR cards vou s

First l'or Ul Takes you 1o the first card in the current stack

Prey -2 Takes you to the previous card in the current
stack.

. Next -3 Takes you to the next card in the current stack
Last dor - [akes vou to the lust card in the current stack
Fing -F Lets you search for specitic text
Message -M Lets you navigate by typing commands in the

Message box.

Show All Cards (No ! key) Shows you all the cards in the stack, one atter
the other.

% Prev versus Back: The Prev command takes you to the previous
card in the current stack; Back takes you to the card you last

. looked at, which mighl be in another stack. <

The Back and Recent commands are explained in more dertail in
“Looking Through Cards You've Seen,” later in this chaprer.
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The cards in a stack are arranged as if they were looped on a ring,
When you're looking at the last card in the stack, choosing Next
from the Go menu takes you back to the first card in the stack.
When you're looking at the first card, the Prev command takes
you to the last card of the stack.

i __Second cardd

First card

Last card

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

[Ising the alternate Go menu and Go palette

An alternate Go menu that contains icons instead of words appears
if you press and hold the " key while you pull down the Go menu.
T'he icons are equivalent to the commands in the regular Go menu
You can choose any of these icons by dragging and releasing the .
mouse button, the same way you choose a regular menu command.

You can also “tear off” the alternate Go menu (as shown in the
following figure) to create a moveable Go palette that you can leave
open while you work, so you have easy access to all the navigation
commands. To do this, hold down the ™ key and drag down
through the menu, past the bottom or beyond either side.
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Edit KM Tools Objects
&I ?
l]@: (# I:E) t&ﬂ You cin close the
Go paletie by
22 clicking here,

Toy mowve

[ O —
)= e ey
: I&| &= here

Tor tear off the alternate Go menu,

Click any icon to
drag beyond the bottom or side choose the commuand
of the menu. it represents.
. Figure 1-25

Tearing off the alternate Go menu

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

Home Help

ISR

Back Gﬂ E 2 ==L recent

™ .
st

p:.,h.\._ﬁp{%, =:‘> %u_lmt

Next

O e [99

Message

'Hiu w All Cardls

Figure 1-26 The Go palette

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

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

= Where are the buttons? You can find all the buttons on a card
(except those that have been deliberately hidden) by holding
down the (" and Option keys at the same time. Gray or colored

rectangles appear around the buttons.

Clicking buttons is one of the most effective ways to explore a stack.
Here are some buttons that are commonly used for moving ;1!'01.1‘
in stacks:

K & © 2] < ;i

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

Figure 1-27  Navigating with buttons

= You click only once: One click is enough to make a HyperCard
button work—don’t double-click it. When you double-click a
HyperCard button, sometimes HyperCard saves the second
click until another card appears. Then you might find you've
accidentally clicked a button you didn't mean to click. +
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Clicking text to move around

In some stacks you can click text in fields to make things happen.
For example, you can click a topic on the first card of the
HyperCard Help stack to see a list of related subtopics, and

then click one of the subtopics to go to a card that contains
information about it. Clicking text can do the same kinds of
things thar clicking buttons can do.

Stacks that take advantage of this feature of HyperCard will
contain information about which text in the stack you might want
to click and why. Clicking text will have no effect unless the stack
includes a script that tells HyperCard what to do when a particular
portion of text is clicked.

Using the arrow keys to move around

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

When the Text Arrows option is turned on, you must press the
Option key along with the arrow keys to move through cards.
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When Text Arrows When Text Arrow:
Togo... is turned on, press is turned off, press

To the previous card in the
current stack

fo the next ciod in the

current stack

Back through cards you've
seen

Forward through cards

VOU'VE reviewec

Figure 1-28 Navigating with arrow keys

P Seealo: *“The Text Arrows Option” in this chapter
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Going o a specific card

If you know the name, number, or 1D of a specific card in a stack,
you can go to the card directly by using the Go command in the
Message box. (You can use the Message box to send instructions to
HyperCard.)

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

The card's name

Card Hame: ]
Card [D: 3046, Cord number 1 out of 7

Che card's number

The card's 1D

Contoins 0 card fields.
Contains 3 card buttons.
= Con't Delete

(1 Don't Search

|3t:riot,..| ltulurs...l ﬂ 0K Il |CEI’|¢!|.|

Figure 1-29  The Card Info dialog hox

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

1. Open the Message box (if it isn’t already open).
Choose Message from the Go menu, or press "-M.

2. Type any of the following, substituting the name, number, or
ID of the card you want to go to:
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A0 SRS iIIIIIIIIII'.IIIII!JI 100000 A To ga lo the card with the

g0 t.o curd curd nume specified name in the
— - current stack

e T T R TR EETAMEENEENETE 1o 2o 1o the card with the

go tocard X specified number in the
it current ﬁl}!L'l’L

[ IR To go to the ca rd with the

go to card 1D 16724 specified 1D in the current
e stack

0000
go to card "card nome" in stack "stack nome"

Tor go ta the card with the
specified nume in the
specified stack. (Specify
the stack name only whet

the card vou want to .

i5 tn another stack. )

Figure 1-30  Going 1o a specific card

3. Press Return or Enter.

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

cards in a stack

You can take a quick look ar a stack by flipping through all of its
cards quickly. The easiest way to do this is to choose Show All
Cards from the Go menu. But you can also use the Message box
to flip through the cards in a stack. Follow these steps:

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

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

Chupter 1: Using HyperCard Stacks




Looking for specific text

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

If you want to stop Ripping through the cards, cither press the
mouse button or press ' -, (" -period). (This will also stop the
action if you choose Show All Cards from the Go menu.)

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

Figure 1-31 A button for flipping through the cards in 4 stack

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

When HyperCard searches for specific text that you've asked it to
find, it pays no attention to case or to diacritical marks: “apple
Compiiter,” “apple compurter,” and “Apple Computer” are all
considered the same.

You can search an entire stack for the text you want, or search only
in a specific background field.

Finding field text anywhere in a stack
1. Choose Find from the Go menu, or press _-E

HyperCard displays the Message box with the Find command

n it

Find "I" The insertion point

Figure 1-32  Searching for text
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2. Type the text you want to find.

Malke sure the text vou want to find is between the quotation
) |

marks that appear after the word “Find” in the Message box.
3. Press the Return key or the Enter key.

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

the text you're looking for.

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

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

4. 1f you want to find the next occurrence of the same text, press
Return or Enter again.

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

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

+ Note: HyperCard won't look for text in fields for which the
option Don't Search is selected in the Field Info dialog box.
[t will also exclude from the search all fields that belong ro
backgrounds for which the Don't Search option is selected in
the Bkgnd Info dialog box, and all fields on cards for which
Don't Search selected in the Card Info dialog box. .

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

tind and press Return or Enter.
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+ 1o 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 to distinguish it from other text in the stack’s
fields. This prevents HyperCard from displaying cards that don't
actually have the text you're trying to find. HyperCard finds rext
faster when you specify the rarger text in strings of three
characters or more, not counting spaces. +

Finding text in a specific background field

[f you want 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 field’s name, number, or ID, first choose the Field tool from
the Tools menu, and then double-click the field. (You must have
your user level set to Authoring or Seripting,.)

Field Name: E The field’s name
Bignd field number:1  Bkgnd field I0: 4 The field's ID
CluoskText ™\ guyle: [ Eomgarat |

[ uto Tab The field's number
[J0on't Search [ Show Lines

[ Shared Text [CJWide Margins

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

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

1. Choose Find from the Go menu, or press "-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 background field and the
name (in quotes), number, or ID of the field in which you
want to search.

[f you type the field name, enclose it in quotes.

O 000000 OO
Find "Hong Kong" in backaround field "Headquarters" _

Figure 1-34  Searching for text in a specific field

5. Press the Return key or the Enter key.

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

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

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

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

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

#  Note: HyperCard won't look for text in ficlds for which the
option Don't Search is selected in the Field Info dialog box. @
[t will also exclude from the search all fields that belong to
backgrounds for which the 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

To search for a specific whole word or phrase in any field in a stack,
follow these steps:
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1. Press -Shift-F

I'he Message box appears with the Find Whole command in it

AN 000000000

Figure 1-35  Scarching tor 2 whole word or phrase

2. 'lype the word or phrase you want to find.

3. Press the Return key or the Enter key.

. For the Find Whole command to find a march, all the characters
must be in the same field on a card, and they must be in the same
consecutive order as they appear between the quotation marks.
For example,

Find Whole "Apple Computer"

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

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

Flnd Whole "Ed"
won't find “Edward.”
To stop a search in progress, press . ( -period)

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

The HyperTalk Help stack describes other ways to search for text in
background fields, including scarching for a specific string (that is, a
specthic sequence of characters, regardless of word breaks) and tor
individual characters.
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Moving from one stack  You can move easily from one stack to another using any of the
(o another  following techniques:

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

s Choose Message from the Go menu, type gc " stack name",
and press Return. (Replace stack name with the name of
the stack.)

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

w If the stack is represented by a button on one of the Home cards,
you can press _-H to go to the Home stack, then go to the
Home card that contains the stack’s button and click the buttcf)

Looking through  As you go from card to card and stack to stack, HyperCard
cards you've visited  automarically keeps a record of where you've been. When you want
to back up and review the cards you've visited, you can do either of
the following;

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

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

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

Preferences card).
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= Choose Recent from the Go menu to see miniature versions of
the cards you've visited most recently—up to the last 18 cards
you looked ar (as shown in the following figure). A card
miniature appears just once, even if you've visited the card more
than once. Click a miniature and then click OK (or double-click
a miniature) to go to the card it represents:

Double-click any miniature to go
to the card it represents.

Cards recently viewed:

This is the card you were looking at
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-click the miniature that has a box around ir,
press Return, or click OK.
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Returning Home

Entering text

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

—y= | Gk

o xiflw Go "Home"

Choose Home Press ' -H Click any button Choose Message
from the Go with the house from the Go
e icon, oranother ment, vpe

Putton that s oI z

hinked 1o the andd press

[ o stk Retirn
Figure 1-37  Returning to the Home stack .

When you return to the standard Home stack (the one that comes
with HyperCard) using any of these methods, you return to the
Home card you visited most recently—that is, the last Home card
you saw the last time you were in the stack.

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

The most common way to add text to a card is by typing into Hclc’_.
d J F fm)

& Check your user level: To type and edir text in stacks, you must
have your user level set to Typing (2) or a higher level. If you
need instructions for changing your user level, see “User Levels
and Options,” earlier in this chaprer.
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[f your user level is Painting (3) or higher, you must choose the
Browse tool (¥) from the Tools menu (if it isn't already selected)
before you can type text in fields.

¢

Chouose this toal
o ype lextin -

fields ] =

1=V

BIOO

Ol

.. not this ool __A Q G

. Figure 1-38  Choosing the Browse tool

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

Neme | | Jobnd Blowm T ———— The I-beam pointer i
tnnnul Greenhouse Industries an editable text field.

Bidress | | 6825 Daffudil Wey
Citu ] | Weed

Stats | o
_titose] | g

. | lelehome] | Siv-eesr

Figure 1-39  The I-beam pointer for typing and editing text

o enter text in a field, just move the I-beam over the field, click in
the field, and type. You edit field text in HyperCard the same way
you edit any Apple IIGS text—you can click anywhere in the field
and begin typing, or drag to select text for copying, pasting,

deleting, or replacing,
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Opening
applications

[o Fix typing mistakes while you're editing text in a field, do one of

the following:

s Press the Delete key to delere characters to the left of the
insertion point, one character at a time.

s 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 not a good idea to use Undo to fix typing
mistakes, unless you want to retype everything 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 retype or delete it. )
To save the changes in a field (so that Undo can't undo them), click
anywhere outside the field.

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

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

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

)

Type one of the following messages in the Message box,
substituting the names of the application and document you

walll o open: .

A 100000 00 O
open "application"

This hiunches the
specihied application

This launches the
specified application

A 00 L

open "document" with “application" ———————— and opens the
skt i specified document

Figure 1-40  Opening an application
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Getting help in
HyperCard

3. Press Return or Enter.

4. 1F HyperCard displays the directory dialog box and asks you
where one of these files is, use the dialog box to locate and

open the file.
When you quit the application you've opened, you return to the
card in HyperCard from which you launched the application.
You might encounter stacks with buttons that launch applications.
When you launch an application by clicking one of these buttons

on a card, you return to the same card in HyperCard after you quit
the application.

» Secalo: “Customizing Your Home Stack” in Chapter 2

While you're wc)rkjng in HyperCard, you can always get immediate

assistance from the HyperCard Help or HyperTalk Help stacks.

These stacks provide the following types of information:

» HyperCard Help covers HyperCard tasks through the
Authoring level.

= Hyperlalk Help provides reference and conceprual information

abour HyperTalk, HyperCard’s scripr language. (For
information about how you might want to use HyperTalk,
see the HyperTalk Beginner s Guide.)

There are several ways to get to the HyperCard Help srack:
» Choose Help from the Go menu.

m Press -2,

s lype Help in the Message box and press Return.

s Click the Help icon on the Home card called Welcome (in

the standard Home stack).
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Once you've opened the HyperCard Help stack, it shows you how

to find the information you need.

[f vou need help using HyperTalk, click the HyperTalk burton ar
the bottom of any card in the HyperCard Help stack to go to the

HyperTalk Help stack.

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

= This book gives more details on some topics than the
HyperCard Help stack does. Turn to this book when you need
a more thorough discussion of a topic. To find information
quickly in this book, look up the subject in the Index @

or Contents.

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

[Fyour Apple 11Gs is part of a network that includes AppleShare file
servers, you can use HyperCard stacks stored on file server volumes.
However, you need to be aware of the following considerations
when you use stacks on a file server:

= Aswith any file on a file server, you must have the appropriate
access privileges to use the stack. For information abour access
privileges, consult your nerwork administrator.

m [f the stack is on a locked medium—a locked disk, a CD-ROM.
or a locked folder on the file server—or if it’s locked in the
Finder (that is, if its Locked option is selected in the 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 it ar a time. This user can make changes to the stack, but
others cannot open the stack while it's in use.

The AppleShare network software uses a lot of your computer’s
random-access memory (RAM), which means there is less memory
available for HyperCard to use. Depending on how much RAM
you have installed in your computer (and on several other factors,
such as the number of desk accessories installed in your system), you
may find that HyperCard behaves in unexpected ways while you're
using the Paint tools or playing complex sounds. For more
information about such symproms and what to do about them, see
“HyperCard and Your Compurer’s Memory,” earlier in this chaprer.

A
Jh
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Using a stack

on a4 CD-ROM

You can use any HyperCard stacks 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. If you want
your changes saved as you work, be sure to copy the stack to an
unlocked disk and open the stack from the unlocked disk.

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

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

s When you're running HyperCard from a locked disk and you
launch an application, HyperCard returns you to the first card of
the Home stack when you quit the application, instead of the
card from which you launched the application. This is because
HyperCard can’t mark your place when you leave, as it would if
it were on an unlocked disk.
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el .
QUIHI“::_{ I‘[\ pel Card 1o quit HyperCard, choose Quit HyperCard from the File menu,
or press ' -(Q).
HyperCard doesn't ask whether you want to save changes, because
it saves your information automatically as you work.

o

ew Stack...
Open Stack... a0
Save a Copy...

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

Page Setup...
Print Card ap
Print...

Quit HyperCard a0

Figure 1-41  Quitting HyperCard
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Chapter 2

Creating and
Moditying Stacks

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

To do the tasks in this chapter, you must have your user level set
to Authoring or higher. For a few of the tasks, your user level must
be set to Scripting. When a task requires the Scripting level, the
mstructions say so. (For instructions on setting your user level,

see “User Levels and Options” in Chapter 1).




Creating stacks

This hutton dials
the phone number
shown to the left.

&Y

Once you've learned to get around in HyperCard, you can begin
thinking about the kinds of stacks you might want to create. You
don't need any programming experience to create stacks. Using
HyperCard’s tools, you can combine text, graphics, and numbers
according to your own specific needs; and you can add buttons to
link related pieces of informarion.

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

you can build:

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

" e You can click these
m!l i e e ] -
Company | | Greenhouse Industries .
intormanon or (o
Rddress | | 6823 Duffodid Wow —————......... Lok For. add or delete
LIS S I RTTSRRISRIS:, SR shm Hotes ..“.d .
; o ELIUI ﬂe'd_.__.. bl Hew Cord ; ’
———--.-z_s;u::l | ., RN, T Delete Cord
ip Code | | 80647 i
il This button
- e |
Telephone | NI e P takes vou to the

ﬁ& % 0 Home stack.

Stack Infy Ealerda." Home

This button

This Iautlr|:1.|

gives you takes you o
informition the Calendin

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
catalog item here,

This button takes you
to the Home stack.

This button allows you to
find time zone information
about a country by typing its
name in a dialog box.

This button allows you to
specify your own location and
other information needed 1o
calibrate the stack.

This button tikes vou
to the Home stack

Ihe name of the A picture of the
catalog item catilog item

PN 456-A Sprocket

This button
takes you to
the previous
card in this
stack,

Figure 2-2

This button | This button
takes youto  takes you to
the next card  the last card
in this stack.  you saw

A stack that catalogs information about bicycle parts

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

Figure 2-3

A stack that provides information about time zones
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This button prints

These huttons take you forward and back  all the text for the

through the pans ol the current Iur.'.-«:rl.l

o A

This inchcnes the
current lesson's

current lesson

. \\ Warking with stacks
Protecting Stacks - Protected Stacks

difficulty

= I

Intermediate This button allows

Ihe text for each part of

91
a lesson appears here, v

This area is used for This disk E
ilustrations orasa J | s wnte

workspace

1 Stacks can be [protected] in several :Effmnt Ways:
e

I Rdvanced

Bogianer _: Vou oy the

. techniques taught
i inthe current

[ LetHe Try = lesson

[Ttxomptes J WL This button stars

4 demonstration

This button takes
vou 1o an mdex ol

This button shows ——= inmuumnn

VOU inarmanon R
about usine the stack ‘
Fhis burton takes
vour back 1o the
current lesson
from any other

part of the stack.

_ Lessons .ﬁ Lesson Pl:m Elnssurs

kev words and
related lessons.

Index [

This button This button
provides takes you to
information for a glossary.
the teacher

about the

current lesson.

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

] Rnci

[t
i

ey s R

l o Sisters

TITLE
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i ! I]LLEI:TW!IJ I;uul | -
'] i ; use these

buttons w

You can type information [ Sound Revice

i I.'. 'l. F ! ]
i e B organize and .

about the record here.
KOTES

Index e work with

1 Blueprint for Trouble Y10
2 Totolly Breat 2:15

3 Roscoe's Fomily 3:30

4. Tolk tome in French 2:35
5. Gibling Revelry 5:10

- | the stack.
iF Sort Buit he stack

About this stack

This button takes

This butte
lo the pre
this stack

Figure 2-5 A stack that ca

L Licif 8 ﬁ___ vou to the Home

STACK,

This button takes
you Lo the next
card in this stack

in takes you
vious card in

talogs a record collection
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The card layer versus
the background layer

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

The way a stack works is determined by its seripss, which contain
instructions that tell the parts of the stack whar to do. The
instructions are written in HyperTalk, HyperCard's English-like
programming language. However, you don't need to know
HyperTalk to create scripts. For example, you can link a button

to another card without writing a word of HyperTalk. The button
will conrtain a scripe thar tells HyperCard which card to go to—but
you don't have to know anything about how the script works to
make the button act the way you want it to.

If you decide you want to learn how HyperTalk scripes work, go
through the exercises in the Hyper Talk Beginner’s Guide.

When you look at a card, what you see is a composite of two
layers—a foreground layer, called the card layer, and a background
layer. Both layers can contain text, buttons, and graphics. You see
the elements of both layers when you look at a card, as if the card
layer were a transparent layer in front of the background.
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e background Layer

)

pp—
Vi
h\

=
h \

(1]
[

X

\
S

ThasEEE FEREEasnnme

What vou see when vou

look ata card is a

art composite ol the carcd

Larie®? The card liyer laver and the

Background laver

Figure 2-6  The hackground layer and the card layer

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

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

the background layer. &
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S File Edit B0 Tools Dbjects Bddresses Teskaraond —— When you're in
] the background

laver, the word
Backerotivd

k= dppedrs in i
PP

City r ‘ ment bt

State =
. R

Zip Code
Y
< B m

Sckinh  Coledst e

Rddress

e

elephone

When you're an the
you see just the elements it are in the
background—the elements in the card
layer disappear temporarily,

rickground Liyer

Figure 2-7  The background layer
The elements in the card layer appear only on thar card:

Ihis text changes from card to card—it's part of the card layer |

—tour] | otad Fiom Reme | | Rabarte fekds.
_tmomy | | tesmbeart Lidmrie Comauny | | fabarn Samissadintar
2k} | M latfadti Ny | Bédrens | | BULD LineninWay -
Eisy] | Weed | City muwﬂ“j
T | | o I ] | W
TiwCade | | pagn? TaCode|| oy
Tolomhans | | y35-00) ————20 A S —
w _m
= Srileh (e e = Haile Tk
'T' —i—i-—l [ "I’" —l—l-,_

l'['ln* other elements appear on all the cards—they're in the background layer

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

for you stacks = You can add buttons, which are rectangular “hot spots” you click
to make things happen. Buttons often link related information.
When you click a button that's linked to another card or stack,
that card or stack immediately appears. The ability to link
information with buttons creates all kinds of interesting
possibilities, such as stacks that teach, stacks that let you play
a game, and stacks that present a report or a story.

[n addition to linking information, buttons can also play songs,
launch applications, pcrﬂn'm calculations, control videodisc
players, and much, much more.

s To put text on cards and backgrounds, you can add rext ﬁtlds..
You can set the style of the text in a field by choosing from a
variety of type styles. You edit the text in a field just as you
would in any Apple 11Gs word-processing program. You can also

search ftor apeciﬂc text in backgruund fields.

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

n'JI'II.i Iﬂrunhu :
| Serranlne spiloplenrs : |

Graphics
created with
the Paint tools

Habital | L Field text
Lﬁmaznnmer |

Motz

o brows te 15 inches, E_

[ fndex | Sore | ouis | o Hane means “toolhed
hlﬂwtthuslu:h Card 7 ]_.R . *] fish” _ﬁ

Buttons for navigating

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

HyperCard comes with stacks that contain readymade buttons
and graphics that you can copy and paste into your stacks. The
readymade buttons contain pre-programmed scripts that can make
your stacks more useful. You don't need to know HyperTalk to
make these buttons work—you just need to understand whar they
do, so that you can use them appropriately in your stacks.

You can combine burttons, fields, and graphics in any number of
ways to create a stack that looks and works the way you want it to.
Chapters 4, 5, and 6 give detailed instructions for adding buttons,
fields, and graphics.
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Using Hyper( ard's tools  To create and work with buttons, text, and graphics in stacks, you
use the tools in the Tools menu. You can have only one tool selected
at a time, and one tool is always selected while you're using

HyperCard.

} The General tools

| The Paint tools

C|O|0[%[V|0

Figure 2-10  HyperCard's tools

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

I'he Tools menu contains the General tools and the Paint tools, as
shown in Figure 2-10. The General tools are for browsing, text
editing, and working with buttons and fields. The Paint tools are for
creating and editing pictures. If you've used an Apple I1GS paint
program, you know more or less how the Paint tools work. In most
cases, you choose the Paint tool, then drag to make it work. (The
Paint Text tool is an exception. To make it work, you first choose it,

then click and type.) @

(8 Chapter 2: Creating and Modifying Stacks




P

e Browse
Lol 1s foo
Drowsing
through stacks
and editing
text

The Selection
toal s for
‘!L'l.L‘L[I['llL',
graphics

The Brush
paints with
the current
pattern or

color

The H}:'li':l'f. too|
spritzes paint
onto the
screen in the
current ]}'.l[l'..‘['ﬂ
or L'H|:J1’

The Bucket fills
enclosed areas
or L!]]L‘-L'c'r!lli
arcas with the
current pattern
or color

The Paint Text
ool 1s for
typing [exi
that's pur of

i graphi

-

The Burton ool
is for working
with butlons

The Lasso is
for selecting
nonrectangular
graphics

The Eraser
erases the part
of a graphic
you drag it
OVET,

The Recuangle
tool draws
rectangles and
squares.

The Oval tool
draws ovals
and circles

The Regular
Polygon ool
credtes
polygons with

regular sides

[

The Field ool
is for working
with ficelds

The Pencil
draws thin
free-form

i H e

The Line tool
draws straight

lines

The Rounded
Rectangle
tool draws
rectangles
with rounded
COrners

The Curve ool
draws free-form
lines and

shipes

The Polygon
100l creates
polygons with

frregubir sides

Figure 2-11  What the tols are used for
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You can “tear off” the Tools menu (as shown in the following
figure) to create a movable 7o0ls palette. To do this, drag down
through the menu, past the bottom or beyond either side.

Go Objects

1
]
—

You can close the Tools
palette by clicking here.

T
L

To move the
palette, drag

from here

P 5P| bl D=

=1
lea

A &
@
&y C
Al

20100
P IO ) E

O %0
Ca RO\ ] [

)
L

O

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

Figure 2-12  Tearing off the Tools menu

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

quickly by pressing Option-Tab. <

To choose any tool in the Tools palette, just click it. (Depending on
the tool you select, the shape of the pointer might change.) The
Tools palette remains visible on your screen until you click its L'.!osc-.
box, or until you press Option-Tab to make the palette disappear.
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Selected Painr tool

Even if you have the Tools palette open, you can still choose a tool
from the Tools menu (in the menu bar)—the palette reflects your
menu choice. 1t's a good idea to leave the Tools paletie open while
you re working on a stack, so you can see which tool is selected.

When you choose one of the Paint tools, three new menus appear:
Paint, Options, and Patterns. (These menus are described in
Chaprer 6.) The Objects menu disappears while you're using a

2aint tool. It reappears (and the Paint, Options, and Parterns menus
all go away again) when you choose any of the General tools.

Ihese three menus appear when
you have one of the Paint tools
selected,

Fll! Edit Go Tools Paint Options Patterns
T EﬁS&ﬁﬁiﬁﬁiﬂib#ﬁﬁﬁﬁiﬂaﬁaﬂi

: LU T T 1101 I
Home Stack / Deskset User Name

ol e
nt'\-"r'ﬂr'n\ynx‘l-..

Ll =l[=]
L Calenda

. ; il f

= =i

=Ty i ] (o] ]

B ol

Addresses AlD|T

Figure 2-13  Menus that accompany the Paint tools

Chaprers 4, 5, and 6 give specific instructions for using
HyperC ard’s tools o create buttons, fields, and graphics,
respectively.
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“k"'L'L'[il‘t}_’, buttons, fields,  To select and work with the different HyperCard elements—
and graphics  buttons, fields, and graphics—you need to use different tools. And
you select and manipulate one element at a time. You can't select
multiple elements.

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

Choose the and then click
Bution Tool the button to select it

..........

] 1

v [ERAR) .

L =t ; When i button

i ' 18 selecred, it's .
‘fAddresses: A

'......i. T, surrounded by

4 moving

dashed line
[OTTT|  Deskset

Figure 2-14  Selecting a button

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

click the field:

Choose the and then click
Field tool the Held to select i

Zip Code ||| (89687~
Telephone | |i555-0087 s

. ‘\\"hcn a field is selected,
it's surrounded by a
moving dashed line,

Figure 2-15  Selecting a lield
Whether the field is in the l}ackground |:1‘_vf:r or the card 1;1}!::1‘,

you can select it from the card layer. When the field is selected,
it’s surrounded by a moving dashed line.
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There are many different ways to select a graphic. Generally, you
choose either the Selection tool (773) or the Lasso (¥) from the Tools

menu and drag to select the graphic:

and then drag

diagonally with the
Selection tool Or drag around the
[ron here erpluc with the Lasso

L

Choose the
Selection ool

or the Lasso

o . I R AT T o
Figure 2-16  Selecting o graphic

P Seealso:  * “Selecting a Graphic” in Chapter 6
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])Illlll'll['lg A Stack  Before you begin building a stack, you should have a clear idea
of who will use the stack and what you want the stack to do.
Knowing your audience and the scope of your stack can help you
make decisions about the design of your stack—both before you
start and while you're building it.

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

An understanding of the stack’s users can help you decide how to
present the information in the stack, how much text and how many
graphics to use, and how to structure the stack. For example, a stack
for teaching children geography skills might require lots of pictures,
a simple and consistent way to navigate through information, and
frequent reinforcement. Depending on your stack’s subject matter,
you can choose from a variety of presentation methods—including
a slide show, a tutorial, a game, 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 rogether,
and how users will move through the stack. If the map looks
confusing, it’s probably an indication thar the resulting stack will
be confusing and difficult to use, and you might want to consider
simplifying the stack’s structure.

« Keep your stack simple: Adding lots of buttons and links in your
stack won't necessarily make information more accessible—
users can get lost or confused easily in a stack that has too
many links. 4
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The stack-building
Process

Building a stack involves deciding how to present and structure the
information (as discussed in the previous section, “Planning a
Stack™) and carrying out your design decisions by creating cards,
backgrounds, buttons, text fields, graphics, and links berween
related pieces of information. (Chaprer 3 explains how to crearte
cards and backgrounds; Chapters 4, 5, and 6 give details about
creating buttons, text fields, and graphics, respectively.) Most of
your stack-building time will be spent on the details of integrating
text and graphics, and making the stack easy to navigate.

As you build a stack, it’s important to evaluate it frequently, to

make sure it still does what you've designed it to do. To evaluate a
stack, try it out yourself. See if you can accomplish the tasks for
which the stack is designed without getting lost or feeling confusedf)

If the stack will be used by others, show it to people who are similar
to your users in background and level of computer experience. Give
them specific tasks to perform, and watch and listen carefully—
without interfering—while they try the stack.

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

s Is it clear what the stack is for and how to use it? The rext,
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 stack is confusing, think abour ways
in which the text, buttons, and visual images can be improved ()
create a clearer visual message. The stack should also give the
user appropriate feedback (for example, most buttons should

highlight when they're clicked).
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w s it casy to get around in the stack? Make sure that, as you use
the stack, you can tell where you are, how you got there, how
to get back to where you came from, where to go next, and
how ro leave. If it’s easy to get lost or trapped in the stack,
consider reducing the number of links, or simplifying or
clarifying the navigation scheme (for example, by using a
standard set of navigation buttons on each card).

» Do the features work correctly? Test the buttons to see if they
take you where they’re supposed to in all circumstances. Make
sure cach field is visible and unlocked if the user needs to see it
and type in it, or locked if the user just needs to read or click
text in the feld. The stack should prevent the user from
losing information and make it clear when an action will
not be reversible.

= Does the stack require a particular user level? The features
available to a user vary with the user level (as explained in
“User Levels and Options” in Chapter 1). Try using the stack
at every user level. If it has any features that require a certain
user level, make sure the stack either sets the appropriate user
level (through the stack script) or tells the user to set the
appropriate user level. (The HyperTalk Help stack describes

how to set the user level through a script.)

Obraining periodic evaluation and feedback from typical users is
an important part of building a stack. It’s a good idea to begin
evaluating a stack early in its development. HyperCard makes

it easy to build a prototype of your stack that you can use for
gathering preliminary feedback from users. Be prepared to make
changes to the stack to fix problems and incorporate ideas that
grow out of your evaluation and user testing,

When you've finished building a stack, put it through a final test,
checking all of the points listed above.
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Modifying an
existing stack

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

Modifying stacks created by others is not only a great way ro learn
about HyperCard—it’s also a good way 1o get stacks that are
tailored to your needs. There are lots of ways to customize an
existing stack. You can add text and pictures and create new links
between picces of information. You can make new cards and cards
with new backgrounds or change any of the elements of a stack in
any way you like. You can even delete any elements you don't want.

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

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

= Each object in a stack—that is, each button, field, card, and
background, as well as the stack itself—can have a script
attached to it. Scripts contain instructions that tell the different
objects in a stack what to do. The scripts that belong to the
different objects in a stack often interact with other objects and
their scripts. When you delete any object that conrains a script,
or move it to another part of the stack, its script goes with it. '@
other scripts rely on that object or its script (or vice versa), you
may find that your stack behaves unexpectedly after you've
moved the object. For example, you might see messages that
begin with “Never heard of . . ." or “Can't understand. . . ."
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If you see such messages (or other strange behavior) in a stack
you’re modifying, the stack’s scripts probably refer to objects
that you've changed in some way. If you're familiar with
HyperTalk, you might be able to fix or rewrite the scripts.
Otherwise, consider modifying a different stack or creating a
stack of your own. (If you want to learn HyperTalk, see the
FlyperTalk Beginner’s Guide.)

= As you modify a stack, HyperCard saves your changes

automatically—without asking, Therefore it’s a good idea to
make sure you have a backup copy of a stack before you begin
changing it, so that you can get back to the original if you need
to. It’s also a good idea to save a copy of your modified stack

i periodically while you're working on it. That way, if you make
a mistake that “breaks” the stack, you can go back to a recent
version (rather than starting all over again).

» Some stacks are protected, which means you can't change them.
A small padlock (a) appears in the menu bar when you're in a
protected stack. In some cases you can remove a stack’s
protection by using the Protect Stack command in the File
menu. ("Protecting Your Stack,” later in this chapter, tells you

how.) However, in stacks that have a password, vou can't chanee
E ) g

lI 1 "nldl..'l'l.‘. }'H'Ull'LliH['l \'t‘[[llllg HI]IL‘,‘\H }-'ULI Iil'l.ll\-",-' [J"‘u._' p_‘],ﬂ,\\\-‘{]rki_
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Examining a stack

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

% 10 look at scripts: You must have your user level set to Scripting.
“User Levels and Options” in Chapter 1 explains how to change

your user level.
To locate and learn about the buttons in a stack, follow these .s'rcp.
1. Choose the Button tool (=) from the Tools menu.

Rectangles appear around the buttons that don't already have

an outline:

When you
choose the . rectangles appear
Button tool around the buttons.

SR T e s e

i o ”
| Home Stack / Welcome User Name H"FF”CJMH{L
i {Crooe quoktin_ |
| | | et
£ F ———————1
@
fielp | Pietere Puzzler

| B [F &

Copyright € 1990 Rople Computer, Inc ;
| Veleone  [IETSTCTTONN | IRRITYICCNN | ERTTTE Bssement

T

Figure 2-17  Choosing the Button ool
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2. To get information about any button, dlick to select the
button, then choose Button Info from the Objects menu.

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

appears:

Ihis option allows you to display
the button's name on the button,

The button's name

These options determine

the button's highlighting Button Nome: |[JTIILIT | Thio femoitiaumbior
hehavior. (The Share Hilite S - s i
or. (The filit (Bkgnd button number: 1 Bkgnd button ID: 2, The buttor's 1D
aption isactive only for (1 -y show hane stale
background buttons,) (T2 8uto Hilite The selected style

faa : ’ Fomily; ;
. This lets you assign an =] Share Hilite of the button

icon to the button. - G
m Click here to set
This links |J|zc button the text formal
to another card or stuck [or the button
r[SrrluL | [EBIGHjW { 0K j Uuncel]

Click here 1o close the

’ I dialog box without
Click here to see This lets you assign saving any changes
the button's script.  colors to different parts

of the button,

Figure 2-18  Getting information about a button
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To locate and learn about the fields in a stack, follow these steps:
1. Choose the Field tool (71) from the Tools menu.
Lines appear in all the fields:

When you choose lines appear
the Field tool in the fields

ook 3 R e T = A 2 I 2 £
e | e S e L e

Figure 2-19  Choosing the Field tool
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2. To get information about any field, click the field to select it,

then choose Field Info from the Objects menu.

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

dppears:

hese options allow vou

£
field Home: | RTERITAIE) |

Blgnd field number: 2

to lock the feld, prevem

searching in the field [ILock Text
and mor ] Aute Tab

[Jbon't Search

Click Dt 1y el [I5hared Text

format for the held

Click here 1o see

S
[Seript...) |Eulur5...]

Bkond field 10: 3

Stule: I transparent h

1 5how Lln?*:‘l
[ IWide Hargins
! |

)

the field's sc ript

This lets you assign
colors to different
parts of the field

Figuru 2-20  Getting information about a field

Click here to close the
dialog box without
saving any changes
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To get information about the current card, choose Card Info from

the Objects menu. The Card Info dialog box appears:

The ¢ard’s name

The card's D Cord H"i ielcond = ] The Gard's number
Card 10: 3046. Cord number 1 out of 7 The number of fields
Select this option 1o Contains 0 card fields~ in the card Layer
protect the card Contoins 5 cord buttons.s The number ;-,1
trom deletion B Con't Delete huttons in the
Seleet this option [ on't Search card Layet
1o exclude the fields al: lose
on this card from ( K l [ Cancel ) S}:ﬁ:;ﬁ:;[:_:,-;t::‘lt:tmc

text searches, saving any changes.

Click hereto 1Click here to
see the card's  see the card's
seript colar sets

Figure 2-21  Getting information about a4 card
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Select this aption
to protect the
background

from deletion

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

You can see what's in the background layer of the current card by
choosing Background from the Edit menu, or pressing ~-B. To get

information about the current background (whether or not you're
in the background layer), choose Bkgnd Info from the Objects
menu. The Bkgnd Info dialog box appears:

Fhe background's 1D The background’s name
Ihe number ol
p. v that-cliare
cards that share
Blkgnd Home: | [[ETASTRE ]
Dome Cords this background

[JCon't Delete
[ 0on't Search

Bkand ID: 2760. Shared by 5 cards.

Contains 3 bockground fields.
\Enntums 7 bockground buttons.

The number ol
fields in this
background

The number of

buttons in this

Seript...] [Colors.. (o« ) (Cancel ) background
[ ] | J l rackgrol

Click here to
see the
background's
script

Click here to L.:Iil'k here to close

see the the dialog box
background’s  without saving
color sets any changes.

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

The stack’s name

Stack Nome: | [T

The disk and folder in Where: -HardDisk:NyperCord:
which the stack is stored Sackidoaveiin Tanrie The number of cards
'['!|c' number of §tack contains 2 backgrounds. in the stack |
backgrounds in the stack $ize of stack: 43K The amount of disk space

The amount of free the stack requires

: — free in stack: 0K
Space n Ui stk

Click here to see the (Seript..) (Colors..) E 0K B(E“““‘l]
stack’s seript .

Click here to see Click here to close
the stack’s colar the dialog box
sels, without saving

any changes.

Figure 2-23  Getling information about 4 stack
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Undoing your
mistakes

While you're working on a stack, you can usually undo your last
stack-editing action by immediarely choosing Undo from the Edit
menu (or pressing - -Z). Choose Undo when you make a mistake,
or when you change your mind about your last action. (You must
choose Undo before doing anything else.)

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

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

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

» Drag the I-beam over the incorrect text to select it, then rety pe
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 not a good idea to use Undo to fix typing
mistakes, unless you want to retype everything 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 retype or delete ir.
1o save the changes in a field (so that Undo can’t undo them),

click anywhere outside the field.

When you're using one of the Paint tools, pre ssing the Tilde (-) or
Escape key is the same as choosing Undo. (The Paint twols are

described in Chapter 6.)
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Modeling your stack
after an existing one

You can model a new stack after a card or stack you like by copying
its background. When you copy a background from an existing
stack, you get the basic design of the original stack—that 1s, 1ts
template—but not any of its data. For specific instructions on
creating a new stack that uses a background from an existing stack,
see the next section, “Making a New Stack.”

Before you decide whether to copy the background of an existing
card or stack, you can look at the background by going to that card
or stack and choosing Background from the Edit menu (or pressing
_B). This takes you to the background layer and shows you just
the buttons, ficlds, and graphics that are in the background.
(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 at the background, check the menu bar. When you're in
the background layer, the word Background appears in the menu

bar,

Background —— The word .
IR Sackeroundiells
Mome | [ e (AU yOU that you'Te

Compumy | | e (SRR |OOKing at the

RS | | il  background

City
i‘ut' T e e R S et Er e 5S4 SE LA B R AT
s 3T e vy R e

Teleghane — % - .

Oackinfs  Coleader  Home

Figure 2-24  Looking ut the huckground
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Making a new stack

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

[f 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, Modclmo Your Stack After an F xisting
One,” discusses why you might want to copy a background
from another stack.

2. Choose New Stack from the File menu.

The New Stack dialog box appears.
3. Set up the New Stack dialog box for your new stack:
Your new stack will be stored in

this tolder unless you choose
another folder,

<= :HardDisk:KuperCord:

1803 free of 20860 K. Click here to view

the volumes that are

( Volumes —

[ype a name
1O your new

stack here.

4 Hpme

s HyparCaidl b8

I:r Stocks

New Stock Home:

ﬂ Create D

currently available o

YOUr Computes

[MyStack | C Cancel )

[JCopy Current Backaround

Click here if you want your new
stack to have the same background
as the current card.

Figure 2-25  Creating 4 new stack

Important: If you want your new stack to have the same
background as the current card, be sure you click the Copy
Current Background check box to select it. 2
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Copying parts
from other stacks

4. Type a name for your new stack.
5. Click Create.

If you've selected the option Copy Current Background, your
new stack has all the same background elements as the card
you were looking at when you chose New Stack. Otherwise,
it’s blank.

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

For instructions on adding cards and backgrounds to your stack, see
Chapter 3. For details about adding buttons, fields, and graphics,
see Chapters 4, 5, and 6, respectively.

Copying parts from other stacks can make stack building easier
and save you a lot of time. If you see a button that does something
you like, or an attractive background picture, there’s no sense in
reinventing it—copy it and paste it into your stack. Two of the
stacks that come with HyperCard, Art Ideas and Button Ideas,
contain readymade parts you can copy and paste into your stacks.
The buttons in Button Ideas are designed to work independently in
a variety of stacks—they don't depend on your stack’s having any
particular characteristics. You can also paste fields, cards, and
backgrounds from any of the other stacks that comes with
HyperCard. (Chapter 3 gives instructions for copying cards and
backgrounds; Chapters 4, 5, and 6 explain how to copy buttons,
fields, and graphics, respectively.)

When you copy a button, field, card, or background from another
stack, its script comes with it (if it has a script). Scripts contain
instructions that tell the parts of a stack what o do. In most cases,
you want the script, because it makes the object work, (For more
information about HyperCard objects, see “Examining a Stack,”
earlier in this chapter.)
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However, the scripts that belong to the different objects in a stack
often interact with other objects and scripts. An object you copy
from another stack might have a script that relies on objects in its
original stack. Copying such an object can cause your stack to act
strangely. For example, you might see messages that begin with
“Never heard of . . .” or “Can’t understand. . . .”

If you're familiar with HyperTalk, you might be able to fix or
rewrite the object’s script. (The HyperTalk Beginner's Guide reaches
HyperTalk at an introductory level.) Otherwise, consider deleting
the script (as described next), copying a different object, or creating
the object yourself. (For instructions on deleting and creating
burtons and fields, consult Chaprers 4 and 5, respectively.)

If you copy a card or background thar causes trouble in your stack,
and you can't fix the scripts, first try deleting the buttons and fields
on the card or background, one at a time. If the problem persists,
delete the script of the card 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 ©-Option-B.

2. Select all the text in the script by pressing ~-A.
3. Press Delete to delete the script.
4. Press Enter.

+ Note: After you delete the buttons, fields, and scripts from a
card or background, you're left with just the picture on that card
or background. Any functions associated with the card or
background are gone. «
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Getting infornution You can use the Stack Info command to ger information about the
about i stack  current stack and change some of its characteristics.

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

The Browse tool (), the Button tool (=), or the Field tool ()

will work.
2. Choose Stack Info from the Objects menu.
The following dialog box appears:

The disk and folder in

The stack’s name which the stack is stored .
Stack Nome: r[{Eﬂﬂ |
The number ol Where: -HardDisk HuperCard: [he number of
hackgrounds Stock contains 7 cards. cards in the stack
i the stack Stack contoins 2 backgrounds. The amount of disk space
The amount of free Size of stack: 43K the stack requires
space in the stack Free in stook: K.

Click here to close the

Click here to see (Serist..) [C:-lurs...] { 0K B dialog box without

the stack’s script saving any changes.

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

Figure 2-26  Getting information about a stack

3. When you're finished, click OK.

= Another way to open the Stack Info dialog box: 1f you are using the
Home stack that comes with HyperCard, the following shortcut
opens the Stack Info dialog box for any stack you're working in:
While any General tool is selected, press  -M to open the
Message box, type s, and press Return. (This shorteut is buile
into the standard HyperCard Home stack.) +
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Naming « stack

When you first create a stack, you type a name for it in the New
Stack dialog box. This is the name that appears for the stack in the
Stack Info dialog box and in the Finder.

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

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

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

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

2. Choose Stack Info from the Objects menu.

3. Type a new name for the stack.

Stack Nome: [[TEITTD ] Type the stack name

here. (This name
. also identifies the
Stack contains 1 cards. stack in the Finder,)

Where: :HordDisk:HyperCard:

Stock contains 1 bockgrounds,
Size of stack: 7K,
Free in stock: 0K,

(Seript.) (otors.) ([ ok ) (Tancel)

Figure 2-27 Naming a stack

Follow the usual Apple I1Gs naming rules for documents: Start
with a letter; use no more than 15 characters; don't include
spaces; and don't use characters other than letters, numbers, or
periods. (If your Apple I1Gs is part of an AppleShare network,
you have more choices. For more information, see the
documentation thart came with your Apple I1Gs.)
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4. Click OK.

Warning: Changing the name of a stack will break any links you've
made between a card in another stack and a card in the renamed
stack (it might even break links within the renamed stack itself).
When you change the name of a stack, be sure to redo all the links
to the stack. “Linking Information” in Chaprter 4 gives instructions
for creating links. A

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

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

the icon.

b

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

Changing the stack name here also changes it in the Stack Info
dialog box. Remember to follow the applicable naming rules.

4. Press the Return key.
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(Jhilngll']g a stack’s The color set tor a HyperCard stack determines the 16 colors
color set currently available for use by rhe backgrounds, cards, buttons, and
tields in the stack. You can choose from among five color sets for
any given stack: the standard system color set, a gray scale color ser,
and three others.

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

.,
M

Gray scale color set

A praste] color set

Figure 2-28  The effeat of chinging color sets
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If you wish, you can select color sets for the cards and backgrounds
in your stack that are different from the color set selected tor the
stack as a whole. If a card’s color set has not been specified
individually, the card makes use of the color set currently selected
for its background. Similarly, if a background’s color set has not
been specified individually, the background makes use of the color
set currently selected for the stack.

For example, the cards in the Birds stack make use of several
different color sets so that the colors used in each drawing match
the bird’s true colors more closely. By carefully selecting the color
sets 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. .
The instructions that follow describe how to change the color set

for a stack. You can follow the same basic steps to change the

color set for a card or a background from its Info dialog box (see
“Changing a Card’s Color Set” and “Changing a Background’s
Color Set” in Chapter 3 for more details).

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

these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool ((J)

will work.
2. Choose Stack Info from the Objects menu. »
3. Click Colors.

The Colors dialog box for the stack appears.
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Select the color set you want:

[hsnlnu oolors for stock "MyStock”

| IS (LT [ 1| Stondord system colors

m Groy scale
e i AT T YT T T ] Other color sets..

color sets that i

tvahabe Tor thig

ciirrent stack

When disploging this stock:

Chick the one vou
Wanl to nse

[_Use these colors [

. then press and hold the mouse button here and drag to
choose “Use these colors” (if it's not already selected) from the
. pop-up menu, If you choose “Get standard system colors”
instead, your stack will use the standard system colors no
matter which color set is selected for the stack.

Figure 2-29  Changing a stack’s color set

5. When you're finished, click OK.

The Colors dialog box disappears, and you see the Stack Info
dialog box again.

6. In the Stack Info dialog box, click OK.

[f none of the five color sets for a given stack includes the colors you
want, you can add a sixth color set to a card or background in the

U stack from any document in the Apple Preferred File Format.
“Importing a New Color Set for a Card or Background,” in
Chapter 6, describes how to do this.
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Saving a copy
of a stack

You can type o ndme

here lor the copy of
the stack—otherwise
HyperCard will save

the copy under the

NAME you sec

You can also add a sixth color set to a card or background by using
desk accessory, an XCMD, or HyperTalk to specify the colors you
want. If you use a desk accessory or an XCMD to do this, the color
set you specify will be added automatically to the color sets for the
current card or background and will be selected. For instructions on
using HyperTalk to add a sixth color set to a card or background,
see the discussion of the colorset property in the HyperTalk
Help stack.

)’ See also:

* “Changing Color Sets” in Chaprer 6

It's a good idea to make a copy of a stack before you begin workjr,
with it, and save a copy of the stack periodically as you make
changes to it. This is because HyperCard automarically saves the
stack as you work. (Your work is saved, and so are your mistakes.)

If you make a big mistake on your stack, you can recover from it
more easily if you have a recent, working version of the stack—

you won't have to start all over again.

Follow these steps to copy a stack from within H y’pcr(iurd:

1. While the stack is open and active, choose Save a Copy from
the File menu.

The following dialog box appears:

<=5:HardDisk:HuperCard:Stacks:
1545 free of 20860 k. ( Volwnes )

£}

g,
Im

Your new stack
will he stored in
this [older unless

you choose

another foslde

Sove copy of stack in:

o

[ddresses copd
Figure 2-30  Saving a copy of a stack
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Reclaiming free space
in a stack

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

3. Click Save,

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

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

You might have to dose windows or open folders to find the
lcon.

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. Click OK.

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 extra
space a stack has, the slower it runs and the larger it is.

Free space on a disk is available storage space. You can use it to store
information. But free space in a stack is like extra baggage in the
stack: It's no longer useful, but it’s stored with the stack and it takes
up disk space that you could be using to store other data. The more
free space you have in your stacks, the less disk storage you have for
your other files.
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e amount of disk
sprce the stack

15 I.||\.|I'|:_' i
(including tree
Spece)

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

one of the General wools selected.

Stack Nome: [ETHET
lihere: :HardDisk:HuperCard

Stock contains 1 cords

Stack contains 1 backgrounds.

Size of stock: 7K. The amount of free space in the
statck. 1F you compact the stack
this number will become |

[Scrlut...l ‘Eolnrs...| [[ 0K D [{:unnel] (zero), and te stack will get

smaller and run faster

free in stock: DK

Figure 2-31 ( hecking free space in a stack

You can get rid of free space in a stack by choosing Compact Stack
from the File menu. To use the Compact Stack command when
your user level is Painting (3) or higher, you must have one of the
General tools selected. (If your user level is set to Typing (2), hold
down the | key while you pull down the File menu in order to see
the Compact Stack command. If your user level is set to Typing (1),
the Compact Stack command is not available.)

When you choose Stack Info after compacting the stack, the
“Free in stack” number (in the Stack Info dialog box) will be OK
(zero K), and the size of the stack will likely be smaller than it was @)
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I l(}[fi[lﬂg }'(.){ll SldC l\ When your stack is finished—and perhaps while you're building
it—you might want to protect the stack to keep others from using
or changing it. There are several different kinds of protection you

can set [':()I d HtileZ

= You can keep a personal stack private by preventing others from
opening it.

» You can limit access to a stack’s protection settings (so that no
one else can change them).

= You can limit the way people use and change a stack.

Restricting access  To restrict access to a stack so that no one can open it without the
(& [0 4 stack  password, follow these steps:

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

2. Click the Private Access check box to select it.

Protect Stack; Limit user level to:
~ :
[1Con't modify stack kr:,]?;zﬁ::;nﬁ
[JCan't delete stack (7 painting
Click here I Private Rocess ) Ruthoring
(®) Seripting
then click here, ot Password |“

. O restnct access o the stack

Figure 2-32  Setting protection for a stack

3. Click Set Password, or click OK.

The dialog box for setting a password appears.
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4. Enter a password.

lype the password

Flease enter a new possword: once here

| -
I

and again here,
for verification,
Then click OK.

—
[ Hone ) [ 0K II [Cuncﬂ] ‘ Clicking None or Cancel closes

this didlog box without setting

N a password,

Please enter it agoin:
l 3

Figure 2-33  Scting a password [or o stack

5. Click OK. .

A Warning: Once you've restricted access to a stack and set a
password, the stack can’t be opened without the password. There’s
no way to find our a password once it’s been set—so make a note
of the password, or use a password you won't forget. A

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

> Seealo: *“Removinga Password” in this chapter
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Protecting a stack from  lo prevent others from changing or deleting the current stack,
changes or deletion  follow these steps:

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

2. Click “Can’t modify stack” or “Can’t delete stack.”
Click here to prevent changes to the stack.

Selecting just this option doesn't protect the
stack from deletion

Protect Stock: Limit user level to:
Y i
. [ Con't modify stack OB!W!II‘IE
Click here to protect the [CIcon't delete stock (_D Tu?lng
stack from deletion, Selecting gzu:;;‘mg
 thi L [CIPrivate ficcess raaras
Just thisaption doesnt protect ® Scripting
the stack from changes
Lok ) (Concer)
] Se—

Figure 2-34  Protecting a stack from changes or deletion

As long as the "Can’t modify stack” option is turned on, no one
can make any changes to the stack. (Anyone can, however, copy
anything from the stack, or copy the stack itself.)

As long as “Can't delete stack” is turned on, no one can delete

. the stack.

However, unless you set a password—as explained in the
following two steps—anyone can open the Protect Stack dialog
box and turn off these options.

103
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3. To prevent others from changing your protection settings, click

Set Password.

(This step 1s np[innﬂl.)

I'he dialog box for setting a password appears.

i . Enter a pllSSW'Dl'd.

(This step is optional.)

Please enter o new password:

I g

Please enter it ggain;

| g

[ 0K D/[Euncel]

A

Figurt' 2-35

Setting a password

Type the password
onee her
andd dgn her
tor verhedhion
I'hen click OK
i?lltﬂ.'ll'lt'._', None or Gancel Closes
this dialog box without setting
4 password.

Setting a password for the stack prevents unauthorized users
from opening the Protect Stack dialog box, whether or not

Private Access is selected. If you've selected Private Access as well

as setting a password, the same password will be required to

open the stack itself.

5. Click OK.

a"\iit.‘l' :\,'11151\’t' seta P;]SH“’IH'(L no one can Ch;l]]gt‘ [I‘lt_' 'itf'[lil!?‘h il'l [hL‘

Protect Stack dialog box without knowing the password, until you

b

remove it (as explained in “Removing a Password,” later in this
chapter). There’s no way to find out a password once it’s been
set—so make a note of the password, or use one you won't forgert.
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When you're using a locked stack (chat is, a stack for which the
“Can't modify stack” option is selected in the Protect Stack dialog
box), a padlock (&) appears in the menu bar, indicating that you
can't make any changes in the stack. If you try to make changes to

a locked stack, you might see the following dialog box:
4 “ L= L=

Con't modify this stock.

Figure 2-36  Trying 10 make changes to a protected stack

HyperCard automatically selects the “Can't modify stack™ check
box when the stack 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
it’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 to deselect these options before you can make
changes to the stack. In many cases, copying the stack to an
unlocked disk makes the stack modifiable.

A Warning: Some stacks are designed so that, when the stack is
locked, you can type into a field or paint a picture on a card or
i background; bur the changes disappear as soon as you leave the
current card. A
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Limiting the user level  You can limit the way people use and change a stack by limiting the
user level in the Protect Stack dialog box. Follow these steps:

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

2. Click a user level.

Protact Stetk: Uil maer-Taunl 2a: Click one of these to choose g user

_ O Browsing level. The user level determines the
[(CJCan't modity stock Oy Tisiis commands and tools people can
[ICan't delete stack O Painting use i the current stack. When thas
[l Privote Rooess () Authering user level is different from the user

@) Scripting level set in the Home stack, the
(—] [=-j m lower of the two levels takes .
e L - il precedence. (Browsing is the

lowest level.)

Figure 2-37  Limiting the user level

The options available at the different user levels are described in

“User Levels and Options” in Chapter 1.

Unless you ser a password—as explained in the following two
steps—anyone can open the Protect Stack dialog box and

t.'h;mgl: the user level you've set.

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

(This step is optional.)

The di:llc)g box for setting a p;lssword appears.
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4. Enter a password.

("This step Is opt ional.)

Type the password

Please enter o new possword: | once here .

I ] Y
. . and again here,
rlease anter it eevin: | for verification
'
I | _!_. Then click OK
Clicking None or Cancel closes
| this dialog box without setting
N a4 password

Figure 2-38 Setting 4 password

Setting a password for the stack prevents unauthorized users
from opening the Protect Stack dialog box and changing the
setrings, whether or not Private Access is selected. If you've
selected Private Access as well as setting a password, the same
password will be required to open the stack itself.

5. Click OK.

The tools and commands a user has access to while using the stack
are determined by both the user level you set in the stack’s Protect
Stack dialog box and the user level selected on the Preferences card
of the user’'s Home stack. When these two settings are different,
HyperCard uses the lower setting. (Lower means “closer to
Browsing.”)

Atfter you've set a password, no one can change the user level setting
in the Protect Stack dialog box without knowing the password,
until you remove it (as explained in the next section, “Removing a
Password”). There’s no way to find out a password once it’s been
set—so make a note of the password, or use one you won't forget.
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Important: When the user level is set to Browsing or Typing,
(either in the Protect Stack dialog box or on the User Preferences
card in the Home stack), the Protect Stack command doesn't appear
in the File menu—which means you can’t change any of the
protection settings. To get the full File menu (so that you can
choose the Protect Stack command) no matter whart the user level
is, press and hold the ' key while you open the File menu.

Removing a password — Any password you set in the Protect Stack dialog box remains in
etfect tor the stack until you remaove it h}-’ H‘)“t:-wing these steps:

1. Choose Protect Stack from the File menu.
You see a dialog box prompting you for the password. &

2. Enter the password and click OK:

This stack requires o possword:

[ ]
ﬂ 0K D'Eunuull

Figure 2-39  Entering 1 password to open the Protect Stack distlog Do

[he Protect Stack dialog box appears.
3. Click Set Password.

The di;llng box for setring a pus.w\/urd appears.

g it
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4. Click None to remove the password:

Flease enter a new password:

Please enter it ogoin:

| |
Clicking here removes ﬂ 0K D [ tance] )

Lhe puissswored

Figure 2-40 Removing a password

. The Set Password dialog box disappears—the password
protection is removed.

Setting user access fora  If you want to make a stack available to users on an AppleShare file
stack on a file server  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:

= Aswith any file on a file server, you can make the stack available
to anyone who has access to the network, or only to people
who are registered users of the file server. For information on
setting file protection on a file server, consult your network

administrator.

. = For a stack to be available to multiple users via a file server, the
stack must be either on a locked medium—a locked disk, a
CD-ROM, or a locked folder on the file server—or locked in
the Finder (that is, the Locked option is selected in its Icon Info
dialog box). When a stack is on a locked medium on a file server,
any number of network users can use the stack at the same time.
However, no one can make changes to the stack.
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Selecting the “Can't modify stack™ option in the Protect Stack
dialog box isn't sufficient to make a stack available to more than

One user on a iIIL‘ SCIVCL.

»  When a stack is unlocked on a file server, only one person can
use it at a time. The user can make changes to the stack while
using it (unless changes are prohibited by the protection level set
in the Protect Stack dialog box), but other people cannot open
the stack while it’s in use.

DCICUH:::{ 4 Stack  When you delete a stack, you remove all the stack’s cards,
backgrounds, and scripts. Delete a stack only when you have no .
turther use for it.

To delete the current stack, choose Delete Stack from the File
menu. (The Delete Stack command is normally visible only when
one of the General tools is selected, and when your user level is
Painting, Authoring, or Scripting. When your user level is
Browsing, you can make the Delete command visible by holding
down the  key while you pull down the File menu.) Unless the
stack is protected from deletion, you see a dialog box like the
tollowing;

Delete all 6 cords from this stack?

-HardDisk:HyperCard:Stacks:Addresses .

| Delete l ﬂ Concel ﬂ

Figure 2-41  Confirmation dialog box for deleting a stack
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If the stack is protected from deletion, you see this dialog box
instead of the previous one:

Can't delete protected stock

Figure 2-42 Trying to delete a protected stack

When you delete a stack with the Delete Stack command, it's

as though you dragged the stack to the Trash in the Finder—the
@ stack no longer exists on your hard disk. The stack disappears, and

HyperCard returns you to the Home stack.

CUS[OHHZ]Hg YOUTI'  You can customize your Home stack so that it’s tailored to the way
Home stack you work and the tasks you perform. With a few modi‘ﬁcatiuns,
your Home stack can even serve as the control center for all your
work on the Apple 11Gs—a launching pad for the applications,
urtilities, 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 burtons that open applications on one card, and buttons

© that open stacks on another. Or you can rename the cards according
to the categories you find most useful, and keep buttons on all five
cards. You can rearrange the order of the Home cards and change
the way each card looks, if you like.

This section explains all the ways you can customize the standard
Home stack that comes with HyperCard.
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Adding buttons to
your Home cards

The standard Home stack thar comes with Hyper( ‘ard includes five
Home cards. The first three Home cards contain burtons that rake
you to the stacks that come with HyperCard:

= The buttons on the first Home card (called Welcome) open
stacks that introduce you to HyperCard, including the
HyperCard Help stack and the Tour stack.

a The buttons on the second Home card (Deskser) open the

HyperCard equivalent of an address book and desk calendar.

= The buttons on the third Home card (Tool Kit) open stacks that

you will find uscful as you begin to create your own stacks.

As you become more comfortable with HyperCard, you can make
these three Home cards even more useful by adding buttons that &
are linked to each of your favorite stacks, applications, and docu-
ments. You can also add buttons to the other two Home cards.

Betore you add a button to one of the Home cards, you need to
decide what you want the butron to do and which Home card
l'\'t L wWdant to PLII Il[ OI1. “ll[l—l'ln-ﬁ- cdn [ﬂ]'{(_‘ "\\'ULI [ ST_E[L'I(_"\. Llnd thL’l\'
can open other programs and documents, as described on the
following pages.

Aclding a button that opens a stack

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

1. Go to the Home card on which you want to place
the button.
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2. Click the Create QuickLink button near the upper-left corner.

A dircctory dialog box appears:

Create a QuickLink to which stack?
=2 HordDisk:HgperCard:Stacks:
1 Rddresses
3 Artldeas
3 Birds

3 Buttonldens
3 Calendar

3 [conEditor

3 PicturePuzzler
[3 SeriptersToals

Figure 2-43  Selecting a stack for your button to open

% Did you get a different dialog box? 1f your user level is set to
Painting (3) or lower, you will first see dialog box asking you
to confirm that you want to create a new button. You will
see the direcrory 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 I'];l:shing button for the selected stack appears on the current

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

When you release the mouse button, your new button Stops

Hashing,

[f you want to test your new button, click it. It should open the
stack you specified.

P Seeabo:  *"( ‘hanging the Appearance of a Button™ in Chaprer
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Adding a button that opens an application

To add a button that opens an application (or a specific document
with an application), you must write a simple script. You can use
the technique described in this section to add such a button to any
stack, nort just the Home stack. Make sure your user level is set to
Scripting (5), then follow these steps:

1. Go to the Home card on which you want to place the button.
2. Make sure you have one of the General tools selected.

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

3. Choose New Button from the Objects menu. w

This automatically selects the Button tool, creates a button
named “New Button” in the center of the card window, and
selects the button.

* New Button !

Figure 2-44 A button created with the New Button command

4. While the button is still selected, choose Button Info from the
Objct:ts menu.

Or double-click the button. The Button Info dialog box &

appears.
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If this option is selected
and the button has a
name, the name will

appedr on the button

5. 'Iype a name for the button:

Button Nome:

1 Type the name of the button

Cord button number:1  Card butten ID: 17

=] Show Name Style:
Ruto Hilit

RO i

L_f5hare Hi Lite

{Lrnk!n..] (Font.. )

(for example, the name of the
document or application you
want the button 1o open) here

(Snript...] [Enlnrs...]

( 0K ] [Euncrl]

Figure 2-45

Typing the name for the button

6. Make sure the Show Name check box is selected.

This oprion is automarically selected when you create a new
button with the New Button command.

7. Click Script.

The button’s script opens:

Seript of Cord button [0 17 = "Hew Button”

=

=)

Figure 2-46  Opening a button's script
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8. 'Type one of the following, substituting the name of the
document or the name of the document and application you

want to open:

seript of Cord button 1D 17 = "_Hew Button" ¥

ST Bunehies i
onmousellp
open "opplication'
|El'l-d mouselp

specilicd application

This script liunches the

Script of Cord button 1017 = "New Button

on mousellp :
open "document” with "opplication”
|end mouselp

specitied application and opens

the specitied document

Figure 2-47  Scripting « link to an application .

9. When you’re finished, press Enter.
10. Choose the Browse tool.

If you want to test your new button, click it—it should open the
document or application you specified. If something else happens,
check the spelling of the document and application names and
check the script for errors.

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

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

card after you quit the application.

»  Seealo:  * “Changing the Appearance of a Button™ in Chaprer 4
* “Linking Information™ in Chapter 4
* “Opening Applications” in Chaprer |
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Renaming a Home card  The name of a Home card usually characterizes the stacks,
applications, and documents that are represented on the card. For
example, the buttons on the card named "Tool Kit open stacks that

contain tools and parts you can use to build new stacks.

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

R

Home Stack / Tol Kit User Neme H}p&![&ldﬁbh :

. The name of this i I Create QuickLink . |
Home card | - L User Preferences |
| PIk :

s:rip:er' Tools frt ldeos

Button [deas lean Editar

SRR

Fhe button dor

VIg g

this card

Figure 2-48 The name of 2 Home card appears near the upper-left
corner of the card

=
i
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Changing the appearance
of the Home cards

Follow these steps to rename a Home card:
1. Make sure the Browse tool (&) is selected.

2. Click the name of the card (the name just to the right of the
words “Home Stack”).

The following dialog box appears:

Rename this card as:

[Fool Kit) |
( ok ) (Concel )

Figure 2-49  Renaming a Home card
3. Type a new name for the card and click OK.

In addition to adding buttons to your Home cards, you can also
change the appearance of the Home cards by adding text and
pictures to them.

When you add text or a picture to the h;a.n.'i{grmmd layer of a Home
card, it appears on all the Home cards. When you add text or a
picture to the card layer of a Home card, it appears only on that

card.

For instructions on adding text to a card or background, see
Chapter 5. For instructions on adding pictures, see Chapter 6.
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Using the Home stack  Once you've added buttons to your Home stack for all the stacks,
as your control center  applications, and documents you use frequently, you might want to

use your Home stack as your control center—a jumping-off point
for all your work on the Apple I1cs.

To use the Home stack as your control center, you must tell your
computer to launch HyperCard at startup time. You can arrange
to do this only if your computer is connected to an AppleShare
network, and you normally launch HyperCard over the network.
Ask the AppleShare administrator for the network to follow
these steps:

1. Click the icon for the user (or group) who wants to use
HyperCard as the startup application.

!q

Choose Startup Info from the Apple II menu.
The Startup Info dialog box appears.

3. Click Set Startup Application.

4. Select HyperCardlIIGs.

5. Click OK.

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

Working With Cards
and Backgrounds

: i hen you build HyperCard stacks, you perform many tasks

that involve creating and manipulating cards and backgrounds.
For example, you might add cards to a stack, rearrange the cards
in a stack, or copy a background from one stack to another.

This chapter gives specific instructions for working with cards
and backgrounds. To do the tasks in this chapter, you must have
your user level set at least to Authoring. When a task requires the

Scripting level, the instructions say so. (For instructions on setting

vour user level, see “User Levels and Options” in Chaprer 1).




Working with cards

Adding a new card
1o o stack

A cardis a rectangular area that can hold buttons, fields, and
graphics. All cards in a stack are the same size. Each card is a
composite of two layers—a foreground layer, called the card layer,
and a background layer. You see the elements of both layers when
you look at a card, as if the card layer were a transparent layer in
front of the background. Each layer can contain its own buttons,
ficlds, and graphics, (“The Card Layer Versus the Background
Layer™ in Chaprer 2 gives more details about the differences

between the two layers.)

When you add a new card to a stack, HyperCard always puts the
new card right after the current card. The new card automatically
acquires the background of the current card. If you want to add d.
new card with a blank background, you add a new background.
(“Creating a New Background,” later in this chaprer, gives
instructions.)

Card 4

Figure 3-1  Adding i new card to u stack
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1o add a new card to the current stack. follow these steps:
1. Go to the card you want the new card to follow.

[f you want to add a new card at the end of the stack, go to the
last card in the stack by choosing Last from the Go menu (or
pressing . -4 or | —Right Arrow).

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

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

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

For informarion about adding buttons, fields, and graphics to
. your new card, see Chaprers 4, 5, and 6, respectively.
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[f you want to create a new card as the first card in the stack, follow

these steps:

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

—

[ 3 The first card in the stack
28 | appears on the screen
L_?

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

I'he new card is added after the

Il »
first card and has the same
backeround as the first card. .
l The new card appears on the
| 4 screen.
1 3R F
Pt ion 5. 2 ;
I 1k Ui L€ \
|

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

i ['he foest card i the stack

—’—— ' l ;l}‘lpu.ll'.\ on l]l:.' screen '.1:_'_;1i]1.

O ®

4. Choose Cut Card from the Edit menu.

_ 4 3 This removes the first card in
1 2 l the stack and puts a copy of i
‘ 3 onto the Clipboard. (The card

| that was second in the stack is

now frst.)
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If you want to put the former first card (the card you've cur) back
into the stack, you need to do rwo more things:

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

f 3

Current card <‘> 2 l

2. Choose Paste Card from the Edit menu, or press -V,

Pasted card __\f{’

o

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.

Current card
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Copying a4 card  You can copy a card into another stack, or to another location in the
same stack. When you copy a card, you copy everything associated
with it—its background, graphics, fields, text, buttons, and scripts.

Here's how to make a copy of a card:
1. Go to the card you want to copy.
2. Choose Copy Card from the Edit menu.
This puts a copy of the current card onto the Clipboard.
3. Go to the card you want the copied card to follow.
It can be in the current stack or in any other stack.
4. Choose Paste Card from the Edit menu, or press _'-V. ®

The card is pasted immediately after the card you were looking
at when you chose Paste Card. The copied card becomes the

current card.

The copied card acquires the name of the original card (if the
original card has a name). This means that, if the copy and the
original are in the same stack, you have two cards in the stack with
the same name. You might want to consider renaming one of them,
so that each card in your stack has a unique name. (“Naming a
Card,” later in this chapter, gives instructions.)

. Important: When you copy a card from one place to another,
you copy the card’s script, too (if it has one), and any scripts
associated with the buttons, fields, and background that are part ®
of the card. Since scripts sometimes rely on the characteristics of a
particular stack, you might encounter problems (such as unfamiliar
messages) after you copy a card. “Copying Parts From Other
Stacks” in Chaprer 2 discusses this problem.
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Moving a card

You can move a card to a different place within the same stack, or to
a different stack. When you move a card, you also move everything
associated with it—its background, graphics, fields, text, buttons,
and SCripts.

1o move a card, follow these steps:
1. Go to the card you want to move.

2, Choose Cut Card from the Edit menu.

This removes the current card and puts a copy of it onto

the Clipboard.
3. Go to the card you want the cut card to follow.
It can be in the current stack or in any other stack.
4. Choose Paste Card from the Edit menu, or press -V.

T'he 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 cut it, pasting the card also adds the card’s background
to 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, too (if it has one), and any scripts associarted
with the buttons, fields, and background that are part of the card.
Since scripts sometimes rely on the characteristics of a particular
stack, you might encounter problems (such as unfamiliar messages)
after you move a card. “Copying Parts From Other Stacks” in
Chaprer 2 discusses this problem.
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\I;llun;q a card the first card Moving a card to the first position in the stack requires several steps.
in the stiack  First you have to make the card the second one in the stack, and
then you have to move the first card out of the way.

To move a card so that it’s first in the stack, follow these steps:
1. Go to the card whose position you want to change.
2. Choose Cut Card from the Edit menu.

This removes the current card and puts a copy of it onto
the (':lipbuard.

3. Choose First from the Go menu, or press | -1,
The first card in the stack appears.

4. Choose Paste Card from the Edit menu, or press  -V. .

The pasted card appears on the screen—it’s now the second card
in the stack.

5. Choose First from the Go menu again, or press . '-1.
The first card in the stack appears again.

6. Choose Cut Card from the Edit menu.

This removes the first card from the stack and puts a copy of it
onto the Clipboard. (The card that was second in the stack is
now first.)

7. Choose Paste Card from the Edit menu, or press ' -V.

The original first card is now the second card in the stack. .
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Getting information
about a card

Select this option
to protect the card
from deletion.

Select this option
to exclude the card
and background
fields on the
current cird from
text searches.

Using the Card Info command, you can ger informartion abour the
current card and change some of its properties. Follow these steps to
get information about a card:

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

The Browse tool (%), the Button tool (=), or the Field tool (£3)
will work.

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

The card’s name

v
Cord Kome: | [TTITOTIINT |

Card 10: 2928 Lard ausber 1'out, of W0
Contains 2 cord fields.

The card's number
The card's ID

The number of fields
in the card layer

Contains 3 card buttons.
[CICon't Delete \

[]Den't Search

The number of buttons
in the card layer

\

N Click OK when you're
through (or click Cancel
to close the dialog box
without saving any
changes).

Click here 1o see
the card’s color sets.

If your user
level is set to
Seripring, you ¢an
click here to see
the card's script.

Figure 3-3  Getting information about a card

3. When you’re finished, click OK.

“ Another way to open the Card Info dialog box: 1f you are using the
Home stack that comes with HyperCard, the following shortcur
opens the Card Info dialog box for the current card in any stack:
While any General tool is selected, press ("/-M to open the
Message box; then type ¢ and press Return. (This shortcut
is built into the standard HyperCard Home stack.) «
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Naming i card — Generally, a card doesn’t have a name unless you give it one
(or someone else does). The card name is one way HyperCard
identifies a card. You can use the card name in the Message box to
bring the card into view. And you can use the card name to address
the card through scripts.

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

The Browse tool (#), the Button tool (=), or the Field tool (3)
will work.

2. Choose Card Info from the Objects menu.

3. Type or change the card’s name: o
Cord Name: ] The card’s name

Cord [0: 2928. Cord number 1 out of 4
Contains 2 card fields.

Contains 3 cord buttons.

I Can't Delete

[ 0on't Seorch

(Serior.) (fotors.)  ((ok ) (Cancel)

Figure 3-4 Naming a card

4. When you're finished, click OK.

. Important: Don't use a number for the card name—otherwise
HyperCard might, for example, look for card number 12 when you
try to go to the card named “12.”
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Excluding card
ackground fields
from text searches

and

Click here to exclude the card’s
fields from text searches. 1 you
click again, you open the card’s

fields to text searches.

The Find command (in the Go menu) allows you to search for
specific text in the helds of a stack. (“Looking for Specific Text” in
Chapter | explains how to search for text.) When you're searching
for specific text in a large stack, you can speed your search by
excluding any fields that you know don't contain the text you're
looking for.

To prevent HyperCard from searching in the card and background
fields chat appear on any particular card, follow these steps:
I. Go to the card whose fields you want to exclude from text

searches.

(A

P‘h’iil]{ﬁ‘ sure yﬂll hil‘."(.: one Uf d‘lﬂ Genera] tﬂOlS SEI.E'CE@(].

The Browse tool (), the Button tool (=), or the Field tool (5)
will work.

3. Choose Card Info from the Objects menu.
4. Click the Don’t Search check box to select it:

T TS Tntroduction
Cord [0:2928. Cord number 1 out of 40

Lontains 2 card fields.
Contains 3 cord buttons,
[ICan't Delete

[] Den't Search

|Seript. | |Cn!ur5...]

GO @)

Figure 3-5 Excluding a card's fields from text searches

5. Click OK.
When you want to allow HyperCard to search in the card’s fields
again, click Don't Search to deselect it (as shown in Figure 3-5).
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Protecting a card

Click here to protect the
card from deletion. If you
click again, you remaove
the card’s protection

> Seealo: “Excluding Background Ficlds From Text Searches” in this
chapter
* “Lixcluding a Field From "lext Searches™ in Chaprer 5

You can protect a card from deletion, but you can't prevent changes
to a card unless you protect the entire stack from modification (as
explained in "Protecting Your Stack™ in Chaprer 2).

To protect a card from deletion, follow these steps:
1. Go the card you want to protect.
2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool (E'

will work.
3. Choose Card Info from the Objects menu.

4, Click the Can't Delete check box to select it:

Card Home:
Card 10: 2928. Card number 1 out of 40

Contoins 2 cord fields.
Contoins 3 cord buttens.

[ICan't Delete
[1bon't Search

(k) (concer) &

Figure 3-6  Protecting a card

5. Click OK.
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Changing a card’s color set

You can't remove the card from the stack while the Can't Delete
option is turned on. (You can, however, delete the entire stack,

taking the protected card with it.)

When you want to delete the card, you can remove its protection by
clicking Can't Delete again in the Card Info dialog box to deselect it
(as shown in Figure 3-6).

The color set for a card determines the 16 colors currently available
for use by buttons, fields, and graphics on that card. You can choose
from among at least five color sets for any given card: the standard
system color set, a gray scale color set, and three others. You can

also add a sixth color set to a card. And you can choose to have a
card make use of whatever color set is currently 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 to reflect the
new colors. See “Changing Color Sets” in Chapter 6 for more
informarion about the way the color sets for cards, backgrounds,

and stacks affect the colors displayed on a card.

To change the color set for a card, follow these steps:

1. Go to the card whose color set you want to change.
2. Make sure you have one of the General tools selected.

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

3. Choose Card Info from the Objects menu.
4. Click Colors.

The Colors dialog box for the card appears.
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These are the
color sets that are
available for the
current card.
Click the one you
want 1o use

5. Select the color set you want:

_Disploy colors for cord 10 2928
' [Eal] -] IR T 1| Stondord system colors
fray scole

ST T WOT T T T 1  Other color sets...
T 1 [T 1 |

When disploying this card:

[ Use these colors ) l 0K . ( Cancel )

. then press and hold the mouse button here and drag to
choose “Use these colors” (if it's not already selected) from the
pop-up menu. If you choose “Get colors from background® .
instead, the card will use the colors currently specified for the
hackground no matter which color set is selected tor 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 Info 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 document

in the Apple Preferred File Format. “Importing a New Color Set fub
a Card or Background,” in Chapter 6, describes how to do this.

You can also add a sixth color set to a card by using a desk accessory,
an XCMD, or HyperTalk to specify the colors you want. If you use
a desk accessory or an XCMD to do this, any color set you specify
while you’re working in the card layer will be added automarically
to the color sets for the current card and will be selected. For
instructions on using HyperTalk to add a sixth color set to a card,
see the discussion of the colorset property in the HyperTalk
Help stack.
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Deleting a card

Working with
backgrounds

To remove the current card from the stack, choose Delete Card
from the Edit menu (or press | -Delete). The current card
i.“h'.l})pi::ll's (unless it's protected), and you see the next card

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.

If you try to delete a protected card, you see the following
dialog box:

Con't delete protected cord.

Figure 3-8 Trying to delete a protected card

“Protecting a Card,” earlier in this chapter, describes how to set and
remove card protection.

You can't delete the only card in a stack. If there’s only one card in
the stack and you want to delete it, choose Delete Stack from the
File menu.

A background serves as a template for a stack, or for some of the
cards in a stack. Whatever's in a background is common to all cards
associated with that background. You place buttons, fields, and
graphics in the background when you want them to appear on all
the cards that share the background.
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There’s no limit (beyond disk space) to the number of backgrounds
a stack can have. In fact, every card in a stack could have its own
background—but that would defeat the purpose of backgrounds.
Together, the elements in a background help communicate the
purpose of the stack by giving a similar appearance and function to
the cards that share the background. This makes it much easier for
other people to figure out what the stack is for and how to use it—
and much easier for you to create and modify the stack. You can
make changes to many cards at once just by changing elements in
their common background.

“T'he Card Layer Versus the Background Layer” in Chapter 2
gives more information about the relationship between cards

and backgrounds. )

To see the background layer of the current card, choose Background
from the Edit menu, or press C3-B. If you choose Background (or
press (i-B) repeatedly, you move back and forth between the card
layer and the background layer. When you're in the background
layer, the word Background appears in the menu bar, and a check
mark appears to the left of the Background command in the

Edit menu:

B0 Touls bjects Rdresses When you're in
Unda i pe——— the background
: " layer, the word
t i
£:pu ::c Background
PosteText &V} appears in the
L1 SO —— menu br .
New Card L1
Delitelond o
Cut Cord S R s
Copy Cord = @ "
... and the Background T ) S— L= % m a
command is checked. /Bockground 6B} = .
[ x5 Steklh  Colendsr  Home

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 get back to
the card layer by choosing Background from the Edit menu again,
pressing |_\-B, or choosing the Browse tool.

You can find out how many cards share the current background by
choosing Bkgnd Info from the Objects menu (while any of the
General tools is selected):

Bkond None: [ TIFRTED | This number tells you

Bkgnd 1D: 2760. Shered by 5 cords. how many cards in the
Contains 3 backgraund fields. stack share the current
Cantains 7 background buttons, background.

. [JCon't Delete

[CJ0on't Search

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 the Objects menu (while any of the General tools
is selecred):

Stack Name: |[FTH J

. Where: :HardDisk:HyperCord:
Stack contoins 7 cords. This number tells
Stack contains !’bu:kgrnunds. you how many
Size of stack: 43K, backgrounds are in
Free in stock: OK, the current stack,
[Sl:rlpt.,.] ['Enhrsm] ( 0K ]  Cancel )

Figure 3-11  Checking the number of backgrounds in a stack
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Creating a new background  When you want some (but not all) of the cards in a stack to have a
similar appearance or contain the same elements, you can create a
new background to be shared by just those cards.

To add a new background to a stack, choose New Background from
the Objects menu. (You must have a General tool selected to see the
Objects menu.) This adds to your stack a new, 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 Infe.
fieid into...
Card Info...
Bkgnd Info...
Stack Info...
Bring Claser O¢

Seng tariher O~

New Button

New Field
New Background The New Background
command
Figure 3-12  Creating a new background .

For information about adding buttons, fields, and graphics o your
new background, see Chapters 4, 5, and 6, respectively.
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Moving between  While you're working with a stack that has more than one back-
hackerounds  ground, il'ﬁ useful to be able to move between the backgrounds
qu:ddv his can help you keep an eye on the developing stack,
and it makes stack building faster and easier.

When you're in a stack that has more than one background,
you can move between the different backgrounds by following
these steps:

1. Open the Message box.
2. "Type any of the following;

e

—This takes you to the first card of
. 90°%0 iex’ hackgrouns the next background in the stack

A A A A A _
g0 to Dt‘EHiOUS buckgrﬂund — Thistakes you to the nearest card

w0 the previous background in
the stack

A 00O OO0 0O AR

" n____ This takes you to the first card of
EU tﬂ huckground [I'BIHDHEES .. the background named Employees,

if there is such a background.

Figure 3-13 Moving between backgrounds
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3. Press Return or Enter.

You go immediately to the first card with the specified

background, if the stack has such a background.

If there’s no such background in the current stack, you see the
following dialog box:

Mo such card.

Figure 3-14 When HyperCard can't find a background .

For information on naming a background, see “Naming a
Background,” later in this chaprer.

Copying 4 background  You can copy a background from one stack to another, or from one
place to another in the same stack. To copy an existing background,
you copy a card that has that background. (When you copy a card,
you copy everything associated with it, including its background.)

To copy a background, follow these steps:
1. Go to a card that has the background you want to copy.

You can see the contents of the card’s background by pressing B
-B to go to the background layer.

2. Choose New Card from the Edit menu, or press ' -N.
3. Choose Cut Card from the Edit menu.
4. Move to the card you want the new background to follow.

It can be in the current stack or in another stack.
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5. Choose Paste Card from the Edit menu.
The pasted card becomes the current card.

6. To make another card with this background, choose New Card
from the Edit menu.

This creates a new card with the same background as the current
card (the card you've just pasted). This new card conrains only

the background elements—the background buttons, fields,
graphics, and script—of the copied card.

You can create as many cards with this background as you like
by repeating this step.

[f you try to copy a background into a stack that already has that
background, HyperCard won't make the copy. However, when
you're creating a large stack with different sections, you might want
the different sections to have backgrounds with different names
(and IDs) that are identical in every other respect. This way, you
can move quickly between the sections of the stack by moving from
one background to another, as explained in “Moving Between
Backgrounds,” earlier in this chapter.

You can ger two identical backgrounds into a stack (with different
names and IDs) by first making a temporary alteration to the
background you want to copy. (For example, add a button to the
background temporarily). Then follow the procedure described in
this section to copy the background. After you've copied the
background, undo the alteration you made to it.

Important: When you copy a background from one place to
another, you copy the background’s script, too (if it has one), and
any scripts associated with the burtons and fields thar are in the
background. Since scripts sometimes rely on the characteristics of a
particular stack, you might encounter problems (such as unfamiliar
messages) after you copy a background. “Copying Parts From
Other Stacks” in Chapter 2 discusses this problem. _
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Getting information

about a background

Select this option

to protect the
hackground from
deletion.

Select this option to
exclude the background's

fields from text searches.

Using the Bkgnd Info command, you can get information about
the current background and change some of its properties.

Here's how:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool (O)

will work.
2. Choose Bkgnd Info from the Objects menu.
The following dialog box appears:

Ihe background's  The background's
[ name

‘ e number of .
| i
cards that share
BugnuLqu !

this background
Bkand 10: 2760. Shared by 5 cards.

The number of fields
in this background

Contoins 3 background fields.

Contains 7 bockground buttons. .
The number of buttons

[CICon't Delete

[ on't Search in this background

“ 0K hl[:uncall
N

~— Click OK when you're
Il vour user Click here through (or click
level is set to to see the Cancel 1o close the
Scripting, you can  background's t[lil].!?g box without
click here 1o see the  color sets. saving any changes)

background's script. .

Figure 3-15  Getting information about 4 background

3. When you're finished, click OK.
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Naming a background

Excluding background
Hields from text searches

 Another way to open the Bkgnd Info dialog box: If you are using
the Home stack that comes with HyperCard, the following
shortcut opens the Bkgnd Info dialog box for the current
background in any stack: While any General tool is selected,
press (“-M to open the Message box; then type b and press
Return. (This shortcut is built into the standard 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 the background
name in the Message box to bring the first card with that
background into view. And you can use a background’s name

to address the background through scripts.
To name a background or change its name, follow these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (<), or the Field tool (23)
will work.

2. Choose Bkgnd Info from the Objects menu.
3. Type or change the background’s name.
4. Click OK.

T'he Find command (in the Go menu) allows you to search for
specific text in the fields of a stack. (“Looking for Specific Text” in
Chaprer 1 explains how to search for text.) When you're searching
for specific text in a large stack, you can speed your search by
excluding any fields that you know don't contain the text you're
looking for.
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‘lo prevent HyperCard from searching in the fields that belong to
any particular background, follow these steps:

1. Go to a card with the background whose fields you want to
exclude from text searches.

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

The Browse tool (), the Button tool (<), or the Field tool (£3)

will work.
3. Choose Bkgnd Info from the Objects menu.
4. Click the Don’t Search check box to select it:

Bikgnd Nome: | B
Bkgnd 10: 2697. Shared by 33 cords.

Cantains 3 background fields.
Cantoins 2 bockground buttons.
[ICon't Delete
Click here to exclude the []0on't Search
background's fields from text gy
searches. If you click again, you
open the background's fields to
text searches.

Figure 3-16  Excluding a background's fields from text scarches

5. Click OK.

If you want to allow HyperCard to search in the background’s
fields, click Don't Search again to deselect it (as shown in

Figure 3-106).

» Seealo:  + “Excluding Card and Background Fields From Text
Searches” in this chaprer
= “Excluding a Field From Text Searches” in Chaprer 5
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Protecting a background

Click here to protect
the background from
deletion. If you click
agamn, you remaove
the hackground’s
[rrofection

— 37— [1Can't Belete

You can protect a background from deletion, but you can’t prevent
changes to a background unless you protect the entire stack
from modification (as explained in “Protecting Your Stack” in

Chaprer 2).

When you protect a background from deletion, you tell HyperCard
not to allow the removal of the last card that has the background.

To protect a background from deletion, follow these steps:
1. Go to a card that has the background you want to protect.
2. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (<), or the Field tool (£3)
will work.

3. Choose Bkgnd Info from the Objects menu.
4. Click the Can’t Delete check box to select it:

Bkgnd Nome: |
Bkgnd 1D 2760. Shared by 5 cords.

Contains 3 background fields.
Contains 7 background buttons,

[10on't Search

Figure 3-17 Protecting a background

5. Click OK.

As long as the Can't Delete option is turned on, you can't
remove the last card with that background from the stack.
(You can, however, delete the stack, taking the protected
background with it.)
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To remove the background’s protection, click Can't Delete in the
Blkgnd Info dialog box to deselect it (as shown in Figure 3-17).

Changine a backeround’s  The color set for a background determines the 16 colors currently
color set  available for use by the cards that share the background and by the

background’s buttons, fields, and graphics. You can choose from
among at least five color sets for any given background: the
standard system color set, a gray scale color set, and three others.
You can also add a sixth color set to a background. And you can
choose to have a background make use of whatever color set is
currently selected for the stack.
If you wish, you can select a color set for a card that is different
from the color set selected for the card’s background. If a card’s &

color set has not been selected individually, the card makes use of
the color set currently selected for its background.

When you change a background’s color set, the colors of some or
all the graphics, buttons, and fields in the background may change
to reflect the new colors. See “Changing Color Sets” 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 set for a background, follow 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 General tools selected. .

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

3. Choose Bkgnd Info from the Objects menu.
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4. Click Colors.

The Colors dialog box for the background appears.

5. Select the color set you want:

Disploy colors for background 1D 2697

LIRS T 1 Stondord system colors
“I]j Groy scole
IR T W T W1 T ] Other color sets.

il ]
current background . ; =L e
Click the one you When disploying this bkgnd:

want to use . . | Use these colors b ' 0K ' ( Concel )

These are the
color sets that are
available for the

. ... then press and hold the mouse button here and drag to
choose “Use these 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
ne matter which color set is selected for the background

Figure 3-18 Changing a background's color set

6. When you're finished, click OK to confirm your selection.
You see the Bkgnd Info dialog box again.
7. In the Bkgnd Info dialog box, click OK.

i If you're working in the card layer of a card for which a color set
is selected thar’s different from the background’s color set, you
must choose (I-B to see the effect of the color set you just
selected.

[f none of the five color sets for a given background includes

the colors you want, you can add a sixth color ser to that
background from any document in the Apple Preferred File
Format. “Importing a New Color Set for a Card or Background,”
in Chapter 6, describes how to do this.
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Deleting a background

You can also add a sixth color set to a background by using a desk
accessory, an XCMD, or HyperTalk to specify the colors you want.
If you use a desk accessory or an XCMD to do this, any color set
you specify while you're working in the background layer will be
added automatically to the color sets for the current background
and will be selected. For instructions on using HyperTalk to add

a sixth color set to a card, see the discussion of the colorset
property in the HyperTalk Help stack.

You can't delete a background directly. To remove a background
from a stack, you must delete every card that uses the background.
Or, if the stack conrains only one background, you can simply
delete the whole stack, as described in “Deleting a Stack™ in &
Chaprer 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 Delete Card from the Edit menu (or press “-Delete).

The card disappears unless it’s protected. If the card is protected,
the following dialog box appears:

Con't delece protected card

Figure 3-19  Trying 1o delete o |!rt:llL'{'iL‘l| card

See “Protecting a Card,” carlier in this chapter, for instructions

on removing card prmcc[iun.
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. Important: If you delete a card by mistake, you can bring it back
by immediately choosing Undo from the Edit menu, before you do

anything else.

3. Repeat steps 1 and 2 until you've removed from the stack
every card that has the background you want to delete.

When Can't Delete is selected in the Bkgnd Info dialog box for a
background, you can’t delete the last card with this background.
(You can, however, delete the stack—including the protected
l“}:u'!(gi't'ltll‘ll.l-]

[

Protecting a Background,” earlier in this chaprer, gives informartion
. on setting and removing a background’s protection.
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Chapter 4

Working With Buttons

Burtons are rectangular “hot spots” you can click to make
things happen in stacks. For example, a button mighr take you to
another card, show you a picture, launch an application, or run an
animation sequence.

This chapter explains how to do the following;

»  Create and modily buttons

s Use the readymade buttons that come with HyperCard

s Use buttons to link information

To do the tasks in this chapter, you must have your user level set at
least to Authoring. For some of the tasks, your user level must be
Scripting. When a task requires the Scripting level, the instructions
say so. (The section “User Levels and Oprions™ in Chapter 1 tells

you how to set your user level.)




Ad(liﬂ}.{ d hU[[U“ [Od Buttons allow you to link any i.?iL‘L’L‘ of information—a card, an
e Wi I SRS idea, a picture, an : 255—[0 ANY r piece of informaton. Y
(_(l[(_l (’}l |)¢1L]\(,_{I{}l_]rl(l dea, 1|1|L[I|IL, in '|(._ILiTi_‘\‘t [o .ln::( ()lhtll PlLILL UI Hli“lﬂl lllﬂlﬂ \UU

¢ can use buttons to link related informarion in any way you like.

But burtons have powers beyond linking—they can play sounds,
dial a phone, produce interesting visual effects, or even show you

a video sequence.

Behind every button is a seript that tells HyperCard whar to do
when you click the burton. You can create or change a scripr using
HyperTalk, HyperCard’s English-like programming language.
However, you don't need to learn Hyper lalk to create interesting
and powerful buttons. You can create a link without writing

the script that makes it work. You can also copy buttons (with
pre-programmed scripts) from other stacks—including the Butm.
Ideas stack that comes with HyperCard. When you copy a butron,

you also copy its script.

Whenever you add a button to a stack, you need to decide whether
you want it in the card layer or the background layer. To decide
where to put the button, consider where you want it to appear:

» Ifyou want the button to appear on only one card, put it in the
card layer.

= If you want the button to appear on every card in the stack, put

it in the background layer.

» Ifyou wanr the button to appear on some of the cards in the
stack (but not all of them), consider creating a different
background for those cards and putting the button in that
background only. (“Creating a New Background” in Chapter 3
explains how to add a background to a stack.)

A background button appears in the same location on all the cards

that share the background.
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To add a button to a background, you must be in the background
layer; to add a button to a card, you must be in the card layer. To
go to the background layer, press . '-B. When you're in the
background layer, the word Background appears in the menu bar.
[f you press ' -B repeatedly, you move back and forth between the
card layer and the background layer.

» Seealso: *“The Card Layer Versus the Background Layer” in
Chaprer 2

* "Creating a Burton” in this chaprer

Thiﬁ‘ fO{_)IH [OI‘ To work with buttons, you need the Button tool, the Browse tool,
V\'fﬁil‘kilm “;i[h hLl[[()n.‘i and perhaps some of the Paint wols.

Use the Browse ool {h-
: | —dM

1o click buttons

Use the Button
tool to create and
modify buttons.

=1
] _
= | Use the Paint
& |7 tools when you
A want 1o create
MO a graphic to
— display through
IN[E ' ?
B o4 Dutton
Figure 4-1  The tools tor working with buttons

To make it easy to alternate between the tools, you can “tear off” the
Tools menu to create a movable Tools palette. To do this, drag
down through the menu and past the bottom or beyond either side.
(For an illustration of this, see Figure 2-12.)
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You can use the Ii:”nwing_ -|<r:y shortcuts to choose the tools you
need for working with buttons:

To choose this tool . . . Press
The Browse tool “Tab
The Button tool “Tab-Tab

» Secabo:  +“Using HyperCard’s Tools” in Chapter 2

(,{}p}-"lﬂg YCL[LI}-’!TILILIU HyperCard comes with a stack called Button Ideas that contains
buttons burtons you can copy and paste into your stacks. Some of these
burtons have pre-programmed scripts that can help you develop @)
your own stacks. The Button Ideas stack includes burrons that
launch applications, play sounds, make pictures disappear and
reappear, and play animation sequences.

You don't need to know HyperTalk to make the burtons with
pre-programmed scripts work—you just need to understand what
they do, so that you can use them appropriately in your stacks.
These buttons are designed to work in virtually any stack. They

don’t depend on your stack’s structure in any way.

You can copy buttons that you like from other stacks as well as from
the Button Ideas stack. However, unlike the buttons in Burton

[deas, buttons from other stacks may not work the way you expect

in your own stack. See the section “Copying Parts From Other @
Stacks” in Chapter 2 for information about the factors you need

to consider.
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Buttons for opening stacks that

come with HyperCard:

Addresses

A button that plays
a4 sound:

A button that
quickly shows you
all the cards in the

i

Calendar

An animated
button:

o d g
Sy, o
o )e
“opa

A button that lets
you search for text
in a stack:

Buttons that hide and
show the card picture

A button that opens
an application

Applellorks

A button that takes
you to the HyperCard
Help stack:

%[.IL'I-;

Sonne readynnide Duttons

Figure 4-2

Copying buttons from the Button Ideas stack can make stack
building easier and save you a lot of time. If you see a button you
like, copy it and paste it into your stack. Note that in the Burton
ldeas stack, only butrons inside red borders include scripts. If you
copy a button that doesn’t include a script, you must write a scripr

for 1t before it will do anything,

Follow these Steps to copy one of the buttons in the Burton Ideas

stack:

I. Open the Button Ideas stack.

i
T}

Chapter 4: Working With Buttons




I

Go to the card that has the button you want to copy.

3. Choose the Button tool (=) from the Tools menu (or click it
on the Tools p;ﬂette}.

4. Click the button you want to copy to select it.

A moving dashed line surrounds the selected button.

N

Choose Copy Button from the Edit menu, or press -C.

['his puts a copy of the selected butron (including its scripe,

if it has one) on the Clipboard. (This button replaces the last
item you cut or copied; the Clipboard can only hold one item
at a time.)

6. Go to the card or background where you want to put the #
copied button.

Use the arrow keys or commands in the Go menu to navigate
between cards while the Button ool is selected.

[f you're nort sure whether to put the button in the card layer
or the background layer, see “Adding a Butron to a Card or
Background” at the beginning of this chaprer.

~l

Choose Paste Button from the Edit menu, or press -V.

This takes a copy of the button that’s on the Clipboard, puts it
on the current card or background, and selects it.

8. While the button is still selected, drag it to where you want il.
on the card.

Important: The most common mistake in copying a button is
purting it in the card layer when you want it in the background
layer. (To find out whether a button is in the background, press
B to see just the background elements.) If you pur a button in
the card layer by mistake, see “Moving a Button From the Card

to the Background,” later in this chaprer.
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Buttons for opening stacks that Buttons that hide and

come with HyperCard: show the card picture:
f:ff{:il i Hide Picture
e ¥ 1
| LLL =
Addresses Calendar Show Picture
A button that plays  An animated A button that opens
a sound button: an application
30 g
g i
Y e X
&0 T,

il tig'ﬂh AppleWorks

A button that A button that lets A button that takes
quickly showsyou  you search fortext  you to the HyperCard
all the cards inthe i a stack Help stack:

stack:

40 0 Q
- A

Figure 4-2  Somwe readyniade buttons

Copying buttons from the Button Ideas stack can make stack
building easier and save you a lot of time. If you see a button you
like, copy it and paste it into your stack. Note that in the Button
ldeas stack, only buttons inside red borders include scripts. If you
copy a button that doesn’t include a script, you must write a script
tor it before it will do anything,

Follow these steps to copy one of the buttons in the Button ldeas

stack:

I. Open the Button Ideas stack.
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Go to the card that has the button you want to copy.

Choose the Button tool (=) from the Tools menu (or click it

on the Tools palette).

Click the button you want to copy to select it.

A moving dashed line surrounds the selected button.
Choose Copy Button from the Edit menu, or press ~-C.

This puts a copy of the selected button (including its script,
if it has one) on the Clipboard. (This button replaces the last
item you cut or copied; the Cliphmrd can only hold one item

ar a time.)

Go to the card or background where you want to put the .
copied button.

Use the arrow keys or commands in the Go menu to navigate

between cards while the Button tool is selected.

If you're not sure whether to put the button in the card layer
or the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chaprer.

Choose Paste Button from the Edit menu, or press  -V.

This takes a copy of the button that's on the Clipboard, puts it
on the current card or background, and selects it.

While the button is still selected, drag it to where you want it.
on the card.

Important: The most common mistake in copying a button is

putting it in the card layer when you want it in the background

layer. (To find out whether a button is in the background, press

-B ro see just the h;ld-;grt'umd elements.) If you put a burtton in

the card layer by mistake, see “Moving a Button From the Card

to the Background,™ larer in this chaprer.
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If the button you copied includes a script, you can test it after you
copy it—just choose the Browse tool and click the button.

You can see the HyperTalk commands that make the button work
by opening the button'’s scripe, as explained in “Opening a Button's
Script,” later in this chapter. If the button doesn't have a script, you
can learn how to write one for it by working through the exercises
in the HyperTalk Beginner’s Guide.

»  Seeako: o "(_jh.mging the Appearance of a Button” in this i'}'l..'l}ﬂc_'r

& Cl‘ffll[iﬂg a button  Butons come in many different styles and sizes. A burton can be
blank; it can have text, an icon, or both; or it be placed over a
graphic, so that the graphic appears to be part of the button.

\!UU can create a hl'.‘lnl(, trilnspi]ﬂ:nt l}l”[ﬂ'n ona L_H‘.rd ar l)ﬂtkgrullnd
by following these steps:

I. Go to the card or background where you want the button.

If you're not sure whether to put the button in the card layer or
the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chaprer.

2. Choose the Button tool (=) from the Tools menu.
The pointer changes to an arrow (k).
» 3. Hold down the " key and drag diagonally.

This creates a blank, transparent button and leaves the button

selected:
Hold down the ~ key while
you thrag fromheré ... —rcemecasaens Ea
[ i
[ ]
b i S A i ... 10 here

Figure 4-3 Creating a blank button
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You can bring the button to life by linking it to another card or
writing a script for it (if you're familiar with HyperTalk). “Linking
[nformation,” later in this chapter, gives instructions for linking.
For information on scripting, see the HyperTalk Beginners Guide.

The sections that follow explain how to create new buttons with

text, icons, and graphics.

P> Seealso: * “Changing the Appearance of a Button” in this chaprer

Creating a button Displaying text on a button is one good way to indicate what the
with text  burtton does.

Creating a text button is also a useful way to add a short text label
to a card or background—whether or not the button does anythh,
dynamic. Button text is easy to move around on the card, because it
moves when you move the button.

Follow these steps to create a new button with text:
1. Go to the card or background where you want the button.

If you're not sure whether to put the button in the card layer or
the background layer, see “Adding a Burton to a Card or
Background” at the beginning of this chapter.

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

The Browse tool (¥), the Button tool (=), or the Field tool ()

will work. .
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3. Choose New Button from the Objects menu.

This auromarically selects the Button tool, creates a button
named New Button in the center of the card window, and selects
the burton.

R — The moving dashed
* New Button: line indicates that the
------------ button is selected,

Figure 4-4 A button created with the New Button command

% Another methed: You can create a blank, transparent button
. by choosing the Button tool, then pressing and holding the

key while you drag diagonally (as shown in Figure 4-3). +

While the button is still selected, choose Button Info from the
Objects menu.

.

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

Elp[Jt‘Ill'S.

5. Type the text you want to display on the button:

The text you type here is 3
displayed on the button Button Nome: [HTTETTRITITD |
Card button number: 2 Card button 10: 2

it Show Name is selected =) Show Nome Style: [rectongle |
. G uto Hilive _
e iy

ngee Hyf1be

(LinkTa..) (Font.. )
[Scrint..J [En'ﬁur;...} [ 0K ]] [ Concel )

Figure 4-5 Typing the text you want to display on the button
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6. Click the Show Name check box to select it, if it isn't already
selected.

7. Click OK.

The text you've typed appears on the button. (A button can
display only one line of text.) To see all the text, you might have
to enlarge the button:

[}

el
aow the Topie 1o resize the bunon,

drag from any corner

Figure 4-6  Resizing a button

If the button is no longer selected, you can select it by choosing
the Button tool and then clicking the button.

8. While the button is selected, drag it to where you want it on

the card.

.\ Important: The most common mistake in crearing a button is
putting it in the card layer when you want it in the background
layer. (To find out whether a button is in the background, press

“-B to view just the background elements.) If you put a button in
the card layer by mistake, see “Moving a Button From the Card to

the H:la'icgrmnul." later in this chaprer. -

You can bring the button to life by linking it to another card or
writing a script for it (if you're familiar with HyperTalk). “Linking
Information,” later in this chapter, gives instructions for linking.
For information on scripting, see the HyperTalk Beginners Guide.

= Another kind of text button: Another way to make a burton
with text is to create a transparent button and place it over
some Paint text. The advantages and disadvantages of this
method are described in “Creating a Burton with a Graphic,”
later in this chapter. <
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> See also: * "Changing the Appearance of a Button” in chis chaprer
b b
 “When Flements ( }w_'ri:||1“ i this ¢ ||_||:|v:

Creating a button  HyperCard comes with a collection of icons you can assign to
with an icon  buttons. Displaying an icon on a button is one good way to indicare
graphically what the button does.

Creating a button with an icon is also a useful way to add a graphic
elemenr to a card or background, whether or not the button is
dynamic. Since the icon is attached to the button, you can move

it around easily—it moves when you move the button.
Follow these steps to create a new button with an icon:
1. Go to the card or background where you want the button.

[f you're not sure whether to put the button in the card layer
or the background layer, see “Adding a Button to a Card or
Background” ar the beginning of this chapter.

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

The Browse tool (%), the Button tool (=), or the Field tool ((3)
will work.

3. Choose New Button from the Objects menu.

T'his automatically selects the Button tool, creates a button
named New Button in the center of the card window, and selects

. IIIL’ l‘.‘Ul[[]Il.

___________ — The moving dashed

* New Button ! line indicates that the
........... +  utton is selected

Figure 4-7  Making 1 new hutton

*  Anaother method: You can create a blank, transparent button
by choosing the Button tool, then pressing and holding the
* key while you drag diagonally (as shown in Figure 4-3).
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4. While the button is selected, choose Button Info from the
Objects menu.

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

appt‘:‘ars:

|?I|H511|Hllni|h selecte

and the button hus Button Nome I f
nanie, the button nanw Bkgnd button number: 8  Bkond button [D: 59

m||.1|1s|uu.|s'ca;1t:|t 2] Show Nome Style:
Dbutton alonge with the = e
o <] fluto Hilite )
icon you choose Shm e Fomily:

Click here tosee a

¢ ;|||-- fon of 1Cons
vou can choose from (LinkTo.) (font.. ) .
(Seript..) (Color...) ﬂ 0K n ( cancel )

Figure 4-8 The Button Info dialog box

5. Click Icon.

The Icon dialog box appears:

10: 0 (none)

0 E © = 1 F5E
e o0 ¢
Q £ & G &0 m
g =™ e =2 © ¢ 0

Ge) o)

Serall, if

NECEssary. 1o

tind the weon vou

If the icon you select isn't entirely visible, press
and hold the mouse button here to see what the
whoale icon looks like

Figure 4-9  Choosing an icon
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0. Click the icon you want to display on your button.

7. Click OK.

o

The Icon dialog box disappears and you see the Button Info
dialog box again.

8. In the Button Info dialog box, click OK.

The icon you've selected appears on the button. To see the
whole icon, you might have to enlarge the button:

It ie ==
f ’
- -ﬁ- 10 resize the button,

[]
-k
h drag from any cornet

Figure 4-10  Resizing a button

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 want it in the background
layer. (To find out whether a button is in the background, press

-B to view just the background elements.) If you pur a button in
the card layer by mistake, see “Moving a Button From the Card to
the Background,” later in this chapter. A

If you dont want to use any of the icons shown in the Icon dialog
box, you can copy a button with an icon you like from the Button
[deas stack or create your own icon using the Icon Editor stack.

[F you want to change the colors of the icon displayed on your

button, see “Changing a Button's Colors,” later in this chapter.
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You can bring the button o life by linking it to another card or
writing a script for it (if you're familiar with HyperTalk). “Linking
Information,” later in this chapter, gives instructions for linking,
For information on scripting, see the Hyperlalk Beginner’s Guide.

» Secalo: -+ “Managing Icons” in this chaprer
* “Changing the Appearance of a Button” in this chapter
» “When Elements Overlap” in this chaprer

Combining text with an icon

You can add text to a button that already has an icon. Follow

[|]L'.\L' N“.’P.\:
1. Choose the Button tool (=) from the Tools menu. &
2. Double-click the button.
The Button Info dialog box appears.
3. Type the text you want to add to the button.
4, Click the Show Name check box to select it.

Click OK.

(|

The text appears along with the icon on your button. To see all
the text, you might have to enlarge the button:

]
L]
¢

2

ome Sweet Hom

e e ". =

[t resize the buton,
drag from any corner

Figure 4-11  An icon with text
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Creating a button
with o graphic

You can make a button with a graphic by placing a transparent
button over a graphic. Use this technique when you want to make
a graphic dynamic—so that something happens when you click it.
(Since a graphic can't have a script, overlaying a button is the only
way to do this.)

Important: Buttons with graphics are difficult to move and copy,
because buttons and graphics are different kinds of elements. They
have to be manipulated separately, with different tools—you use
the PPaint tools to manipulate the graphic and the Butron ool to
manipulate the button—and they're in ditterent layers (as explained
in “When Elements Overlap,” later in this chapter). It's better to
use a button with an icon (if possible), because an icon is attached
to the button and moves easily with the button. A

Follow these steps to create a button with a graphic:

1. Go to the card or background where you want the graphic.
[f you're not sure whether you want the graphic in the card layer
or the background layer, see “Adding Graphics to a Card or
Background” in Chapter 6.

2. Create the graphic.

You can create it with the Paint tools, scan it in, bring it in from
a document in the Apple Preferred File Format, or copy and
paste it from another stack. The graphic can include some Paint
text, or it can be entirely Paint text. Chapter 6 gives instructions
for creating graphics.

3. Choose the Button tool (=) from the Tools menu.
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4. Press and hold the kt:)' while you drag diaguna]l_v to create a
button around the grelphic:

While holding down the ™ key, —
drag from the upper-left corner

if the graphic

to the lower-right corner

Figure 4-12  Placing a transparent button over a graphic

You can bring the button to life by linking it to another card or

writing a script for it (if you're familiar with HyperTalk). ("Linking
Information,” later in this chapter, gives instructions for linking. For
information on writing scripts, see the HyperTalk Beginners Guide.)

J\"Iliﬂilg.ll']g ICONS  HyperCard comes with a collection of icons you can assign to
o buttons. Assigning an icon to a button is an easy way to add a
graphic element to a card or background. You simply select the
button and choose an icon from the Icon dialog box. ("Creating @
a Butron With an [con,” earlier in this chapter, gives specific
INstructions.)

An icon you assign to a bution is associated with that button undil
you specifically change it in the lcon dialog box. When you select
the button and drag it around on a card, the icon moves with it.
But the icon is not actually stored in the button.
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Each icon that appears in the Icon dialog box is stored in a special
part of the HyperCard program file (or a HyperCard stack) called a
resource fork. Most Apple 11Gs files—including the Home stack and
any other HyperCard stack—have a resource fork, where resources
like icons, sounds, and so on are stored. The icons that appear in
the Icon dialog box include the standard icons that are stored in the
HyperCard IIGS program file, any icons that are stored in your
Home stack, and any additional icons stored in the current stack.

Using HyperCard’s Icon Editor stack, you can modify an icon
that’s displayed on a button, create icons of your own, and add
icons to your stacks. The Ieon Editor stack tells you how. Once you
have created or modified an icon, you need to consider where you
want to store it so that it will be available to the stacks in which
VOU want to use it.

For example, if you create an icon and install it in any stack other
than Home, it will appear in the lcon dialog box for burtons in that
stack, but it will not appear in the Icon dialog box for buttons in
any other stacks. If you expect to use a particular icon in several
different stacks, install it in your Home stack. That way it will
always show up in the Icon dialog box no matter which stack
you're working in.

If your Apple I1GS is part of a network, you may want to consider

a different strategy. Each person using HyperCard over a network
uses a different Home stack. This means that any custom icons
you've installed in your own Home stack won't be available to other
people on the network. If you're creating a stack that you want
everyone on the network to be able to use, make sure that any
custom icons assigned to buttons in that stack are stored in the stack
itselt as well as in your Home stack. That way your custom icons
will be available to everyone who uses your stack, even if they don't
have them installed in their own Home stacks.

The Icon Editor stack allows you to install icons you've created
with the lcon Editor in any other stack. You can also install an
icon by copying and pasting a button, or by using the Import
button in the Icon dialog box. The sections that follow explain
these two methods.
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[nstalling an icon
by pasting a button

Click the won 1o select 1

(if it's not already selected)

It the mport bunon is
dimmed, the wcon is stored
in the current skack

To copy an icon from any stack other than the Home stack into

i—lﬂﬂl’htl' ST;]Ck. E'JHO‘W' [h(f!if S[t"}".‘.‘i:

1. Go to a stack that contains a button with the icon you want to

install.

i‘*-"

3. Double-click the button.
The Button Info dialog box appears.

Click Icon.

=N

The lcon di;llug box appears.

Still.'k:

10: 1370 "Sun1" from “ANIMATIONSTRCK"

@ Jc:

Finching oul where i eon s stored

Figure 4-13

6. Click Cancel.

Choose the Button tool (=) from the Tools menu.

5. Make sure the icon you want to copy is installed in the currelb

and make sure the
fame shown here s the
mame of the current stack.
I it isn1, wo o the stack
with the name shown and
begin again with step |

Scroll, if necessary, to locate
the 1con you wanl 1o copy

The Icon dialog box disappears and you see the Button Info

dialog box again.
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dom

9.

11.

Click Cancel again.

The Button Info dialog box disappears. A moving dashed
line surrounds the button you want to copy, indicating that it
is selected. (If you deselect it by accident, just click it again to
select it.)

Choose Copy Button from the Edit menu, or press ~-C.

Thhis makes a copy of the selected button (including its icon) and
puts it on the Clipboard. (This button replaces the last item vou

cut or copied; the L:lipbtl.u‘d can only hold one item at a time.)
Go to the stack in which you want to install the icon.

Use the arrow keys or commands in the Go menu to navigare
berween cards while the Button tool is selected.

If you just want to install the icon, you can go to any card or
background in your stack. If you want to use the burton (and its
script) as well as the icon, go to the card or background where
you want the button to appear. (If you’re not sure whether to
put the button in the card layer or the background layer, see
“Adding a Button to a Card or Background” at the beginning
of this chapter.)

Choose Paste Button from the Edit menu, or press -V.

T'his takes a copy of the button that’s on the Clipboard, puts it
on the current card or background, and selects it. At the same
time, pasting the button installs the button’s icon in the current
stack’s resource fork.

If you want to keep the button, drag the button to where you
want it.

13 you don't need the button, 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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[nstalling an icon with the

[con dialog box

Click the icon to select it
(if it's not already selected)

then chick here 1o il11[1|Jr|
the icon into the current stack
(IF the bipaort button 1
fromed, the won is srcacdy

Lo el ey nngpaor 1)

To copy an icon from your 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 the button on which you want to display
the icon.

The Button Info dialog box appears.(You must follow this step
and the steps that follow even if the button already displays the

icon you want.)
4. Click Icon.

The lcon dialog box appears. &

I

Install the icon as shown in this figure:

[0: 1370 “Sunl" from “HOME"

-
(View ) (hane ) (Cancel) (k)
Figure 4-14 Installing an icon with the Icon dialog box .

The icon is now installed in the current stack.
6. Click OK.

The lcon dialog box disappears and you see the Button Into
diellog box again.
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2.

10.

1.

Click Cancel again.

The Button Info dialog box disappears. A moving dashed
line surrounds the button you want to copy, indicating that it
is selected. (If you deselect it by accident, just click it again to
select it.)

Choose Copy Button from the Edit menu, or press ~-C.

This makes a copy of the selected button (including its icon) and
puts it on the Clipboard. (This button replaces the last item you
cut or copied; the Clipboard can only hold one item ar a time.)

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 Button tool is selected.

If you just want to install the icon, you can go to any card or
background in your stack. If you want to use the button (and its
script) as well as the icon, go to the card or background where
you want the button to appear. (If you're not sure whether to
put the button in the card layer or the background layer, see
“Adding a Button to a Card or Background” at the beginning

of this chapter.)
Choose Paste Button from the Edit menu, or press -V.

This takes a copy of the button that’s on the Clipboard, puts it
on the current card or background, and selects it. At the same
time, pasting the button installs the button’s icon in the current
stack’s resource fork.

If you want to keep the button, drag the button to where you

want it.

It you don't need the button, 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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[nstalling an icon with the  "To copy an icon from your Home stack into another stack, follow

[con dialog box

Click the icon to select it
(if it's not already selected) . . .

then click here to import

the 1con into the current stack
(1t the lmport button is
dimmed, the i

ul
LRI LR

TR B LA TR L
A R A I S T TR I

VoL o b oeed e praoart 1)

these steps:

1,
2

Go to the stack in which you want to install the icon.
Choose the Button tool (=) from the Tools menu.

Double-click the button on which you want to display
the icon.

The Button Info dialog box appears.(You must follow this step
and the steps that follow even if the button already displays the
icon you want.)

. Click Icon.

The lcon dialog box appears.

Install the icon as shown in this figure:

10: 1370 "Sun1” from "HOME"

Q & & e %
N e 2 0 ¢

Clene) (GaneeD) ()

Figure 4-14

Installing an icon with the [con dialog box

The icon is now installed in the current stack.

6. Click OK.

The Icon dialog box disappears and you see the Button Info
dialog box again.
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Locating buttons

7. In the Button Info dialog box, click OK.

The icon you've installed will always appear in the Icon dialog box
for your stack, even if the icon is not installed in the current
Home stack.

Many of the buttons in stacks are easy to locate right away. But
some buttons are harder to find—particularly transparent ones.

You can locate the buttons on the current card and background
using any of the following methods:

s  While the Browse tool is selected, you can “peck” at the buttons
by pressing and holding the 3 and Option keys. Gray or colored

rectangles appear around the buttons:

I'hin rectangles outline the
huttons in the card layer.

! _H_!!-ﬂ S[:or!I ‘
E;u;e 2] U | B2 | Change tulursj l :E

Thick rectangles outline the buttons in l]wl
background layer

Figure 4-15 Peeking at buttons
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= When you choose the Button tool from the Tools menu,
rectangles appear around the buttons that don't already have

an outline:

When you
choose the .. rectangles appear
Button Tool around the buttons.

ey HyperCard 1165 |

Creote QuickLink.

[ | liser Preferences §
Help Figture Purzler
T
T
Birds Tour Story Board .

Copyright © 1990 Rople Computer, [ne

BT [ cesheer [ testhie [ Gesic ][ Bosement |

S

R

Figure 4-16  Locating buttons with the Button tool

» Some stacks have hidden buttons. To “peek” at all the buttons
on the current card and background—including any hidden
buttons—choose the Button tool from the Tools menu, then
press and hold the ¢ and Option keys. Gray rectangles appear
around all the buttons:

When vou chioose the Button ook

and press - -Option, rectangles ... and the .

outline the visible buttons hidden huttons

Figure 4-17  Peeking at all the buttons—both visible and hidden
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Cl]&ll]glllg Once you've created or copied a button, you can change its
the appearance appearance by resizing it, changing its style, adding text or an
- icon to it, changing or removing its text or icon, or changing its
of a button color. This section explains how to make a button look the way you
want it to.

% Note: You can change the appearance ot both card buttons and
background buttons while you're working in the card layer. You
d':"l‘[ hﬂ.\r"f o bE in [h'ﬁ' l}ﬂCkgl—“Uﬂd I'ﬂ._\'_"[’f o l'l_l(]l_“f:_'p' bucl{gruund

|munn.s, o

Changing the size  To resize a button, follow these steps:
. of a button 1. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to resize to select it.
A moving dashed line surrounds the selected button.

3. Drag from any corner of the button:

........................

h_ Dirage from any corner
to resize the button,

. Figure 4-18  Changing a button’s size

To resize the button in one dimension only—either horizontally
or vertically—hold down the Shift key while you drag from a

COrner.

@ If you move the button instead of resizing it: Choose Undo
from the File menu to return the button to its original
position and try again. Make sure you drag from a point

)

close to a corner of the button.
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Choosing a button's style A button can have any one of seven styles. Examples of the seven
button styles are shown in the following figure, along with the
names of the styles:

| . r
e background shows

ILIIIIIIIII e Through trinspirent buttons
opaque :E:-
> rectangle . ) _
- e 4 L These kinds of huttons
are all opaque

srirTmIiITIII b v ] L The background shows through .

5 :D: radio button:::: the text part of these buttons, bt

‘e not through the button part

Figure 4-19  The button styles

To set the style for a button, follow these steps:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button to select it.
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kes the bul

TEIE Slry e

" vls | I
rectangle. with novisible border

Makes the button an opaque

(white) rectangle, with a shadow

| | - . 1 Ph ' -
Jlong {ne r:_‘L‘,JJ[ side and borom

Makes @ small square hution

with an Opague intericn

3. Choose Button Info from the Objects menu.

T'he Button Info dialog box appears:

But ton Name: ||

Card button number: 6 Card button ID: 7

Cshowkome gyl
Auto Hilite
= : . Family:

------ are Hil1te

[Lmk [:3 ] [ Font ]

[Serwt...] [Eolari.j |l 0K Il ( Concel )

Figure 4-20

The Bution l|'|1'l|1;li:=]u:g hox

4. Press and hold the mouse button over the pop-up Style menu

and drag to choose a style:

transparent

Familu: | vound rect

_ check box
radio button g

I 0K Iﬁ [Buncel]

B Makes the button transparent

with no visible horder

11 Makes the button an opaque (white)

rectangle with a thick hlack horder

| Makoes an opague (white)

rounded rectangular button

| Makes a small round button
with an opaque interior

Figure 4-21  Choosing i buttons style
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For a button with an icon, don’t choose either the check box or
the radio button style—if you do, you won't see the icon.

5. Click OK.

Adding, changing, To add, change, or remove button text, follow these steps:
Or removing

1. Choose the Button tool (=) from the Tools menu.
button text

2. Click the button you want to change to select it.
A moving dashed line surrounds the selected button.

3. Choose Button Info from the Objects menu while the button

is selected.
The Button Info dialog box appears. ®

4. Type the text you want to display on the button; or press
Delete, if you want to delete the text.

You can also remove the text from the button by clicking the
Show Name check box to deselect ir.

5. Click OK.

[f you want to change the colors of the text displayed on your
button, see “Changing a Button's Colors,” later in this chaprer.

Setting the format  To change the font, style, size, or alignment of the text that’s
for button text  displayed on a button, follow these steps: ®

1. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to change to select it.

A moving dashed line surrounds the selected button.
3. Choose Text Style from the Edit menu, or press -1

The Text Style dialog box appears.
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4. Choose from the options in the Text Style dialog box:

Click 1o select a font
Click to select the size (measured in
font you want, points)

Click to select or deselect one or |

— Style:

more text styles. (Select nothing for [ 1 80ld Courier

plain text.) The sample text at the [ Italic Geneva
hottom of the dialog box shows the [ Under] u-.e'\ seiustize

effect of the selected styles ‘ [Joutline Times
[Ishodow | [ Venice O G To use a font size not
Press and hold the mouse button hm'u_'_@ Line Height: [1__] Font Size: [§_ listed, type it here

[0 see it pop-up men for choosing ‘ N I Yot s Ac
e alignment ol text on the button The quick brown fox jumps over the lazy dog. T

affect the way the text
looks on a button, (Only
one line of rext can show
on i button,)

This shows what the text on
vour hutton will ook like

Figure 4-22  The Text Style dialog box

5. Click OK.

The button’s text is displayed in the format you've specified.

Assigning, changing, To assign a new icon to a button, assign a different icon to a button,
or I'enm\-'ing 4N icon  or remove a burton’s icon, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
» 2. Double-click the button you want to change.
The Button Info dialog box appears.
3. In the Button Info dialog box, click Icon.

The Icon dialog box appears.
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4. Select an icon for the button, or remove the icon, as shown in
the following figure:

To display an icon
4 10: 0 (none
on the button (or e

assian the button 2 % @ - - & -.
different icon), z : :
click 1o select the ﬁﬁ . @
3 tin

COon vou want Q [% & @ & HoJ n
f B & > @ ¢ O

Serll, i
necessdry, [o
find the icon vou
want to displhiy

( Mone ) IEunﬂll' 0K ' adhiehisting
ol Lt Pakdle
If the icon you select isnt  IClick here if you want .
entirely visible, pressand o remove the button's

hold the mouse button won
here 1o see what th

whiole weon looks like

Figure 4-23 Setting and removing an icon

5. Click OK.

The Icon dialog box disappears and you see the Button Info
dialog box again.

In the Button Info dialog box, click OK.
\I'Ll||.| |Tl“[ll“ I.II\IEI.}}'\ []IL' T RIR] j\'lJU‘\-“L_' i IHINL']I.

If you don't want to use any of the icons shown in the Icon dialog
box, you can either copy a button with an icon you like from the
Button Ideas stack or create your own icon using the Icon Ediror
stack.

If you want to change the colors of the icon displayed on your
button, see the next section, “Changing a Button's Colors.”

P Seealo: o "Managing lecons™ in this chaprer
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( -I]'.lﬂ_':..{!!'il'.-.', 4 button's  You can choose the coloss for four different parts of a button: the
colors icon frong, icon back, button frame, and button text. Each part is a
ditterent color in the button shown here:

I |:|||-i ! ﬁ_ Back

__ rime

Figure 4-24  The four parts of a button

. To Ci‘u-mg(? a burton’s colors, follow these Steps:
1. Choose the Button tool (=) from the Tools menu.
2. Double-click the button you want to change.
The Button Info dialog box appears.
3. In the Button Info dialog box, click Colors.
The Colors dialog box appears.

4. St.‘lt.'[:l Ij'IL' (_'('IIDI'S you want:

| 1 i
LAICK [ COlors

Vol want for euach Izon Front leon Bock

. prart e The icon WAl .
el LRl ﬁ This shows haw
! - ; | sample the colors you

select alfect the

way the won

[0 |._-\~.

Figure 4-25  The Colors dialog box Tar the hunon shown in Figoree 4-24
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5. Click OK.

The Icon dialog box disappears and you see the Burton Info
dialog box again.

6. In the Button Info di;ﬂng box, click OK.

The button displays the colors you have chosen.

Llﬂlﬁ:lﬂg ll’lf(_)l‘milh{_)l"] To create a link between related pieces of information, you create
| a burtton and link it to another card or stack. When you click a
button that’s linked to another card, that card appears immediately.
Links are one way. To move back and forth between two cards, _\'.

need two links—one in each direction:

1

L
 y—

A

T HynzlEardHEE
Home Stack /Deskset Create Quicklink. ..

lser Preferences

i fildresses

Figure 4-26 Two links that take you from one stack o another and back again
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You can link a button to a card or stack using any of the following

methods:
s Use the Link To box.
= Write a short script.

» Use the Create QuickLink button in the standard Home
stack (as described in “Customizing Your Home Stack” in
Chaprer 2).

L

Important: If you use the Link To method to link a burton
that already has a link, the new link completely replaces the

",

previous one. A

I_T.‘:iiﬂg the Link To method To use the Link To method for linking a button to any card or
stack, follow these steps:

1. Choose the Button tool (=) from the Tools menu.
2. Double-click the button you want to link.
The Burton Info dialog box appears.

3. In the Button Info dialog box, click Link To.

The Link To box appears:

You cun close the Link To TU0 IR LT AT EE MR i El DA TR ARG AL
. box without creating a link Link to:
by chicking the close box or ((This Card )  (This Stack) (_ Cancel )

the Cancel button

Figure 4-27  Using the Link To box to create a link

% Note: The Link To box works differently than a standard
Apple 11Gs dialog box. You don't respond right away when
you see the Link To box. First you use HyperCard’s
navigation methods (such as the Go menu commands)
to locate the card or stack to which you want your
button linked. «
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4. Before you click a button in the Link 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 to card.

If the Link To box gets in your way, you can move it:

LRl

|REFRREI AT KL £ YRR DL ZATIVRIAREL 68 M NI DT IAR AR TR AL 1 i .
EFEFARELLAEETREAEL S S EITETMTRTOL TSR LB S L You canmove the
Link to: n .
|.||1I'. |I YINAX N

((ThisCard ) (This Stock) [ Concel ) ebviisoini Fin R

Figure 4-28 Moving the Link To 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 reflects
where you want the button to take you.

Click This Card if you want to link the button ro the current
card.

Or click This Stack to link the button to the first card in the
current stack (no matter which card you're looking at).

After you click one of these options, HyperCard returns you to
the card that contains the button you've just linked. The button

i1s still selected.

If vou want to test your new link, choose the Browse tool from the
[ools menu and click the button. It should take you to the card ur.
stack you've just linked it to. If it doesn't, repeat the Link To
procedure or try the scripting procedure described in the next
section, “Seripting a Link.”
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dcripting a link — As an alternative to using the Link To box, you can write a script
that links a button o another card or stack. (To do this, yOu must
have your user level set to Scripting, as explained in “User Levels
and Options” in Chapter 1).
Once you know the steps involved in scripting a link, this method
can be faster and more straightforward than using the Link To box

to create a link.
Follow these Steps Lo seript a link:

1. If you're linking the button to a specific card, find out the
card’s name, number, or 1D,

To find the card’s name, number, or 1D, go to the card and
. choose Card Info from the Objects menu.
The Card Info dialog box appears. Make a note of the card’s

name, number, and 1D:

The card's name
.

Card Home: | IFTYNET B .
] The card's number

Cord ID: 4670, Cord number 3 out of 7

The card's 1D

Contains 0 cord fields.
Contaoins 3 card buttons
ECon't Delete
[—1Den't Search

[S-cl'lnt ] [:Eoturs..] ETB [Ennuen

l"igur{‘ 4-29 Finding out a card's name, number, and [D
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2. Go to the card that contains the button for which you're

creating a link.

3. Press and hold the " and Option keys while you click the
button once.

The button’s script opens. It should look like this:

Script of Cord button 1D 1
{4}
¥

Figure 4-30  Opening a button's seript

4. If there’s any text in the script, don’t go any further.

The text indicates that the button is designed for another
purpose. Unless you're familiar with HyperTalk, it’s best to
close the script by clicking Cancel, and create or find another &

button to link.
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A

If the scripe is empty (like the one shown in Figure 4-30), type
any of the following, substituting the card name, card number,
card 1D, or stack name for the card or stack you want to link
the button to:

1 | e
soript of Cord bution 101 lakes vou to the card with
on mouselp !

g0 to cord "nard name" the specified name
end mousellp

Script of 101 T ‘
s JSIE Wibiey fakes you to the card with
| on mousellp :

g0 tao card 4 the specilicd numlw
end mousellp

Script of Cord button 101

[on mouselp %4
gotocord 1D 8 the specified [D
end mouselp

Takes vou to the card with

SoriphistRord ltton 1H1 Takes you to the stack with
on mouselp

go to stack "stack nome" the specified name.
end mousellp

Takes you to the card with

Scri Card butt ¥
PRt AT bt T the specified card name in

on mousellp v stack with the snes |
g0 to cord “card name" 1n stock “stack name” — L€ stack with the specified
end mouselp stack mame

Figure 4-31  Scripting i link

6. When you’re finished, press Enter.

If you want to test your new link, choose the Browse tool (%)
from the Tools menu (if it isn't already selected) and click the
butron. It should take you to the card you've just linked it to.
[f it doesn’t, check your script for typos and make sure the card
name, number, or ID matches the one you've typed in the scripr.
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4 | hU[[( )N You can design a button so that it highlights momentarily when
highlieht when You click it. Such a bmmn_ is helpful when you're using a stack,

oo ) because it provides visual feedback that vou ve clicked the button.
it's clicked '
Follow these steps to create a button that highlights when you
click it:

Choose the Button tool (=) from the Tools menu.
Double-click the button.
The Burton Info dialog box appears.

3. In the Button Info dialog box, click the Auto Hilite check box

to select it.
Click OK. &

Auro Hilite works as just described for all burtons except check box
and radio buttons and butrons that are part of a family. When Auto
Hilite is selected for a check box or radio button, LIlLLmu the
button once highlights it and leaves it highlighted. Clicking the
button again removes the highlight. When Auto Hilite is selected
for a button that is part of a family, clicking the button once
highlights it and removes the highlights, if any, from other buttons
that belong to the same family. (For more information about butron
families, see “Making a Group of Buttons Highlight As a Family,”
later in this chapter.)

With the Auto Hilite option turned off, you receive no visual

feedback when you click a button. .
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I'he figure that follows shows how the difterent kinds of buttons
highlight when Auto Hilite is turned on.

tronsparent @ check box
b / These stay highlighted
i until you click them again
opaque @’ radio button
These highlight rectungle
for only a it
moment when

» B fondrect

Figure 4-32 Highlighting buttons of different stvles

-.'\-'Izll{mg d bU[[()ﬂ Background buttons have an additional option available (in the
appear ]‘llghllgh[@d Hu_u_n:_] Info dialog hf)x) c-.ll.lf-d S-harc Hilita;:..\‘?(ﬂlen you cl.ick a |
; rackground button for which both Auto Hilite and Share Hilite are
on certain cards turned on, the button becomes highlighted on every card with that
background. If the button is a radio button or check box, it stays
highlighted; if it is any other kind of button, it highlights only
. momentarily. (To make a button that is nor a radio button or a
check box remain highlighted after it’s clicked, rather than high-
lighting for only a moment, you must use HyperTalk to change
the button’s hilite property. See the HyperTalk Help stack

for details.)
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However, when Auto Hilite is turned on and Share Hilite is turned
off, the highlight of the button can vary from card to card. This
allows the button to appear highlighted on some cards, and not on
others—which can be useful for signifying that something is true
for some cards but not for others. (Check boxes and radio buttons
are particularly useful for this purpose.)

To allow a background button’s highlight to vary from card to card,

follow these steps:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button whose highlighting you want to vary from
card to card to select it.

3. Choose Button Info from the Objects menu. .
The Button Info dialog box appears.
4. Click the Share Hilite check box to deselect it, if it’s selected.

When a background button is first created, this option is
turned off, If it has been turned on, click it to turn it off again.

Button Nome: | |
Click Auto Hilire o Blgnd button number: 2 Bkgnd button 10: 2

elect I 1l |
electit, st L ] show Hone style: [ransparent

Uready selected ;
: Auto Hilit
- B Auto '_1 : Fomily: | 0 Cnone)
Chek Share Hitle [1share Hilite

to deselect i, iFi's .

selected
(Link Ta...) [ Font... )

[Scrim..] [Eninrs...] m [ Concel )

Figure 4-33  Varying a button's highlighting from card to card

5. Click the Auto Hilite check box to select it, if it isn't

already selected.
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6. Click OK.

If you want the button to appear highlighted on any particular
card, you have to go to that card and dlick the button.

MdkmU d group of Normally, when you click a radio button or check box for which
])UUOI]S hiuhlluh[ Auto Hilite is turned on (in the Burtton Info dialog box), the button
highlights; and when you click it again, the button changes back ro

ds d [c“nl]}’ s onginal appearance,

Sometimes you may want a group of buttons to work together as a
family, so that 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 different options; the radio button
that is highlighted indicates which of the options you have selected.
You could do this by means of a script that automatically turns off
the highlighting for the other radio buttons when one radio button
is clicked. But there’s an easier way.

['he Butron Info dialog box includes a pop-up Family menu thar
allows you to assign any button a family number from 0 to 9.

A family number of 0 means the button does not belong to a
family. If the family number is any number from 1 through 9, it
will highlight as part of the family composed of all other buttons
in the same layer with the same family number.

& Only one button in a button family can be highlighted at any one
time. When you click another button in the family, the button you
clicked becomes highlighted, and the button that was originally
highlighted changes back to its normal appearance:

O Level 1 O Level 1
@ Level 2 @ Level 2 it becomes the

When you click one only highlighted

button in g Limily __D Level 3 D Level 3— Button in that Gunily

Figure 4-34 The effect of clicking a button that is part of a family

Chapter 4: Working With Buttons 189




lo assign a tamily number to a button, follow these steps:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button to which you want to assign a family number
to select it.

3. Choose Button Info from the Objects menu.
The Button Info dialog 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 Name: |XTIE |
Cord button number: 3 Card button [D: 4
&< Show Home Style: an

. {1 (none) :i

G=) Auto Hilite Famils: m Press and hold the
| Share Hitite mouse button here

! 2
3 and drap to choose
4 the family number
(Link Iu.] { Font... ] 5 o, “_mr'
[Smpl...} {Eulori...] E ? Cancel )
— v

Figure 4-35  Assigning a family number to a button

You must repeat this procedure to assign the same family number to

6. Click OK.
cach button you want to highlight as part of the same family. All

buttons in the same family must be in the same layer.

P Seeabu: **“The Card Layer Versus the Background Layer” in

Chaprer 2
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Nllﬂ]lﬂg 4 button  You can give a button a name when you wanr to display text on it,
or if you want to be able to address the button by name through

scripts or the Message box.

Follow these steps to name a button:

1. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to name to select it.

3. Choose Button Info from the Objects menu.

Or double-click the button. The Burtton Info dialog

box appears.

4. Type a name for the button:

R ".. \
TR e Button Nome I how the Topics ]

Blgnd button number: 1 Bkgnd button ID: 1

lo display the [ Show Name Style:
name on the [Jfuto Hilite
button, click Fomily:

here to select (] Shore Hilite

Show Name

(Link To..) [ Font.. )

(S:rmt...) [Eolurs...] q K Iﬂ [ cancel )

Figure 4-36  Naming a button

[t's best to give the button a name that communicates

It purpose.

5. If you want the button’s name to appear on the button,
click the Show Name check box to select it.

6. Click OK.
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@ Script writers take note: 1f you change the name of a button, be
sure to change its name everywhere you refer to it in a script,
too. Por example, if you rename a button “Today™ and you use
the old name “Yesterday” in a script, the script won't work
properly—it won't be able to find the button it needs.

M()Ving a button  You can place a button wherever you like on the card or
around on a card  background. To reposition a button on the card or background,

follow these steps:
or background

Choose the Button tool (=) from the Tools menu.

bt

Click the button you want to move to select it. L

Whether the button is in the card layer or the background layer,
you can select it from the card layer.

A moving dashed line surrounds the selected button.

3. Drag from the middle of the button, or from one of its edges
(not a corner):

.......................

Drag from the
""" k U middle to move
- : the button

Figure 4-37  Reposthioning o Pitton on the card

To constrain the button's movement to horizontal or vertical
directions only, hold down the Shift key while you drag from
the middle of the burton.

You can select and move only one button ar a ime.
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— Important: After you reposition a background button, it’s a good
idt;i o Il)“!\ |I|rl:]l|!_"h TI'IC C;Ir(i.‘i O \.’\r"f'ﬁ](l] [I]L E‘Hl_[lll” iII‘!ET('i“'H. Oy S¢¢

how the cards look., 2

7Tl .- £ 18 i
When elements HyperCard puts different kinds of elements in different layers, as
U\-"(’.’flllp shown in the following figure. Together, all these layers make up the
card you see.

Bockgrownd prcture
Background
huttons and felds

=
9
e

Card picture
Card buttons

and fields

awt®

: v What vou see
R o | when vou look

at the card

| The background picture
is fixed in a layer by
itself—it's always
behind the background
buttons and fields and
all the card clements,

SR L e

The card picture is also
fixed in a layer by
itself—it's always
behind the card huttons
and fields, and in front
of the background
buttons and fields

Figure 4-38 HyperCard's layers

As shown in Figure 4-38, background buttons and fields goina
different layer than card buttons and fields. Within each of these
layers, HyperCard places each new button or field you add
(whether you've ereated it or copied it) in front of the clement
added before it. (In front of means “closer to you.”)

193
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HyperCard also assigns numbers to the buttons and fields as you
add them. The first field you add is field number 1, the second is
field number 2, and so on. Likewise, the first button you add is
button number 1, the second is button number 2, and so on. The
numbers reflect how far away the elements are from you—the
farther away an element is, the lower its number. (These numbers
appear in the Button Info and Field Info dialog boxes.)

Although HyperCard numbers the buttons and fields separately, it
places each new element immediately in front of the previous

clement (within the same 1'.1}"L'|'}-. whether it's a button or a helc

This was added first.

/ This was added second .

This was added third

This was added fourth

Button 1

( Button 2

This wus acded filth.

This was added sixth

Figure 4-39  ackeround button and held Livers and mmbers
& Y

HyperCard numbers the card buttons and fields separarely from the
background buttons and fields. The card elements are always in &
front of all the background elements (as shown in Figure 4-38).

This layering of buttons and fields becomes evident when the
elements overlap. Elements thar are closer to you can obscure
clements that are farther away. If this happens, you can either
move the elements apart so they don't overlap, or you can try

either of the following;
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s Reorder the buttons and fields. (You can move any button or
field closer or farther, within its layer).

s Make some of the elements transparent, so you can see other
elements through them. (Buttons, fields, and graphics can all be

ﬂ'!‘{ld(' l'l'ilI'IS!.'l:H'{.'ﬂ[ ar '._'JP;I(}I.[{.'.J

I'he following sections describe these solutions.

Reordering buttons Overlapping burttons and fields can cause visual and functional
problems in your stack. For example, a button that’s completely
covered by a field (or another button) won't respond when you try
to click it. To solve the problem of overlapping buttons and fields,

. you can reorder them to bring the ones you need to see and use into
full view.

— 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 buttons and fields relative to one another,
you can never move them closer to you than any of the card
elements. (You can, however, make card elements transparent so
you can see through them to the background elements, as explained

in the next secrion.)

"To move a button closer or farther (relative to the other buttons and
fields in the same layer), follow these steps:

I. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to move closer or farther to select it.

A moving dashed line surrounds the selected burton.
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3. Choose Bring Closer from the Objects menu to move the
button forward one position, or choose Send Farther to move
it back one position.

llach tme you move a burton back one position relative o
another button in the same layer, its number (in the Button Info
dialog box) decreases by 1. Each time you move a burron
forward one position relative to another button in the same
layer, its number increases by 1.

Note that a button’s number may not change every time you use
the Bring Closer or Send Farther commands to change its
position. For example, if a field lies between button 3 and

button 4, you'd have to move button 4 back two positions [wirb
the Send Farther command) before it would become button 3.

You can also move the selected burron all the way to the front or
all the way back using these “-key shortcuts:

To do this . . . Press
Send the button to the back -Shitt- = (minus)
Bring the button to the front -Shift-+ (pJLlS}

4. Repeat step 3 until the button is where you want it.
5. Choose the Browse tool (¥2) to deselect the button.

As you reorder buttons, the numbers of all the affected buttons
change to reflect their new positions. Each button's number .
(shown in the Button Info dialog box) reflects its front-ro-back
position, relative to the other buttons in the same layer. (The

button that's farthest away is button number 1. The closer a

button is to the front relative to other buttons in the same layer,

the higher its number.)

The commands Bring Closer and Send Farther work the same way
on a selected field, as described in “Reordering Fields™ in Chaprer 5.
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Making a button opaque  When you wane to be able to see background or card clements
L K L‘
or transparent  through a burton that covers them, you can make the button
cransparent. Conversely, when you want to give a button more

prominence, you can make it opaque.

Follow these steps to make a button opaque or transparent:
1. Choose the Button tool (=) from the Tools menu.

2. Click the button you want to change to select it

3. Choose Button Info from the Objects menu.

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

appears.

L 4. Choose an appropriate button style to make the button
opaque or transparent:

L

Button Name: ||
transporent

Chaoosing this style makes

Cord button number:1  Cardbu] o0, the button transparent
howbane  Suyle
futo ilite shadow Choosing one of these styles

o Fomily:
7] Share R lite round rect
check box

radio button
{Lmh lu.._] [ Font... J
[Script...] (Cnlars...]

makes the button opaque

Figure 4-40 Making a button opaque or transparent

5. Click OK.
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(,Up}-'lﬂg 2 button  You can duplicate a button on the same card, or copy a button to
another card, background, or stack. When you copy a button, you
also copy its attributes—it’s style, name, icon, script, and so on.

\ Important: To copy a button and a graphic that shows through it,
you have to copy the picture and the button separately. (This is not
the case for a button with an icon.) Follow the instructions given
here to copy the button. See Chapter 6 for instructions on copying,

a g_mphic. A

(i){)}-"il}g a4 button  ‘lo duplicate a button on the same card or background, tollow
on the same card  these steps:

1. Choose the Button tool (=) from the Tools menu.
2. Click the button you want to copy to select it.

You can select the button from the card layer, whether it’s a card

hll[[(]” ar 4 bfll:l(gl'()ﬂnd hur[{]n.
A moving dashed line surrounds the selected butron.
3. Press and hold the Option key while you drag the burton.

As you drag, you create an exact duplicate of the button. If the
original is a background burton, the duplicate is a background
button. If the original is a card button, the duplicate is a card

burton.

To constrain the new button's movement to horizontalor )
vertical directions only, hold down the Shift key while you
drag from the middle of the button.
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Copying a button to another  To copy a button to another card or background, follow these steps:

card or background

Z

3

B 3

8

Choose the Button tool (=) from the Tools menu.
Click the button you want to copy to select it.
Choose (:pr Button from the Edit menu, or press 5 g

This makes a copy of the selected button (including its script)
and puts it on the Clipboard. (This button replaces the last
item you cut or copied; the Clipboard can only hold one item
ata tme.)

Go to the card or background where you want the button
to appear.

Use the arrow keys or commands in the Go menu to navigate
between cards while the Button tool is selected.

[f you're not sure whether to put the button in the card layer
or the background layer, see “Adding a Butron to a Card or
Background” at the beginning of this chaprer.

Choose Paste Button from the Edit menu, or press —-V.

This takes a copy of the button that’s on the Clipboard, puts it
on the current card or background, and selects it.

[t you've copied a background button to the card layer of the
same card, the copy is pasted directly over the original. To see
the original, you have to drag the copy to move it.

While it’s still selected, drag the button to where you want it.

~s Important: The most common mistake in copying a button is
putting it in the card layer when you want it in the background

layer. (To find out whether the button is in the background layer,
press - -B to see just the background elements.) If you pur a button
in the card layer by mistake, see the next section, “Moving a Button

From the Card to the ankgmund.“ T
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After you copy a button from another card or stack, it's a good idea

to test the button to make sure it works properly. To test the button,

choose the Browse tool and click the button. If clicking the button
W produces an unfamiliar message (for example, a message that

begins with “Can’t Understand . . ." or “Never heard of . . .”),

see “Copying Parts From Other Stacks” in Chapter 2 for advice

on how to proceed.

N’T()\-—’mg{ d hU“()n [t's easy to put a button in the card layer by mistake when you
h.{ m [hl.' C};U‘d intend to Pl!l it in the b'.ackgrmlnd. If this happens, you :.'.;1.[1 move
the button from the card layer to the background layer (of the same

to the background  card) by following these steps: ®
1. Choose the Button tool (=) 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 button from the card and puts it on

the Clipboard.
4. Go to the background layer.

Choose Background from the Edit menu, or press "/-B.
5. Choose Paste Button from the Edit menu, or press . -V.

This takes a copy of the button that’s on the Clipboard, puts it
in the current background, and selects it. The pasted button
appears in the same position from which it was cut.
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6. While it’s still selected, drag the button 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 to tell
whether you’re putting the button in the right place. If this
happens, you can press ("/-B again to go back to 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

f]‘()m the bﬁCkgl'OUl]d the card layer of the same card:
i to the card 1. Choose the Button tool (=) 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 button from the background and puts it on

the Clipboard.

4. If you're in the background layer, go to the card layer by
pressing ('-B.

If you're already in the card layer, skip this step.
5. Choose Paste Button from the Edit menu, or press -V,

This takes a copy of the button that’s on the Clipboard, puts it
@ on the current card, and selects it. The pasted button appears in
the same position from which it was cut.

6. While it’s still selected, drag the button to where you want it.
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Moving a button
to another card or
background

!
L—Y

You can move a burton to another card in the same stack, or to a
card in another stack. When you move a burtton, its atrributes—
it’s style, name, icon, scripts, and so on—move with it.

Important: To move a button and a graphic that shows through i,
you have to move the picture and the button separately. (This is
not the case for a button with an icon.) Follow the instructions
given here to move the button. See Chapter 6 for instructions on
moving graphics. A

Follow these steps to move a button to another card or background:

1. Choose the Button tool (=) 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 puts

it on the Clipboard.

4. Go to 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 Burtton tool is selected.

If you're not sure whether to put the button in the card layer or
the background layer, see “Adding a Button to a Card or
Background” at the beginning of this chaprer.

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 the
current card or background, and selects it.

6. While the button is still selected, drag it to where you want it

on dlE Ca'll'd.
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Opening a
button’s script

Important: The most common mistake in moving a button is
putring it in the card layer when you want it in the background
layer. (To find out whether a button is in the background, press
—B to see just the background elements.) If you put a button in
the card layer by mistake, see “Moving a Button From the Card to
the Background,” earlier in this chapter. 2

After you move a button from another card or stack, it's a good idea
to test the button to make sure it works properly. To test the button,
choose the Browse tool and click the button. If clicking the button
produces an unfamiliar message (for example, a message that begins
with “Can't understand . . ."” or “Never heard of . . .”), see “Copying
Parts From Other Stacks™ in Chapter 2 for advice on how to
proceed.

Looking at the script of a button (if it has a script) is a good way to
learn about how the button works. (To look at a button’s script, you
must have your user level set to Scripting,)

Here are four ways to open a button’s script:

»  With the Browse tool or Button tool selected, press and hold the
" key and the Option key while you click the button.

n  With the Button tool selected, press and hold the Shift key while
you double-click the button.

s Choose the Button tool from the Tools menu, click the button
to select it, and hold down the Shift key while you choose
Button Info from the Objects menu.

s Choose the Button tool from the Tools menu, double-click the
button to open the Button Info dialog box, then click Script.

To close a script withour saving any changes, click Cancel.

To learn about HyperCard scripts, read the Hyperlalk Beginner's
Guide.
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Deleting a button

You can remove a button from a stack by following these steps:

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

[

. Click the button you want to delete to select it.

3. Choose Clear Button from 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. A
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Chapter 5

Working With Text
and Fields

’I:_‘xt is an important component of HyperCard stacks. In most
stacks, text is used to communicate the function of the stack, either
alone or in combination with graphics. Text is also the primary
content of many stacks—particularly stacks designed for managing
large amounts of information.

Most of the text in stacks is contained in felds, 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 must have your user level set at least to
Authoring,. (The section “User Levels and Options” in Chaprer 1

tells you how to set your user level.)
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Adding text

When you want to add a text element to a stack, you can choose
from three different kinds of text:

s lext that's stored in a field
s lext that’s attached to a button
s Paint text

For most purposes, it's best to use fields to add text to a stack. Field
text is easy to edit—you can select any part of the text in a field and
change it, move it, copy it, or delete it. You can move field. text
around on a card by selecting and dragging the field. And you can
search for specific text in felds.

The Shared Text option allows you to create a background field th‘
displays the same text on every card, which means you can create

text labels made up of editable (field) text. If you are familiar with
HyperTalk, you can write a script for a field, so thac clicking text

in the field can make something happen—much like clicking a

burtton.

Sometimes buttons can be useful for adding text labels to 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.) Bur button text is easy to move
around on the card, because it moves when you move the button.
Chapter 4 tells you how to create a button with text.

Paint text can't be edited. Once you finish typing Paint text, it
“dries.” To change it, you have to erase it and retype it. Paint text @
is useful for adding a permanent label to a graphic. And you can
create special effects with Paint text using commands in the Paint
menu (such as Invert and Trace Edges), which appears whenever a
Paint tool is selected. Chapter 6 describes Paint text.
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Paint text in the background layer

OF TIe Caminan Name
WL I Piratha :
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Field text that
changes from
Habilat ; card to card

[ Amazon river |
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ITTII {{'l.‘il"ll'ﬁ' text fbout this stopk] Card 7 m fiah.

SHE

. Figure 5-1 Different kinds of text

Addil’lg a field To createa place for text, you can add a field to a card or back-
to a card ground. Whenever you add a field, you need to decide whether
¢ you want to put it in the card layer or the background layer.

or bﬂ(.'kgl‘()[lﬂd To decide where to put the field, consider where you want the

field to appear, and where you want its text to appear:

= If you want the field and its text to appear only on one card, put

the field in the card layer.

= Ifyou want the field to appear on every card in the stack, but
you want to be able to type different text into the field on each

. card, pur the field in the background layer.

= If you want the field to appear on every card in the stack, and
you want it to display the same text on each card, put the field in
the background layer and turn on the Shared Text option in the
Field Info dialog box.
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» If you want a field to appear on some of the cards in the stack,
but not all of them, consider creating a different background
for those cards and putting the field in that background only.
(“Creating a New Background” in Chapter 3 explains how to

add a background to a stack.)

A background field appears in the same location on all the cards
that share the background.

To add a field to a background, you must be in the background
layer; to add a field to a card, you must be in the card layer. To go to
the background layer, press ("/-B. When you're in the background
layer, the word Background appears in the menu bar. If you press
i-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
[-beam pointer when you move the Browse tool over a field.

» Seealo: *“The Card Layer Versus the Background Layer” in
Chaprer 2
* “Creating a Field” in this chaprer

The tools for WOI‘kirlg To work with fields and field text, you need both the Field tool and
“gi{h ﬁl;‘ld‘i the Browse tool.

Use the Field ool for
creating and
manipulating fields.

Use the Browse tool for entering and
editing text (in addition to browsing).

Figure 5-2  The tools for working with fields
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Creating a field

'To make it easy to alternate between the tools, you can “tear oft”
the Tools menu to create a movable Tools palette. To do this, drag
down through the menu and past the bottom or beyond either side.
(For an illustration of this, see Figure 2-12.)

You can use the following (-key shortcuts to choose the tools you
need for working with fields:

To choose this tool . . . Press
The Browse tool $-Tab
The Field tool -Tab-Tab-Tab

» Secalso: “Using HyperCard's Tools"” in Chaprer 2

To create a new field, follow these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool (&)

will work.

2. Go to the card or background where you want to put the field.

[f you're not sure whether to pur the field in the 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 automatically selects the Field tool 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 it easily.
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Choose the Field tool,

hold down the " key,
and drag from here

)

'a .
i ]
.
¥ i
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srasms

Figure 5-3 A ficld created with the New Field comnund

% 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. +

.......................

R e pra s A e W e S DL
Figure 5-4 Dragging to create a new field

You can have as many fields on a card or background as will fir.
Fields can overlap to any depth.

Important: The most common mistake in creating a field is purting
it in the card layer when you want it in the background layer. (To
find out whether a field is in the background, press ' -B to view just
the background elements.) If you put a field in the card layer by
mistake, see “Moving a Field From the Card to the Background,”
later in this chaprer. &

P Seealso: *“Changing the Appearance of a Field” in this chapter
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Eﬂ[@l’iﬂg and edltlﬂg Entering and editing text in a HyperCard field is just like working

text in a field

with any other Apple IIGS text. You can click anywhere in the field
and begin typing, delete text with the Delete key, and drag to select
text for copying, cutting, or clearing. You can also copy text to and
from a field via the Clipboard. This allows you to move text
between fields and to and from other applications.

2 Wheres the field? A transparent, empty field is invisible when the
Field tool isn't selected. This makes it difficult to locate the field
when you’re ready to enter text into it. One way to locate the
field is to move the Browse tool around—the pointer turns into
an I-beam when it’s over an editable field. Another way to locare
a transparent field is to press Tab repeatedly. This highlights the
editable fields (or, if a field is empty, places an insertion point at
the upper-left corner) on the current card and background, one
ata ume, <

To enter and edir field text, follow these steps:
1. Choose the Browse tool (¥+) from the Tools menu.
2. Move the Browse tool over the field you want to edit.

The Browse tool pointer turns into an I-beam () when it’s over
an editable field. If you don't see the I-beam pointer, read the
next section, “Where’s the [-Beam Pointer?”

3. Click inside the field to position the insertion point where you
want to enter or edit text.

Or, if you want to replace existing text in the field, select the text
you want to I"CP]J—]CC.

If you click in an empty field, the insertion point appears ar the

upper-left corner of the field.
4. Start typing,.
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If you type more text than will fit in a non-scrolling field, the
remaining text goes off the bottom of the field. But this text isn't
lost, it’s just hidden from view. To see the hidden text, make the

field bigger:

If you type more text | ¢ If you type more text than
thanwill fiting | willfitinagfield you
field, youcan't see | ‘con'tseeituntilyou

i . ¢ .
itustilaccasiacand. Ganlarge HIRDIBNG. ...
- . :
To see text you've ... enlarge the field by choosing the
typed beyond the Field tool from the Tools menu and
borders of a field then dragging from any corner. .

Figure 5-5 Revealing hidden text

Where's the  If the Browse tool doesn’t turn into an I-beam (I ) when you move
[-beam pointer? it over a field, the reason could be any of the following:

s The field is locked. To unlock the field, follow the instructions
in “Locking and Unlocking a Field,” later in this chaprer.

» You're working in the background layer rather than the card
layer. Press (i-B to return to the card layer.

= Your user level is set to Browsing, For instructions on changing
the user level, see “User Levels and Options” in Chapter 1. @
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» The text you're trying to edit is either Paint text or button
text—not field text. To see whether it’s field text, choose the
Field tool from the Tools menu and click the text. If the area
becomes selected (surrounded by a moving dashed line), it’s field
text—otherwise, it’s not. See Chapter 4 for information about
changing the text on a button, or Chapter 6 for information on

changing Paint text.

Using the arrow keys  Normally, the arrow keys move you through cards. However,
to move thre }Ll:-_'_ll text  when the Texe Arrows option is selected (on the User Preferences
card in your Home stack), you can use the arrow keys to move

the insertion point through text while you're typing in fields.

) This makes text editing easier.
Moves the insertion point
M“"'"f‘ the _ down through lines in a field,
Insertion point or to the end of the line in the

right through text

Message box

Moves the insertion ppint

up through lines in a field,
or to the beginning of the

line in the Message box

Moves the insertion
point left through text

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 to move through cards in a stack.

» Seealso:  *"“The Text Arrows Option” in Chapter 1
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Moving from one field
to another

While you're entering text into fields, you can move from one
editable field ro the next by pressing Tab. When you press Tab,
HyperCard takes you to the field with the next higher field number.
(Field numbers are assigned to fields in the order you add them.
The first field you add is field 1, the second is field 2, and so on.)

If the insertion 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 to field 1:

to here .
Pressing Tab takes ____m_.___

yvou lrom here ..

to here

........................................................................

and finally
back to here.

Figure 5-7 Tabbing order

Pressing Shift-Tab moves you backward through the fields. Locked
fields are excluded—you can’t Tab to a locked field.

ES Warnmg When you tab to a field that already contains text, all the

text is selected. Typing at this point will erase all the old text in the
field and replace it with what you type. To preserve the old rext and
add new text to it, click in the field where you want to type. A
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A field’s number (which determines the field’s position in the
tabbing order) appears in the Field Info dialog box. Choose the
Field tool from the Tools menu and double-click the field to see

the Field Info dialog box:

Field Nome: |ZIETTTINLLE |

Blkgnd field number: § Bkgnd field ID: 11 This number
CJLock Text Style: determines the
[Jfuto Tab field's position in
[J0on't Search [ Show Lines the tabbing order
[ Shared Text [IWide Margins

(Seript..) [Colors..) [ ok ][Ennnei]

Figure 5-8 Checking u field's number

[f you have both card fields and background fields on the card,
pressing Tab takes you from one field to the next, according to
the following sequence:
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Figure 5-9  Tabbing through background fields and card fields

For an explanation of how fields get numbered, or if you want to
change the order in which the Tab key moves the cursor from field
to field, see “Reordering Fields,” later in this chaprer.

If the Auto Tab option is selected in the Field Info dialog box, you
can press Return (instead of Tab) when the insertion point s in the
last line of the field to go the next field.

To select the Auto Tab option for a field, follow these steps:

1. Choose the Field tool (22) from the Tools menu. .
Double-click the field.

Click Auto Tab to select it.

Click OK.

2.
3
4.
22
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Undoing your typing

Setting the text format
for a field

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

s 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 to
edit. Therefore, ir’s not a good idea to use Undo to fix typing
mistakes, unless you want to retype everything you've typed since
you last clicked in the field. To fix editing mistakes, it's better to use
the Delete key or to select the incorrect text and retype or delete i.
o save the changes in a field (so that Undo can't undo them), click
anywhere outside the field.

You can set the text format—including the fon, size, style,
alignment, and line spacing—for a field by following the
instructions in this section, If you want to change the color of the
text in a field, see “Changing a Field’s Colors,” later in this chaprer.

To choose the text format for a field, follow these steps:
1. Choose the Field tool (&) from the Tools menu.
2. Select the field by clicking it.
3. Choose Field Info from the Objects menu.
Or double-click 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 Edit
menu (or pressing (_'-T). %
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5. Choose from the options in the Text Style dialog box to set the
default text format for the field:

Click to select the Click to select a font size
font you want, (measured in points).
Click to select or deselect one or - To use a font size not
more text styles. (Select nothing for Elg?l:; || [ Courier 1 listed, type it here. Then, if
plain text.) The sample textat the J Cl Italic 39']"'-‘0_ you want to adjust the line
bottom of the dialog box shows [ Iunderiine [ uetios height to the new type size
the effect of the selected styles. [CJ0utline Times press Enter: (If you don't
QShuum_J Venice B! Iy press Enter, the line height

Press and hold the mouse Mignlert § Line Height: IQ FaitSiua I:[] will remain the same)

hutton here to see i pop-up

menu for choosing the The quick brown fox jumps over the laz{ dog. This shows w Ul“ you
alignment for text in the field text will look like

This number determines the space .
berween lines. HyperCard sets this number

automatically when you click one of the

standard font sizes, but you can change it

Figure 5-10 Setting the text format for a field

6. When you're finished, click OK.
The Text Style dialog box disappears and you see the Button

Info dialog box again.
7. In the Button Info dialog box, click OK.

The text in the field appears in the new format, and any new text
you type in the field acquires the same formar. &
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I\’flﬂking HC](] [eXl You can create a background field that displays the same text on
11})]) sar on Svery card by using the Shared Text option in the Field Info dialog
4 box. (This option is available only in the Field Info dialog box for
Ccvery card background fields.) This allows you to create an editable text label
that appears on every card in the background. Because it can be
edited so easily, a field text label is easier to manage than a Paint
text label.

To get the same field text to appear on every card, follow these steps:
1. Create a background field.
See “Creating a Field,” earlier in this chapter, for instructions.
2. Choose the Field tool (1) from the Tools menu.
. 3. Double-click the field.
The Field Info dialog box appears.
4, Click the Shared Text check box to select it.
5. Click OK.
6. Choose the Browse tool (¥4) from the Tools menu.

You return to the card layer (if you're not already there). The
word Background should not appear in the menu bar. If it does,
press _\-B.

7. Click in the field and type the text you want to display on

cvery Cﬂl’d.

It you turn off Shared Text, the text you've entered in the
background field disappears from view.
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You can think of background fields as having (potentially) two
different layers of text, which appear and disappear as you change
the Shared Text setting;

= When you turn on Shared Text, any text you've entered in the
field while the option was turned on appears, and text you've
entered while the option was turned oft disappears.

s When you turn off Shared Text, any text you've entered in the
field while the option was turned on disappears, and text you've
entered while the option was turned off appears.

% Note: 1f the Shared Text option is turned on for a field, the
Don't Search option is turned on automatically. This means that
HyperCard won't search in the field when you ask it to look For.

specific text.

LOCﬂ[ing fields Many of the fields in stacks are easy to locate right away—but some
are harder to find. You can use either of the following methods to

locate all the fields on the current card and background:
« Choose the Field tool from the Tools menu. Lines appear in all

the fields:

When you choose ... lines appear
the Field ool in the fields.

e
i )|

B e e e s OB e .
- — ' B

Figure 5-11  Locating fields with the Field tool
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s While the Browse tool is selected, you can “peek” at both
buttons and fields by pressing and holding the 7, Shift, and
Option keys. (Gray or colored rectangles appear around the
buttons and fields.) Then, while you're still holding down the

and Option keys, release the Shift key—the rectangles
around the fields disappear. Pressing and releasing the Shift key
repeatedly (while holding down the = and Option keys) makes
the field rectangles appear and disappear.

Thick rectangles
outline the fields
in the background
layer

usic?
Horp, Guitar, Benjo

. Th_in rc('[:u}glc.'«' ﬂ?:ﬂi'.h'!ﬂl
outline the fields repert
in the card laver

HH

'TIIII.|||

e BEIEED

Figure 5-12  Peeking at fields

Changing Once you've created or copied a field, you can change its
the dpp@ﬂlﬂﬂfje appearance by resizing it, changing its style, adding margins,

displaying lines in it, or changing its colors. This section explains

of a field how to make a field look the way you want it to.

< Note: You can L‘hungc the appearance of both card fields and
hm:kgmund fields while you're in the card I;chr. You don't have
to be in the background layer to modify background fields. +

P Seealso: * “Setting the Text Format for a Field” in this chapter
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Changing the size
of a field

You can -;‘h;tngr: 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:
1. Choose the Field tool (1) from the Tools menu.
2. Click the field you want to resize to select it.

A moving dashed line surrounds the selected field.

3. Drag from any corner of the field:

; Drag from any corner
: r region to resize the field

Figure 5-13 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.

2 Ifyou move the field instead of resizing it: Choose Undo from
the File menu to return the field to its original position, amb
try again. Make sure you drag from a point close to a corne
()I: [h(‘ ﬁClL{. -

[f you shrink a non-scrolling field so that there’s not enough room
for all the text, the text at the bottom of the field disappears from
view. However, the text is still there—if you enlarge the field, the
text becomes visible again.
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— Important: After you've resized a background field, you should
look through any cards affected by the field change to see how the
text looks. A

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 shown in
the following figure, along with the names of the styles:

The background
shows through
transparent fields.

.....................................................

e 5l The scroll bar

rectangle = scrolling 11 becomes gray when
) g o :[  the text runs past the
o e B e e s T s T T ———le bottom of the field

Figure 5-14  The field styles

o set the style for a field, follow these steps:

1. Choose the Field tool () from the Tools menu.
& 2. Click the field to select it.

3. Choose Field Info from the Objects menu.

Or just double-click the field. The Field Info dialog box appears.
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4. Move the pointer over the pop-up Style menu, press and hold
the mouse button, and drag to select a field style:

Makes the field transparent,
with no visible border

: ] Makes the field opaque (white),

field home:  ((piRENES trnnspuy{ without & visible horder
Bkgnd field number: 1 Blkand f .

pogue :
[CJLock Text Style: Makes the field opaque
[ #futo Tab ihnlib. | (white), with a thin border.
[ Don't Search She scrol lih _ ;

3 Makes the field opague

[ Shored Text [IWide Morgijs : ikt ans

(white), with a shadow along

the right side and bottom
Cox ) | Crancel) ®

Makes the field opaque, with a
border and a scroll bar along the
right side.

Figure 5-15 Choosing « field style

5. Click OK.

@ About serolling: Choosing the Scrolling option adds a vertical
scroll bar to the selected field. You view text in a field with a

scroll bar the same way you view text in any scrollable

Apple T1Gs window. (For details about scrolling in windows,

see the documentation that came with your Apple lIGs.) « @)

You can use this procedure to change any field’s style, even after
you've typed text into the field.
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;'\th]]'ﬂ(u margins  Adding margins to a field makes the text easier to read. When
you add margins to a field, you get extra space on the right and
left sides of the text in the field. (As a result, text takes up more
vertical space.)

To add margins to a field, follow these steps:
1. Choose the Field tool (1) from the Tools menu.
2. Click the field to select it.
3. Choose Field Info from the Objects menu.
Or just double-click the field. The Field Info dialog box appears.

4. Click the Wide Margins check box to select it:

Field Nome: [CTTTIRR |
Bkgnd field number: 2 Bkgnd field 10: 13
[ Lock Text Style:
[ Auto Tab
(1 Don't Search [ Show Lines
[ Shared Text %ﬂe Margins
Click here 1o add
——r, margins. Click
(Seript...) ([Colors..) again to remove
—— the margins.

Figure 5-16 Adding margins to a field

Chapter 5; Working With Text and Fields 225




5. Click OK.

Wide Margins is selected Wide Margins is not

in the Field Info dialog selected in the Field Info

box for this field. dialog box for this field.

Figure 5-17  Shadow fields with and without margins

Displaying lines  You can display lines in a field. This is useful for making a
in a field transparent field visible so you can see where to type in it.

To display lines in a field, follow these steps:
1. Choose the Field tool (1) from the Tools menu.
2. Click the field to select it.
3. Choose Field Info from the Objects menu.
Or just double-click the field. The Field Info dialog box appears.

Click the Show Lines check box to select it:

e

Field Nome: |JTTETIE | .
Bhkond field number; 1 Bkand field ID: 1
ClledTors— sue X
Click here to see
] Auto Tab P :
Y o ; the lines in a
[J0on't Search =) Show Lines field. Click again
[ Shared Text [C1Wide Hargins LIk MUCH S

10 hide the lines

|Enr|pt...| |£ulors...| ! 0K 'IEuncell

Figure 5-18  Displaying lines in a field
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5. Click OK.

Show Lines is selected in

Show Lines is not selected
the Field Info dialog box in the Field Info dialog
for this field.

................................................ box for this field.

Figure 5-19  Rectangle fields with and without lines

+ Note: You can't display lines in a scrolling field.

Changing a field’s colors  You can choose the colors for two parts of a field: its frame and
ItS text:

Merrily, merrily, shall I live now, |

...............................................

Text

||||||||||||||||||||||||||

Figure 5-20 The pans of a field that can be different colors

—

. Choose the Field tool ((7) from the Tools menu.

Il

. Double-click the field you want to change.

The Field Info dialog box appears.

o

. In the Field Info dialog box, click Colors.

The Colors dialog box appears,
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4. Choose the colors you want:

This shows what the
field will look like

Click the frame color
and text color you want
The sample field at the
top of this dialog box
shows how the selected
colors will look

Figure 5-21  The Colors dialog box for a hield .

5. Click OK.

6. In the Field Info dialog box, click OK to accept the changes
you have made to the field.

The field displays the colors you have chosen.

Nlllllillg d f]t' l(l Fach field can have a name associated with it. You use field names
mostly for referring to fields through scripts or the Message box.

A field name can have up to 31 characters in it, and you can use any
character in a field’s name.

Follow these steps to name a field:
1. Choose the Field tool (1) from the Tools menu.

2. Click the field you want to name to select it.
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3. Choose Field Info from the Objects menu.

O double-click the field. 'The Field Info dialog box appears.

4. Type a name for the field:

FTILE T Persanal Info

Blcgnd field number: §

[ Lock Text
[ futo Tab
[10on't Search
[ 5hared Text

Bkgnd field 10: 11

sule

[ 5how Lines
[ 1Wide Margins

ISmnt_..l [En!crs.,.l

G G

Figure 5-22  Naming a field

5. Click OK.

Type the field
name here

@ Script writers take note: If you change the name of a field, be sure
to change its name everywhere you refer to it in a script, too. For
example, if you rename a field “Wrigley” and you use the old
name “Chester” in a script, the script won't work properly—it
won't be able to find the field it needs. +
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M()\f'iﬂg d ﬂ(_’.ld You can place a field wherever you like on the card or background.
around on a card To reposition a field on the card or background, follow these steps:

e

or bat‘kgr()und . Choose the Field tool (&) from the Tools menu.

2. Click the field you want to move to select it.

Whether the field is in the card layer or the background layer,
you can select it from the card layer.

A moving dashed line surrounds the selected field.

3. Drag from the middle of the field, or from one of its edges

(not a corner).

| Drag from the
e Tl micldle region 1o
move the field

Figure 5-23 Repositioning a field on the card

To constrain the field’s movement to horizontal or vertical
directions only, hold down the Shift key while you drag from
the middle of the field.

4. Click anywhere outside the field to deselect it. G

You can select and move only one field at a time.

|-

Important: After you reposition a background field, it’s a good idea
to look through the cards on which the field appears, to see how the
cards look. A
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When elements
overlap

HyperCard 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

1

Background

huttons and fields

Card picture
Card buttons

"t and fields
What you see

when you look
at the car

marteses

The background picture ; |
is fixed in a layer by w/ é
itself—ir's always T v - :__,"'
behind the background ‘ Lo (- @ , =
huttons and ficlds and ax? S

all the card elements. The card picture is also <y 0 e

fixed in a layer by
itself—ir's always
behind the card buttons
and fields, and in front
of the background
huttons and fields

HyperCard's layers

Figure 5-24

As shown in Figure 5-24, background buttons and fields go in a
different layer from the card buttons and fields. Within each of
these layers, HyperCard places each new button or field you add
(whether you've created it or copied it) in front of the element
added before it. (/n front of means “closer to you.”)
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HyperCard also assigns numbers to the buttons and fields as you
add them. The first field you add is field number 1, the second is
field number 2, and so on. Likewise, the first button you add is
button number 1, the second is button number 2, and so on. The
numbers reflect how far away the elements are from you—the
farther away an element is, the lower its number. (These numbers

appear in the Button Info and Field Info dialog boxes.)

Although HyperCard numbers the buttons and fields separarely, it
places each new element immediately in front of the previous
element (within the same layer), whether it's a button or field.

This was added first

/ This was added second .

This was added third

This was added fourth

| i.%utton 1

Button 2

This was added fifth.
This was added sixth.

Figure 5-25  Buckground button and field layers and numbers

HyperCard numbers the card burtons and fields separately from the
background buttons and fields. The card elements are always in .
front of all the background elements (as shown in Figure 5-24).
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This layering of buttons and fields becomes evident when the
elements overlap. Elements thar are closer to you can obscure
elements chat are farther away. If this happens, you can either move
the elements apart so they don't overlap, or you can try either of the
following;

s Reorder the fields and burtons. (You can move any field or
button closer or farther, within its layer).

» Make some of the elements transparent, so you can see other
elements through them. (Buttons, fields, and graphics can all be
made transparent or opaque.)

The following sections describe these solutions.

Reordering fields Overlapping fields and buttons can cause visual and functional
problems in your stack. For example, you can't edit the text in a
held that'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 to see and use
into full view,

— Important: The fields and buttons in the card layer are always in
front of the background fields and buttons. Although you can
reorder the background fields and butrons relative to one another,
you can never move them closer to you than any of the card
clements. (You can, however, make card elements transparent

® s0 you can see through them to the background elements, as

'

explained in the next section.) A

To move a field closer or farther (relative to the other fields and
buttons in the same layer) follow these steps:

1. Choose the Field tool () from the Tools menu.
2. Click the field you want to move closer or farther to select it.

A moving dashed line surrounds the selected field.
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3. Choose Bring Closer from the Objects menu to move the field
forward 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 1. Each time you move a field forward
one position relative to another field in the same layer, its
number increases by 1.

Note that a field’s number may not change every time you use
the Bring Closer or Send Farther commands to change its
position. For example, if a button lies berween field 4 and
field 3, you'd have to 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 front or
all the way back using these '~ -key shortcuts:

To do this . . . Press
Send the field to the back " -Shift- — (minus)
Bring the field to the front -Shift- + (plus)

4. Repeat step 3 until the field is where you want it.
5. Choose the Browse tool (%) to deselect the field.

As you reorder fields, the numbers of all the affected fields change
to reflect their new positions. Each field’s number (shown in the
Field Info dialog box) reflects its front-to-back position, relative to
the other fields in the same layer. (The field that's farthest away is
field number 1. The closer a field is to the front relative to the other
fields in the same layer, the higher its number.)

« Tabbing ovder is affected: As the fields’ numbers change, so does
the tabbing order—that is, the order in which you move
through the fields when you press Tab—because the tabbing
order depends on the field’s numbers. (See "Moving From One
Field to Another,” earlier in this chaprer, for more information
about the tabbing order.) <
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The commands Bring Closer and Send Farther work the same way
on a selected button, as described in “Reordering Buttons” in
Chapter 4.

Making a field opaque  When you want to be able to see background or card elements
Or transparent through a field that covers them, you can make the field
transparent. Conversely, when you want to give a field more
prominence, you can make it opaque.

Follow these steps to make a field opaque or transparent:
1. Choose the Field tool (1) from the Tools menu.
2. Click the field you want to change to select it.
3. Choose Field Info from the Objects menu.
Or double-click the field. The Field Info dialog box appears.

4. Move the pointer over the pop-up Style menu, press and
hold the mouse button, and drag to select the opaque or
transparent style:

FieldNome: | NTTINICIE transparent _ Choaosing this style makes the
Bkand field number: 1 Bkgnd f| o000 field tnsparent
L] Lock Text SETLy rectangle , -I ihiluu‘-’]ﬂ&-‘. any of these stvles
= it shadow J makes the field opaque.
[—10on't Search B2 she scrolling (See Figure 5-15.)

. 1 5hared Text [CIwide Margins '

(Seript..) (Colors.) ( ox ) (tancel )

Figure 5-26  Muking a ficld opaque or transparent

5. Click OK.
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(;Ul)'}"l[]g d liL’lLI You can duplicate a field on the same card, or copy it to another
card, background, or stack. When you copy a field, you also copy its
atcributes—its name, style, script, text format settings, and so on.
You can copy a field either with or without its contents.

Copying a field Follow these steps to duplicate a field without its text on the
on the same card same card:

1. Choose the Field tool (=) 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 to 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 vertical
directions only, hold down the Shift key while you drag from
the middle of the field.

Copying a field To copy a field with or without its text to another card or
to another card or  background, follow these steps:

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

2. Click the field you want to copy to select it

| )
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3. Choose Copy Field from the Edit menu, or press ~-C.

This makes a copy of the selected field (including its text) and
puts it on the Clipboard. (This field replaces the last item you
cut or copied; the Clipboard can only hold one item at 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.

[f you're not sure whether to put the field in the card layer or the
background layer, see “Adding a Field to a Card or Background”
near the beginning of this chaprer.

. 5. If you want to paste both the field and the text that 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 -V,

This takes a copy of the field that’s on the Clipboard, puts it on
the current card or background, and selects it. If you've copied
the field and its text from the card layer to the background layer,
you won't see the text until you return to the card layer (at the
end of this procedure).

[f you've copied a background field to the card layer of the same
card, the copy is pasted directly over the original. To see the

i original, you have to drag the copy to move it.
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 __-B, to return to the card layer and see the text.
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2 Important: The most common mistake in copying 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 l);{ckgl‘c_mnd. press -B
to view just the background elements.) If you pur a field in the card
layer by mistake, see the next section, “Moving a Field From the
Card to the Background.” A

f\/[UVing afield 1es easy to puta field in the card layer by mistake when you intend
from the card t putitin the background. If this happens, you can move the field

from the card layer to the background layer (of the same card) by

o th’f_' h.’:ld{gl'()Uﬂd tollowing these steps:

1. Choose the Field tool (C1) 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.

This removes the field from the card and puts it on
the Clipboard.

4. Go to the backgmund [uycr.

Choose Background from the Edit menu, or press ~-B.

Wi

. 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.
-Shift-V.

To move just the field without its text, choose Paste Field trom
the Edit menu, or press - -V,

This takes a copy of the field that’s on the Clipboard, puts it in
the current background, and selects it. The pasted field appears
at the same position from which it was cut. If you've pasted the
text along with the field, you won't be able to see the text unil
you return to the card layer (at the end of this procedure).
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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 to tell
whether you're putting the field in the right place. If this
happens, you can press . '-B again to go back to 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.

.(J\"iﬂg a field from  Follow these steps to move a field from the background layer to the

[h@ hi:lt‘kgl‘(}und card layer of the same card:
(0] [htj ‘L‘:ll'{l 1. Choose the Field tool (C7) 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 L“‘dl()g box like this a ppears:

Delete this field ond o1l its text from all 2 ) .
cards of this bockground? 4 Click Delete 1o confirm that

you want to cut the field.
. (Delete ) l Cancel ’ g

Figure 5-27 Confirmation dialog box for cutting a background field

Click Delete in the dialog box to remove the field from the
background and pur it on the Clipboard.
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4. If you're in the background layer, go to the card layer by
pressing -B.

If you're already in the card layer, skip this step.

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.

To move just the field without its text, choose Paste Field from

the Edit menu, or press Y

This takes a copy of the field that’s on the Clipboard, puts it on
the current card, and selects it. The pasted field appears at the
same position from which it was cut.

6. While it’s still selected, drag the field to where you want it.

N’lO\*’iIlg d fleld O You can move a field to another card in the same stack, or to a card
another card or another stack. When you move a field, its attributes—its style,

name, scripts, and so on—move with it. You can move a field eicher

hi]_(:kgf(ﬂ!ﬂd with or without its text.

I;H“l W [!]L'.\il' .‘ilt_'l‘}_\' [0 mMove i ﬁ(’ld o '.H']l\[hf..'r L':_'IJ"LI Or bll(_'](g‘r(]“n(i:
1. Choose the Field tool (1) from the Tools menu.
2. Click 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.

If the field is a background field, a dialog box like this appears:

Delete this field and oll ivs vext fromall 2 _
cards of this backsround? Click Delete to conlim thin

o you want to cut the field,
) ||

Figure 5-28 Confirmation dialog box for cutting a background field

Click Delete to remove the selected field from the current card
and put it on the Clipboard.

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.

[f you're not sure whether to put the field in the card layer or the
background layer, see “Adding a Field to a Card or Background”

near the beginning of this chapter.

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.

o move just the field without its text, choose Paste Field from
the Edit menu, or press -V,

This takes a copy of the field that’s on the Clipboard, puts it
on the current card or background, and selects it. The pasted
field appears at the same position from which it was cut. If
you've moved the field and its text from the card layer to the
background layer, you won't see the text until you return to
the card layer (at the end of this 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 card layer to the
background layer, choose Background from the Edit menu, or

press -B, to return to the card layer and see the text.

>

Important: The most common mistake in copying 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 -B
to view just the background elements.) If you put a field in the card
layer by mistake, see “Moving a Field From the Card to the
Background,” earlier in this chaprer. &

L()Ckiﬂg and You can lock a field to prevent content changes to its text. Locking
UHlOCkng 1 ﬁ@}d 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 () from the Tools menu.
2. Click the field to select it.
3. Choose Field Info from the Objects menu,
Or just double-click the field. The Field Info dialog box appears.
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3. Choose Cut Field from the Edit menu, or press  -X.

If the feld is a background field, a dialog box like this appears:

Delete this field and 0ll its text fromoll 2 i
cords of this background? 27 Click Delere wr contirm th

you want to ¢t the field.
|ﬂe1ete | u Concel “ :

Figure 5-28 Confirmation dialog box for cutting a background field

Click Delete to remove the selected field from the current card

b and put it on 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 to navigate
between cards while the Field tool is selected.

[f you're not sure whether to put the field in the card layer or the
background layer, see “Adding a Field to a Card or Background”

near the beginning of this chapter.

5. 1fyou 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.

To move just the field without its text, choose Paste Field from

] the Edit menu, or press V.

This takes a copy of the field that’s on the Clipboard, puts it
on the current card or background, and selects it. The pasted
field appears at the same position from which it was cut. If
you've moved the field and its text from the card layer to the
background layer, you won't see the text untl you return to
the card layer (at the end of this procedure).

Chapter 5: Working With Text and Fields 241




6. While the field is still selected, drag it to where you want it.

7. 1f you've moved a field and its text from the card layer to the
background layer, choose Background from the Edit menu, or
press -B, to return to the card layer and see the text.

2\ Important: The most common mistake in copying 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 ~-B
to view just the background elements.) If you put a field in the card
layer by mistake, see “Moving a Field From the Card to the
Background,” earlier in this chaprer. &

LOCkiﬂg and  You can lock a field to prevent content changes to its text. Locking
Lll]lOCking 1 field 2 field does not, however, prevent changes to the text formar of
the field.

To lock a field, follow these steps:

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

ra

. Click the field to select it.
3. Choose Field Info from the Objects menu.
Or just double-click the field. The Field Info dialog box appears.
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4. Click Lock Text to select it:

Field Nome: |TETTTININD |
Bkand field number: 8 Bkgnd field 1D: 11

Click here to prevent [ Lock Text Style:
changes to the text in [ Jhuto Tab

the field. Click Lock ) Ban't Search [ Show Lines

JRA i 0 Uninck [ Shaored Text [IWide Margins

the field, making the
[exl l.'l.'.l[:fﬂL'
(Seript..) (Colors..) ( o ) ( Concel )

. Figure 5-29  Locking a field

5. Click OK.
When the Browse tool passes over a locked field, it doesn't change

to the I-beam pointer (I). This lets you know that you can't edit

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
from text searches

The Find command (in the Go menu) allows you to search for

specific text in the fields of a stack. You can prevent HyperC ard

from 5LJFL|1III‘~' In any pclI[IL,LIi.ll held dLl[lng text searches.

Follow these steps:

1.

2

Choose the Field tool () from the Tools menu.
Click the field to select it.

Choose Field Info from the Objects menu.
Click the Don't Search check box to select it.
Clicking Don't Search again deselects it.

Click OK.

[f you want to turn off the Don't Search option to allow

HyperCard to search in the field, simply deselect the option

las

>

explained 1 step 4).

See also:  * “Excluding Card and Background Fields From Text Searches”
in Chaprer 3
* “Excluding Background Fields From Text Searches” in
Chapter 3
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DL‘ltj‘Ilﬂg alield Youca delete a field whether or not it has text in it. When you

delete a field, any text contained in the field is deleted too.
Follow these steps to delete a field:

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

2. Click the field you want to delete to select it.

3. Choose Clear Field from the Edit menu, or press Delete.

[f the field is a background field, a dialog box like this appears:

Delete this field and all its text from all 2 )
cards of this background? Click Delete o confirm that

. Z vou want 1o cut the field.
| Delete I ‘ Cancel i

Figure 5-30  Confirmation dialog box tor deleting a huckground field

A Warning: Once you've deleted the field with the Clear Field
command (or with the Delete key), the field and all its rext
are gone for good—jyou can't undo the deletion. Deleting a
background field also deletes all text in that field on all cards
sharing that background. A
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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 this chapter include lines, shapes,
patterns, pictures, and Paint text—any graphic element that you
create or manipulate with the Paint tools.

This chapter explains how to do the following:
» Create graphics yourself using the Paint tools.
»  Copy graphics from another stack (or the same one).

= Import graphics from any document in the Apple Preferred
File Format.

or] To do the tasks in this chapter, you must have your user level set
at least to Painting,. (The section “User Levels and Oprtions” in
Chapter 1 explains how to set your user level.)




Adding graphics
toa card
or background

Each card can have its own unique graphics in the card layer in
addition to the background graphics it shares with other cards.
Whenever you add a graphic element to a stack, you need to decide
whether you want it in the card layer or the background layer.

To decide where to put the graphic, consider where you want it

to appear:

s If you want the graphic to appear on every card in the stack, put
it in the background layer. A background graphic appears in the
same location on all the cards that share the background.

= [f you want the graphic to appear on only one card, add it to the

'..'.ill'd [il:’r’l:l'.

s [f you want the graphic to appear on some but not all of the
cards in the stack, consider creating a different background for ®
those cards and putting the graphic in that background only.
(“Creating a New Background” in Chapter 3 explains how to
add a background to a stack.)

To add a graphic to a background, you must be in the background
layer; to add a graphic to a card, you must be in the card layer.

To go to the background layer, press ~-B. When you're in the
background layer, the word Background appears in the menu bar.
[f you press ' -B repeatedly, you move back and forth between the
card layer and the background layer.

»  Seeabo: *“The Card Layer Versus the Background Layer”

in Chaprer 2
» “When Elements Overlap” in this chaprer .
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Th(;’ [ )()]5 1o create and work with graphics, you use the Paint tools in the
r‘(-)]. WOl‘l'\'im; Tools menu.
with graphics

|

e
& (2]
?E ol — Fhe Paint lools
O
AlD|E
. Figure 6-1 HyperCard's tools

The functions of the Paint tools are described briefly in the figure
that follows. This chapter provides detailed instructions for using
these tools.
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The Browse
ool is for
hrowsing
through stacks
and editing
lexl

I'he Selection
I |1.l| 15 tor
selecting

graphics,

The Brush
paints with
the current
patiern o

The Spray tool
spritzes paint
onto the
screen in the
current pattern
ur color,

The Bucket fills
enclosed areas
or one-color
areas with the
current pattern
or colar,

e Paint Text
tool 1s for
Lypmng lexl
tat's part ol
a graphi

The Button ool
is for working
with buttons.

The Lasso is
for selecting
nonreckinguliar
graphics

The Eraser
erases the part
of a graphic
vou drag it
OVET,

The Rectangle
tool draws
rectangles and
squares

The Qval tool
draws ovals
and circles.

The Regular
Polygon tool
CIies
polygons with
regular sides,

[

The Ficld ool
is for working
with fields.

The Pencil
draws thin,
free-torm
lines

The Line tool
raws straight

¢
lines .

The Rounded
Rectangle
tool draws
rectangles
with rounded

corners

The Curve tool
draws free-form

lines and

shapes

The Polygon

Crodles

[L] 5]

wilyeons with

irregular sides

|"igll!'r.: 6-2  What the wools are used lor
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Selected Paint ool

To make it easy to alternate between the tools, you can “tear off”
the Tools menu to create a movable Tools palette. To do this, drag
Li(}‘.'\.-'n i'}ll'Ungh [I]L’ Mment PHSI lh‘\'.' bU“_Ull] Qr hL‘}/UHLl L’i[ht_’r .‘{iL{L’.
(For an illustration of this, see Figure 2-12.) While you have the
Tools palette open, you can selecr a tool just by clicking it on the
palette. This makes it easy to switch back and forth berween
different Paint tools.

When you choose one of the Paint tools, three new menus appear:

Paint, Options, and Patterns. (The Objects menu disappears
temporarily while you're working with the Paint tools.)

These three menus appear when you
have one of the Paint tools suir:r.'lcd.l

| |
3 File Edit Go Tools|Paint Options Patterns|

=17 4//‘—\
]
'@gé Ar’ |deas This stack contains clip nrl.l:snu
can copy Inko gour own stocks.
i
Slolw  Clicko Cotegory
AT >
y ® & Geopraphy D Brrows
' sl Music 4 Housshold
&F HwerCordStuft i8R Pictures, Film
Computer Stuff | B3 Boskroundfre
Q $cln!_r!_ b i E Full Sereen Art
Rﬁ People, Animals Q £ ﬁ
l <& Miscelloneous Find Stock Info  Home
Figure 6-3  Menus thit accomprny the Paint tools

The Paint and Options menus contain commands for creating and
manipulating graphics. These commands are described throughout
this chapter.

Chapter 6: Working With Graphics 251




The Patterns menu contains patterns and colors you can use to fill

shapes and draw with. For easy access to the patterns and colors,

you can tear off the Patterns menu the same way you tear off the
Tools menu—drag down through the menu past the bottom or

beyond either side.

Options g

=
el

To tear off the Patterns menu,
drag beyond the bottom or
either side of the menu

Figure 6-4 Tearing off the Patterns menu

2 A shortcut: Whenever you have a Paint tool selected, you

You can close the
Patterns palette
by clicking here

To move the
palette, drag

from here

(A AR A ||i.ll|=_:'|Ii
T3¢

TN 5
- E
| Ll g
11

Click any pattern
or color o select it

can make the Patterns palette appear and disappear quickly
by pressing Tab or double-clicking the Bucket on the

Tools palette. «
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Selecting a graphic

I'he Patterns palette works like the "Tools palette—ro select a pattern
or color, just click it. “Creating Your Own Patterns,” later in this
chaprer, explains how you can add your own patterns to this palerte.

P Seealo:  +“L Ising HyperCard's Tools™ in Chapter 2
* "Using Power Keys™ in this chapter
* “Using Modifier Keys With Paint Tools” in this chaprer
* “Double-Clicking Paint Tools, Patterns, and Colors™ in this
chapter

Before you can modify, move, or copy a graphic, you must first
select it. There are many different ways to select a graphic. The
method you use depends on the shape and size of the particular
graphic element(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 background layer, you can select

it only from the background layer. If it’s in the card layer, you

can select it only from the card layer. If you try to select a graphic
and it doesn't become selected, chances are the graphic is in the
background layer and you're working in the card layer, (It's also
possible that the element you're trying to select is actually a burton
or tield. Chapters 4 and 5 explain how to select buttons 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 parttern. In most respects, white
paint is the same as any other paint: You can fill selections and
draw with it, and you can erase it. However, not all the methods
of selecting a graphic work for white paint. Each of the following
sections explains how the selection of white paint differs from
the selection of a color. «
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Once you've selected a graphic, it stays selected until you choose a
tool or click outside the selection.

o lcons are selected differently than graphics: Remember that an
icon is part of a button. To select an icon, you have to select the
button that displays it. If you're not sure whether a particular
element is an icon or a graphic, choose the Burton tool (=) from
the Tools menu, click the element, and drag it. If a moving
dashed line appears around the element and you can move it by
dragging, it’s an icon. Chapter 4 gives instructions for working
with buttons and icons. <

Selecting a rectangular area  To select a rectangular graphic element or a rectangular area of a
picture, follow these steps:

1. Go to the card or background that contains the graphic
element or the area you want to select.

Pressing _i-B takes you to the background layer. (When you're
in the background layer, the word Background appears in the
menu bar.) If you press C-B repeatedly, you move back and
forth between the card layer and the background layer. If you
don't see the graphic you want while you're in the background
layer, the graphic is in the card layer.

2. Choose the Selection tool () from the Tools menu.

Or click it on the Tools palette. The pointer changes to a

crosshair (+-). .
3. Move the crosshair pointer to one corner of the area you want

to select.

4. Drag diagonally to the opposite corner of the area.

A moving dashed line surrounds the selected area. If the area
includes white paint, the white paint is included in the selection.
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@ For a tighter selection: "To eliminate extra blank space from
the selection, press the ™ key while you drag; when you
release the mouse button, the moving dashed line snaps
in to select the smallest rectangular area surrounding the
graphic. Any white paint that lies outside the rectangular
area will also be eliminated. ¢

Press and hold the _, o . o . P WL —— ¢
~ key and drag : T /
; illicrsin J Lty T " ¢
diaganally with : Razls: -
the Selection ool 1 AMAGODOD0L BOARAAARN B :
from here : m TNIE 2 e 2 N
----- 2 Il e —_—
] | : s ¥ '

/
'- - N O - - .'I

to here.

The moving dashed line
snaps around the graphic
to eliminate extra blank
space from the selection.

Figure 6-5 Eliminating extra blank space in a rectangular selection

[f you select too much or not enough, deselect the graphic by
clicking on the card outside the selection, then select the
graphic again.

Selectinga  To select a nonrectangular graphic element or a nonrectangular area
& nonrectangular area  of a picture, follow these steps:

1. Go to the card or background that contains the graphic

element or the area you want to select.

Pressing .~ -B takes you to 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 graphic you want while you're in the background
layer, the graphic is in the card layer.

Chapter 0: Working With Graphics 255




2. Choose the Lasso (+) from the Tools menu.
Or click it on the Tools palette. The pointer turns inro a lasso.

3. Drag around the graphic you want to select:

The tip of the line
trailing out of the
Lisso determines

what you select

Figure 6-6  Selecting a nonrectangular area

You don't need to drag completely around the graphic;
HyperCard will complete the selection by drawing a straight line
between the point where you start dragging and the point where
you stop. (But if yOu Stop too soomn, you migh[ miss part of the

graphic you want to select.)

Wh&.’n you I'L'i(.‘l].‘il—_' [I].L’ MOLSe bLI[IOI‘I. th(.’ (.f(lg[.‘f'; nl: l’hL‘ Sf.'lt'{:tt:d
graphic shimmer. If there was any white paint or blank space
surrounding the graphic, it's eliminated from the selection:

'ﬂo' S Ihe edges of the

" H '
i AF gy selected graphic
" g " Bl
Ty (" 10 shimmer
L% e 111113
Pild m T':II(_,
4_1,| 4 IL ‘J.n'
Izip‘urc 6-7  Only the lassoed graphic is selected
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* f you want to include the surrounding blank space: To lasso a
graphic without eliminating any surrounding blank space or
white 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 outside the selection, then selecr the
graphic again.

Selecting an individual ~ There are several ways to select a single graphic element withour
graphic element  any of the blank space or white paint that surrounds it—including
the method described in the preceding section, “Selecting a
Nonrectangular Area.” This section describes two additional

. methods.

Use the following technique when you want to select a specific
graphic element quickly and exclude the surrounding blank space
and white paint, or if your hand isn't steady enough ro use the Lasso
with precision:

I. Go to the card or background that contains the graphic you
want to select.

Pressing - -B rakes you to the background layer. (When you're

in the background layer, the word Background appears in the

menu bar.) [f you press  -B repeatedly, you move back and

forth between the card layer and the background layer. If you

don't see the graphic you want while you're in the background
& layer, the graphic is in the card layer.

2. Choose the Selection tool (:3) from the Tools menu.

Or click it on the Tools palette. The pointer changes to a
crosshair (+).

3. Move the crosshair pointer to one corner of the graphic.
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4. Press the Option I{cy while you dr;tg dia.gonally to the opposite
corner of the graphic.
Or choose Select from the Paint menu (or press "-S) after you

drag to the opposite corner. This automatically chooses the Lasso
and selects the graphic.

Priess and hold the o

o e

Option key and drag

diagonally with
the Selection tool
[rom here

1o here The selected praphic .

shimmers

Figure 6-8  Sclecung an individual graphic element

[ you select too much or not enough, click on the card outside the
selection to deselect the graphic, then select it again.

You can use the following technique to select a one-color graphic
element that has no breaks in it—that is, one that's composed
entirely of connected dots of the same color. This technique is
useful for selecting small graphic elements of one solid color.
1. Go to the card or background that 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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Press the  key while you click the graphic.

“UH“ IIIIHH‘

TG

i

Select a one-color graphi The edges of the selected

IIIJJ”
"Nananamnn’ mu

element by " =clicking it with araphic shimmer

e Ly el e Fabsse

Figure 6-9 Selecting a one-color graphic element

Selecting the graphic  Immediately after you draw a single graphic element (and before you
you've just created  click anywhere), you can select the element you've just created by
choosing Select from the Paint menu or pressing ~-S. The Select
command selects only the graphic element (including white paint)
you've created since the last time you pressed the mouse button. (If
you haven't just created a new graphic, the Select command selects
all the graphics in the layer in which you're working,)

This technique is particularly useful if you'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 top of an
old one, choose Select, and then drag the new shape away without

. changing the old shape.

You can also use the Select command to select an area you've
just erased. (The erased area becomes opaque after you select and
move it.)

If the Power Keys option is turned on (and the Message box is

hidden), you can press S instead of choosing Select. (“Using Power
Keys,” later in this chapter, explains the Power Keys oprion.)
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SCICC[iIIg all the  When your card or background picture is made up of several
graphic elements on a card  individual graphic elements, you might want to select them all at
or background ence to make changes to them or to copy or move them. 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 want to select. Pressing ~ -B takes you to 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 graphics you want while

you're in the background layer, they're in the card layer. .

Select all the graphic elements in the current card layer or
background layer by using one of these methods:

= Choose Select from the Paint menu, or press -5,
» Double-click the Lasso on the Tools palette.

» [f the Power Keys option is turned on (and the Message box
is hidden), press S. (“Using Power Keys,” later in this chapter,
explains the Power Keys option.)

Seenary 2
Sun, Pot of Gold, Clouds, Racks, Trees

When voure in the

card laver and vou
choose Select trom
the Paant menu, all
the cardd graphics
become selected
(their edges

. but the
slummer)

background

Me S} : graphics dont

Figure 6-10  Selecting all the graphic elements in the current layer
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Selecting the  When you want to copy, delete, or change the entire card picture
entire card picture  or background picture (for example, by filling it with a pattern),
or [j}ar;kgmun([ picture youcan select the whole picture at once in one rectangular selection
the size of the card. This section explains how ro select the whole
picture in the current layer, including all the graphic elements and
the blank space between them.

o select an entire picture, first make sure you're in the layer that
contains the picture. Pressing  -B takes you to 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:
s Choose Select All from the Paint menu, or press — -A.
= Double-click the Selection tool on the Tools palette.

= If the Power Keys option is turned on (and the Message box is
hidden), press A. (“Using Power Keys,” later in this chapter,
explains the Power Keys option.)

m  Choose the Selection tool (:72) from the Tools menu and drag
diagonally from one corner of the card or background to the
opposite corner.

® A moving dashed line surrounds the selected card or background
picture. To deselect the picture, click anywhere on the card or
background, or choose a tool from the Tools menu.
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CUPYlllg 8lc p]]lL‘S I'he easiest way to get art into your stacks is to copy graphics that
that come with already exist. Copying graphics can simplify the stack-building
process. HyperCard comes with a stack called Art Ideas that
H}’Pel'CﬂI'd contains all kinds of illustrations you can copy and paste into your
stacks. The first card in this stack lists categories of graphic images.
To see graphics in a particular category, click the category name.

S

e
o -
FLELESLS LD

h o’
358
2 S

& (%

Figure 6-11  Some graphics from the Ast Ideas stack

When you see a graphic you like in Art Ideas or any other stack that
comes with HyperCard, copy it and paste it into your stack. Follow

these steps:

1. Open the Art Ideas stack (or any other stack that comes with
H}rpcr(:ard}.

2. Go to the card that has the graphic you want to copy. &
3. Select the graphic you want.

For instructions on selecting a graphic, see “Selecting a Graphic,

earlier in this chaprer.
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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5. Go to the card or background where you want to put the
graphic.

You can use the arrow keys or commands in the Go menu to
navigate between cards or stacks while you have the Selection

Il!l.lI or ] A550 ‘\L'ICL’(L'I.I,

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 chaprer.

6. Choose Paste Picture from the Edit menu, or press -V,

This takes a copy of the graphic that’s on the Clipboard, purs it
on the current card or background, and selects it.

7. While the graphic is still selected, drag it to where you want it
on the card or background.

The graphic becomes opaque after you paste it. If you want to be
able to see through the graphic to the elements behind it, select it
and choose Transparent from the Paint menu.

> Secalo: * “Changing the Appearance of a Graphic” in this chaprer
ging PP F P

UﬂdOing YOUTI  If you make a mistake while you're working with the Paint tools
' s : ands e last operation by choosin
l‘l‘]lstak{:}b ul“d u:lr‘nm mdﬁ. :"()LI can Uﬂdn :V(}l.lr p }’ B g )
. Undo from the Edit menu (or pressing *-Z, Esc, or Tilde) before

vou do anything else.

% If Undo doesn't work: If Undo doesn’t work consistently, it's a
sign that HyperCard is running low on memory. For more
information about low-memory situations, see “Working With

aint Tools When Memory Is Low,” later in this chapter. ¢
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Painting with the
Brush, Spray tool,
and Bucket

Painting with the Brush

You can erase a mistake by choosing the Eraser from the Tools
menu and dragging over the graphic. You must be working in the
background layer to erase a background graphic and in the card
layer to erase a card graphic. To erase in a straight horizonral or
vertical line, press Shift while you drag the Eraser.

> Seealso:  » “Reverting to the Last Version of a Graphic” in this chaprer
* “Saving the Graphics on a Card or Background™ in
this chapter
* “Deleting a Graphic” in this chapter

Three of the tools in the Tools menu are analogous to everyday
painting implements. These tools work much like the implements

[I'Il'}" |1'P|"-':5L'I1[:

« The Brush (&) works like a paint brush.

» The Spray tool ( &) works like a can of spray paint.
s The Bucket (&) works like a bucker full of paint.

You can use these tools in conjunction with patterns and colors in
the Patterns menu. This section explains how.

The Brush works like a paint brush—irt leaves a swath of “paint” in
its path. You can use the Brush to paint an area with a pattern or

color. (HyperCard's default color is black.) .
Follow these steps to paint with the Brush:
1. Go to the card or background where you want the paint.

[f you're not sure whether to put the paint in the card layer
or the background layer, see “Adding Graphics to a Card or
Background” ar the beginning of this chaprer.
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2. Choose the Brush (#) from the Tools menu.

Or click it on the Tools palette. The pointer ::h;mg-::s to the
current Brush shape.

3. Drag where you want to paint.

Paint (in the current pattern or color) appears where you drag,
To paintin a straight horizontal or vertical line, press and hold
the Shift key while you drag,

& 10 erase with the Brush: You can erase any existing paint in
the path of the Brush by pressing and holding the — key
while you drag, +

If you want to paint with a different pattern or color, choose the
one you want from the Patterns menu (or click it on the Patterns
palette) before you drag with the Brush,

If you want to paint (or erase) with a different brush shape, choose
Brush Shape from the Options menu or double-click the Brush on
the Tools palette. The Brush Shape dialog box appears:

Click a brush shape to
mHe .\ | = select it After vou select
e . N | - ) i hrush sheape, this

dialog box disappears,
The pointer changes

. s L G G n i to the brush shape
you select

a|le| s N 4 -

A box appears around the
selected brush shape

Figure 6-12  The different brush shapes
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The different brush shapes create different effects when you paint.
The following figure shows some examples:

L Elfect

Brush shape |

Figure 6-13  The different brush shapes create different effects

Painting with  The Spray tool works like a can of spray paint—it “spritzes” paint
the Spray tool  onto the screen in the selected pattern.

Follow these steps to paint with the Spray tool:
1. Go to the card or background where you want the paint.

If you're not sure whether to put the paint in the card layer
or the background layer, see “Adding Graphics to a Card or
Background” at the beginning of this chaprer.

2. Choose the Spray tool ( #) from the Tools menu. i

Or click it on the Tools palette. The pointer changes to the
Spray tool ().
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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 forth over the same area, the
more the pattern or color becomes apparent. (Some parterns
don't show up until you've thoroughly covered an area.)

To paint in a straight horizontal or vertical line, press and hold
the Shift key while you drag.

+ 10 erase with the Spray rool: You can erase any existing paint
in the path of the Spray tool by pressing and holding the

key while you drag, «

If you want to spray with a different pattern or color, choose the
3 one you want from the Patterns menu or click it on the Patterns
palette before you drag with the Spray tool.

Filling an area with ~ You can fill any area on a card or background with a partern or
d pattern or color  color by using either the Bucket (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 to fill it with.

This section describes two different methods for filling an area.
The method you use depends on whether the area you want to fill
is completely enclosed.

+ Filling shapes: 1f you know before creating a shape that you
want to fill ic with a pattern or color, you can fill the shape
@ automatically as you draw it. For instructions, see “Drawing a
Shape Filled With a Pattern or Color,” later in this chapter. «
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Filling an enclosed area

When you want to fill an area that's completely enclosed thar is,

completely surrounded by an outline—follow these steps:

1. Go to the card or background that contains the enclosed area
you want to fill.

If the outline enclosing the area is in the background layer, go to
the background layer. If it’s in the card layer, make surc youl're in
the card layer. If the outline is composed of several different
graphic elements, they must all be in one layer.

Pressing  -B takes you to 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.

2. Choose the pattern you want from the Patterns menu.
Or click it on the Patterns palette.
3. Choose the Bucket () from the Tools menu.

Or click it on the Tools palette. The pointer changes to the
Bucket.

4. Move the Bucket so that the tip of the stream pouring from it
is within the enclosed space you want to fill, then click:

: This is the part of the Bucket .

that dispenses paint

JgiRt TORT

Figure 6-14  Positioning the Bucket pointer 1o BlEan aed
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IF there are any gaps in the outline that encloses the arca you want

to fill, paint will spill out and fill the surrounding area, too. If this

happens, immediately choose Undo from the Edit menu, or press
'-Z, Tilde, Esc, or Delete. Then check carefully for gaps in the

outline before using the Bucket again.

Fnclosed area Gap

I

Figure 6-15 Paint spills out of an unenclosed area

% 10 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 hill an area that's not completely enclosed by an outline or other
graphic:i. follow these steps:

1. Go to the card or background that contains the area you want

. to fill.

Pressing [ "'-B takes you to the background layer. (When you're
in the h;tc}(gr-:}und 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.

!\."

Choose the pattern you want from the Patterns menu.

Or click it on the Patterns palette.
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3=

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 select

it with eicher the Selection tool or the Lasso, as explained in
“Selecting an Individual Graphic Element,” earlier in this
chapter. If you want to fill a blank area, select it with the
Selection tool, as explained in “Selecting a Rectangular Area,”
carlier in this chaprer.

4. Choose Fill from the Paint menu.

The selected area fills with the current pattern or color.

Select the graphic you wanttofill . . . ... and choose Fill
from the Paint menu

Figure 6-16  Using the Fill command

If the 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
>atterns menu or replace it with a partern of your own creartion.
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
time thar stack is active.
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This is the editing
ared. You can click to
draw and erase the
little squares that
make up the pattern

Click here to fill the
pattern with the

selected color

Click here to miy the
the selected color
into the pattern

To change or create a pattern, follow these steps:

I. Choose the pattern you want to change from the third or
fourth column of the Patterns menu.

Or click it on the Patterns palette. You cannot change any of the
individual colors in the first or second columns,

2. Choose Edit Pattern from the Options menu.

Or double-click the pattern you want to change on the Patterns
palette. The Edit Pattern dialog box appears.

3. Edit the pattern.

As you edit the pattern
in the editing area to
the left, this shows

you how the pattern
will look.

+
.J,I

W i\
HHMH
P

Click the color you want
1o use 1o select it

Figure 6-17  Fditing 1 patern
4. Click OK to save the new pattern.

The new pattern takes the place of the one that was selected in
the Patterns menu,
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Chﬂnglng COIOY SCLS  The color set for a HyperCard stack determines the 16 colors
available for use by the backgrounds, cards, buttons, and fields
in the stack. You can choose from among five color sets for any
given stack: the standard system color set, a gray scale color sét,
and three others.

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

Gray scale color set

A pastel color set

Figure 6-18  Changing color sets
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[f you wish, you can sclect color sets for the cards and backgrounds
in your stack that are different from the color set selected for the
stack as a whole. It a card’s color set has not been specified
individually, the card uses the color set currently selected for its
background. Similarly, if a background’s color set has not been
specified individually, the background uses the color set currently
selected for the stack.

For example, the cards in the Birds stack use several different color
sets 5o thae the colors in each drawing match the bird's true colors
more closely. By carefully selecting the color sets 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.

[f none of the five color sets available for a card or background
includes the colors you want, you can add a sixth color set to a card
or background in the stack from any document in the Apple
Preferred File Format, the standard format for Apple 11Gs graphics
documents. For instructions on how to 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 to specify the colors you
want. If you use a desk accessory or an XCMD to do this, the color
set you specify will be added automatically to the color sets for the
current card or background and will be selected. For instructions on
using HyperTalk to add a sixth color set to a card or background,
sce the discussion of the colorset property in the HyperTalk
Help stack.

The sections that follow describe how to change the color set for a
stack, a card, and a background.
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Changing a stack’s color set  To change the color set for the stack you're working in, follow
these Steps:

1. Make sure you have one of the General tools selected. -

The Browse tool (¥4), the Burtton tool (=), or the Field tool ()
will work.

2. Choose Stack Info from the Objects menu.
3. Click Colors.
The Colors dialog box for the stack appears.

4. Select the color set you want:

Display eolors for stock "MyStock"

R 1 [ BRI [ || Stondord system colors

Groy scale
Iiese are the

I 1 T T T 1]
E_LJII I} I"Ll'liﬁ lli-hl! I.lllll_l ] -- HL I::.I;l--
avadable lor the .
idl | AL
current stack SRR ML
Click the one vou When displaying this stack:

waint 10 Use [ Use these colors k ﬂ 0K B (Concel )

Other color sets...

then press and hold the mouse hutton here and drag 1o
choose “Use these colors™ G s not alresidy selecred) Trom the
pop-up menu, I you choose “Get standard system colors”
instead, your stack will use the standard system colors no
matter which color set is selected for the stack.

Figure 6-19  Changing a stack’s color set

5. When you're finished, click OK.

The Colors diﬂlug box {1i_~;'.1ppc;1rs, and you see the Stack Info
tii;!lng box ;lg.‘l]n.

Chapter 6: Working With Graphics




6. In the Stack Info dialog box, click OK.

The colors displayed in the stack now match the color set you
selected (unless different color sets have been selected for
individual cards or backgrounds).

Changing a card’s color set You can easily tell which colors are in the color set for the current
card by checking the Patterns menu while you're working in the
card layer. The first and second columns in the Patterns menu show
the colors currently being used by the card.

To change the color set for a card, follow these steps:

1. Go to the card whose color set you want to change.
® 2. Make sure you have one of the Paint tools selected.

3. Choose “Choose ColorSet” from the Options menu.

Or double-click any color in the first or second column of the
Patterns palette. The Colors dialog box for the card appears.

4. Select the color set you want:

Disploy colors for cord 10 2028
Ihese are the W it] [T Stondard system colors

IS T 1 ] Groy scole
T T W T T T 1 Other color sets...

107 {IHD

Click the one vin =
. e AN A
Want 1o ise
When displowing this cord:

| Use these colors k ' 0K ﬂ ( Cancel )

color sets tht are
available for the

current card

. then press and hold the mouse button here and drag to
choose “Use these colors™ (GF it's not already selected) from the
pop-up menu. IF you choose “Get colors from background”
instead, the card will use the colors currently specified for the
background no matter which color set is selected for the card.

Figure 6-20  Changing a card's color sef
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5. When you're finished, click OK.

The colors displayed on the card now match the color ser you
selected.

You can also change a card’s color set when you have one of the
General tools selected, as described in “Changing a Card’s Color
Set” in Chapter 3.

”’ none “F l'h(;' ﬁ\’t' C[il(]r SCLS I';()[' d Cllr(.l iﬂl__llltll_‘ [hL’ C()l[]rS you wdnt,
you can add a sixth color set to a card from any document in the
Apple Preferred File Format, the standard format for Apple I1GS
graphics documents. For instructions on how to 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 by using a desk accessory,
an XCMD, or HyperTalk to specify the colors you want. If you use
a desk accessory or an XCMD to do this while you're working in
the card layer, the color set you specify will be added automatically
to the color sets for the current card and will be selected. For
instructions on using HyperTalk to add a sixth color set to a card,
see the discussion of the colorsSet property in the HyperTalk
Help stack.

Changing a background’s  You can easily tell which colors are in the color set for the current
color set  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. &

“) Cllill'lgi.' []]t‘ Cl]]()f’ SEL Fﬂl‘ d i’)S.Cl(gF()Llﬂd, ﬂ'l”()“’ [I“l'."_‘St_' S{C}JSZ

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 H.lckgmund from the Edit menu, or press -B.
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4. Choose “Choose ColorSet” from the Options menu.

Or double-click any color in the first or second column of the
Patterns palette. The Colors dialog box for the background

dppcars,

5. Select the color set you want:

_Displow colors for background 10 2607
Stondord system colors

Groy scale

Tharcis s s
These are the Dther color sets...

color sets that are

available for the -
3 3 T T T T
current background, = AR
When displaying this bkand:

| Use these colors & ml

Click the one vou
wWdant to use |,

. then press and hold the mouse button here and drag to
choose “Use these 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.

Figure 6-21 Changing a background's color set

6. When you're finished, click OK.

. The colors displayed in the l};lckgrnulu_l now match the color set
you selected (unless different color sets have been selected for

individual cards in the background).

You can also change a background’s color set when vou have
£ £ ¥

one of the General tools selected, as described in “Changing a

Background's Color Set” in Chaprter 3.

S rand

Chapter 6: Working With Graphics




Importing 4 new color set
for a card or background

If none of the five color sets for a background include the colors
you want, you can add a sixth color set to a background from any
document in the Apple Preferred File Format, the standard format
for Apple 11Gs graphics documents. For instructions on how to do
this, see the next section, “Importing a New Color Set for a Card
or Background.”

You can also add a sixth color set to a background by using a desk
accessory, an XCMD, or HyperTalk to specify the colors you want.
If you use a desk accessory or an XCMD to do this while you're
working in the background layer, the color set you specify will be
added automatically to the color sets for the current background

and will be selected. For instructions on using HyperTalk to add a
sixth color set to a background, see the discussion of the colorSify
property in the HyperTalk Help stack.

The Colors dialog box for a card or background normally allows
you to choose from only five color sets. However, you can add a
sixth color set to a card or background from any document in the
Apple Preferred File Format by following these steps:

1. Go to the card or background where you want the new

color set.

Important: If there are any graphics on the card or background

that you want to keep, make a copy of them for temporary
safekeeping as described in “Copying a Graphic to Another Card r.
Background,” later in this chapter, before you import the new color

set. Otherwise, you will lose the graphics permanently. 2

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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4. Use the directory dialog box to locate and open the Pain file
that contains the color set you want to import.

The upper-left portion of the imported picture appears.
5. Choose Keep from the Paint menu.

HyperCard adds the color set from the imported picture’s
original Paint file below the color sets in the current card or
background’s Colors dialog box, and selects it

If you want to keep the new color set but not the imported picture,
erase the picture and replace it with your original graphics or any
other graphics you want to use. For more information about
importing graphics, see “Importing a Graphic,” later in this chaper.

Dﬁl\\"ﬂ]g lINES The Tools menu fncludes toolsfor drawing lines and shapes—
and Shilplf'ﬁ including circles, ovals, rectangles, polygons, and free-form
: shapes. This section explains how to create lines and shapes with
these tools,

B

—
| 7
||~ Vs
. | [ ] (] IR | These wols are
MO oo Oloo for drawing lines
and shapes.
Alolg] [O&
Figure 6-22  Tools for drawing Iimes and shapes

» Seealo: **D rawing With Patterns, Colors, and Different Line Widths”
in this chapter
* “Creating Special Graphic Effects” in this chaprer
* "Changing the Appearance of a Graphic” in this chapter
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Drawing i line 1o draw a straight line or a free-form line or shape, follow
or a free-form shape  these steps:

1. Go to the card or background where you want the line
or shape.

If you're not sure whether to put it in the card layer or the
background layer, see “Adding Graphics to a Card or
Background™ ac the beginning of this chaprer.

2. If 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 the Curve tool (©)
from the Tools menu. The pointer changes to a crosshair (+).

3. Drag where you want to draw the line or shape.

| Q
ol

Figure 6-23  Lines and free-form shapes

-.‘,.f

If you're using the Line tool, you can draw a straight line ara 15
angle from horizontal, or at an angle that’s a mulriple of 15°, b}.*.
pressing the Shift key while you drag. To change the angle of a
straight line while you’re drawing it, change the direction of the
mouse as you drag,
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When you use the Line tool, you can draw a straight line from its
center point by first turning on the Draw Centered option. To turn
on Draw Centered, choose it from the Options menu. When Draw
Centered is turned on, a check mark appears next to it in the menu.
To turn off Draw Centered, choose it again. (If the Power Keys
option is turned on and the Message box is hidden, you can also
press C to turn Draw Centered on or off. “Using Power Keys,” later
in this chapter, explains the Power Keys option. )

+ Using the Pencil: The Pencil allows you to draw thin lines
and free-form shapes, too. For a discussion of the special
characteristics of the Pencil, see “Drawing With the Pencil,” later
in this chaprer. +

Drawing circles, ovals, To draw a circle, oval, or rectangle, follow these steps:
and rectangles
’ =ho I. Go to the card or background where you want the shape.
[f you're not sure whether to put it in the card layer or the
background layer, see “Adding Graphics to a Card or
Background” at the beginning of this chaprer.

2. If you want to draw an oval or circle, choose the Oval tool (O)
from the Tools menu.

Or, to draw a rectangle or square, choose either the Rectangle

ol () or the Rounded Rectangle tool (O) from the Tools

menu. (The Rounded Rectangle tool draws rectangles and
. squares with rounded corners.)

The pointer L'h:mgws to a crosshair (4).
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3. Drag diagonally to draw the shape.

[0 draw @ crrele, oval ;

rectangle, select the
uppropriate ok, then
|

1
erer eHacaonald YT e
LAFTEE CHLE 0y [T

DN COrmes | e,
to the

e A

QP il

cOrmer

Figure 6-24  Drawing circles, ovils, and rec tngles

To draw an oval or rectangle that is the same number of pixels #*
wide as it is high (that is, an approximate circle or square), press
the Shift key while you drag,

To move the shape around on the card while you're drawing it,
press | beforeyou release the mouse button. This allows you to
drag the shape anywhere on the card. You can release the ~ key
to continue creating the shape, then press the  key again to
move the shape. Once you've released the mouse button, you
have to select the shape before you can move it. (“Selecting a
Graphic,” earlier in this chapter, explains how.)

To draw a shape from the center outward, first turn on the Draw
Centered option by choosing it from the Options menu. When
Diraw Centered is turned on, a check mark appears next to it in the
menu. To turn off Draw Centered, choose it again. (If the Power
Keys option is turned on and the Message box is hidden, you can
also press C to turn Draw Centered on or off. “Using Power Keys,”
later in this chapter, explains the Power Keys option.)
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To draw a shape in outline—so that only its outline appears on the
screen while you're drawing it—first turn on the Draw Outlined
option by choosing it from the Options menu. When Draw
Outlined is turned on, a check mark appears next to it in the menu.
This option allows you to draw a shape more quickly and smoothly.
The entire shape appears after you release the mouse burton.

”i':l‘-.\"iﬂg d ]'L‘}_{Llf;ll' P !|}-':J,1: m  To draw a regular po|yg0n (one that is the same number of pixels
wide as it is high), follow these steps:

1. Go to the card or background where you want the polygon.

[f you're not sure whether to put it in the card layer or the
@ background layer, see “Adding Graphics to a Card or

Background” at the beginning of this chaprer.

b

Choose the Regular Polygon tool (©) from the Tools menu.
The pointer changes to a crosshair (+).
3. If you want to select the number of sides for your polygon,

choose Polygon Sides from the Options menu.

Or double-click the Regular Polygon tool on the Tools palette.
The Polygon Sides dialog box appears.

This step and the next step are optional. If you don’t select the
number of sides before you draw the polygon, it will be either an
approximate square (the defaulr shape) or the last shape you

. selected in the Polygon Sides dialog box.
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4. Click the shape that cnrrcspunds to the pulygnn you want
to draw:

Click a shape to indicate how many sides you
want the polygon to have. (The shape you
select will remain in effect until you change it
by selecting a different shape.) After you click
a shape, this dinlog box disappears.

A box appesrs around

& ] G Olo O the selected shape

Figure 6-25 Choosing the number of sides for a polygon

5. Drag diagonally to draw the polygon.

[he polygon s
drawn from the

center L outward,

Figure 6-26  Drawing a regular polygon

To move the polygon around on the card while you're drawing

it, press  before you release the mouse button. This allows you

to drag the shape anywhere on the card. You can release the (@)
key to continue creating the polygon, then press the _ key

again to move the shape. Once you've released the mouse

button, you need to select the shape before you can move it.

(“Selecring a Graphic,” earlier in this chapter, explains how.)

To rotate the polygon while you’re drawing ir, drag with a
circular motion. If you press Shift while you drag with a circular
motion, the polygon rotates only in 15° increments, which
makes it easier to position at exactly the angle you want.
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To draw a shape in outline—so that only its outline appears on the
screen while you're drawing it—first turn on the Draw Outlined
option by choosing it from the Options menu. When Draw
Outlined is turned on, a check mark appears next to it in the menu.
This option allows you to draw a shape more quickly and smoothly.
The entire shape appears after you release the mouse button.

Drawing a regular P 1|\g’( M To draw a regular polygon (one that is the same number of pixels
wide as it is high), follow these steps:

I. Go to the card or background where you want the polygon.

[f you’re not sure whether to put it in the card layer or the
@ background layer, see “Adding Graphics to a Card or

Background” at the beginning of this chapter.

I~

Choose the Regular Polygon tool (0) from the Tools menu.
The pointer c|1:1rlgt'5: to a crosshair (+).
3. If you want to select the number of sides for your polygon,

choose Polygon Sides from the Options menu.

Or double-click the Regular Polygon tool on the Tools palette.
The Polygon Sides dialog box appears.

This step and the next step are optional. If you don't select the
number of sides before you draw the polygon, it will be either an
approximate square (the default shape) or the last shape you

selected in the Polyeon Sides dialog box.
@ o S taig
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4. Click the shape that cm‘rusponds to the pulygml you want

to draw:

Click a shape to indicate how many sides you
want the polygon to have, (The shape you
select will remain in effect until you change it
by selecting a difterent shape.) After you click
d shape, this dialog hox disappears,

A box appedars around

A OO O IQ O the selected shape

Figure 6-25 Choosing the number of sides for a polygon
. poiyg

5. Drag diagonally to draw the polygon.

[hie poly SO 1S
trawn from the

center outward,

Figure 6-26  Drawing a regular polygon

To move the polygon around on the card while you're drawing
it, press  before you release the mouse button. This allows you
to drag the shape anywhere on the card. You can release the .
key to continue creating the polygon, then press the _ key
L . L .
- 5 3
again to 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 ir, drag with a
circular motion. If you press Shift while you drag with a circular
motion, the polygon rotates only in 15 increments, which
makes it easier to position at exactly the angle you want.
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With the Regular Polygon tool, the shape is always drawn from the
center outward, whether or not Draw Centered is checked in the
Optons menu.

Drawing an  To draw a polygon whose sides aren't necessarily the same length,
irregular polygon  follow these steps:

1. Go to the card or background where you want the polygon.

If you're not sure whether to put it in the card layer or the
background layer, see “Adding Graphics to a Card or
Background™ at the beginning of this chaprer

g ]

. Choose the Polygon tool (<) 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 tools
don’t hold down the mouse button to draw.

you

4, Without holdjng down the mouse button, move the crosshair
pointer to draw one side of the polygon.

You can draw the side of the polygon at a 15° angle from
horizontal, 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 the direction of the

& mouse as you drag.
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5. When the side of the polygon is the length you want it, dlick to

fix it in place.
6. Repeat steps 4 and 5 for each additional side of the polygon.
7. To finish the shape, click on the starting point.

Alternatively, you can double-click or press . "-Z at any point to
stop drawing, whether or not the shape is complete. (Pressing
-Z. also deletes the line that was drawn since you last clicked.)

8. Draw this sicle
hy moving the
puinter without

8. Click here 10 holding down the 0. Draw thys side by
L Click he finish the shape motse hutton 7 Click here.  moving l_lu: i u:nr-.-:.
oy it this without holding
by : down the mouse
SR — hutton,
2, Draw this side by 5. Click here

moving the pointer
without holding

down the mouse

hutton oy | | : :
$, Click here. i Draw this side by

moving the pointer
without holding down
the mouse button

Figure 6-27 Drawing an irregular polygon
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Drawing with the Pencil

You can use the Pencil to create free-form lines and shapes and
touch up gmphi::s.

To draw with the Pencil, just choose it from the Tools menu and
drag where you want to draw. The Pencil draws in the color
currently selected in the Patterns palette, unless you begin to drag
from a place that is the same color as the color you are drawing

with. In this case, the Pencil draws in white:

I you start dragging  If you stant drugging on

ot color that's the white (or on any color

15 the colon other than the one vou're
Wi awine withy the Pencil
ITMATYIRIE LR with), the Pencil

wiHT, the Penc draws in the currently
1 | ]
w1 whils selected color

Figure 6-28  Drawing in the selected color and draw ing in white

The Pencil also draws in white if you are drawing while a partern is
selected in the Patterns palette and you begin to drag from a place
that is filled with any pattern.

To draw a straight horizontal or vertical line with the Pencil. press
the Shift key while you drag,
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DIL[\\IH}; \.\rll_l] 1'his secton L':(pl;[ins how to create lines and .s!l.lpch that have

p:l'[[f'dl'nh‘ COIOI'S [.lnd patcterns and colors, and lines and shape borders in varying line

o 5 : widths.
different line widths
=

el £ .

& &2~ P

ﬁ | (- | - | You can use these rools 1o draw
| O |02 O2 shapes and lines with patterns,
A .;:) 2 (:::, P colors, and different line widths

Figure 6-29  The tools for drawing with patterns, colors, and different line widths

[-)i'Ll".'-.’iﬂlE,? d .Hh;lpt‘ When you know before creating a shape that you’ll want it filled
filled with a pattern with a pattern or color, you can fill the shape automatically as you
or color draw it. Follow these steps:

l. Choose the pattern or color you want the shape to have from
the Patterns menu.

Or click it on the Patterns palette.
2. Choose Draw Filled from the Options menu to turn it on.

When Draw Filled is turned on, a check mark appears next to it
in the menu. (Choosing Draw Filled again turns it off.) .

% A shortcut: You can also turn Draw Filled on or off by
double-clicking any of the shape tools on the Tools palette
(exceprt the Regular Polygon tool).
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The Tools menu looks different when Draw Filled is turned on:

I

Mo
- e 7
) &S| A
=1 h‘@ e D E— A paltern appedrs
mside the shape tools
O Iy | @ |0
o Ao
e Tools menu The "Tools menu
when Draw Filled when Draw Filled
15 turned of is turned on

Figure 6-30 The Tools menu with Draw Filled turned off and turned on

3. Draw the shape.

Choose the tool for the shape you want to draw from the Tools
menu, then drag to draw the shape. (See “Drawing Lines and
Shapes,” earlier in this chapter, if you want more detailed
instructions. )

When you finish drawing the shape, it automatically fills with
the selected pattern.

&

Draw Filled with the Curve tool and Polygon tool: 1f Draw Filled
. is turned on while you're using the Curve tool or the Polygon
tool, HyperCard draws a straight line connecting your starting
and ending points when you finish drawing; then it fills the

shape with the selected pattern. +
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— HyperCard draws

this line.
Using the Curve Using the Curve
tool with Draw ool with Draw
Filled turned ofl Filled turned on

Figure 6-31  Creating o filled, curved shape

HyperCard draws
this line,

/E

Using the Polygon  Using the Polygon

o] with Draw tool with Draw .

Filled turned off Filled turned on

Figure 6-32  Creating an enclosed, lilled polygon

@ Filled shapes without borders: To draw a filled, borderless shape,
turn on Draw Filled, then hold down the Option key while you

draw the shape. <

Drawing with  Before you draw a line or shape, you can select the thickness of the
different line widths  line or the shape’s border (unless you're using the Pencil, which
draws in only one thickness). Follow these steps:
1. Choose Line Size from the Options menu. ®

Or double-click the Line tool on the Tools palette. The Line Size
dialog box appears.
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2. To select a line thickness, click it:

Chick the line that represents the line
width vou want. After vou click u line

| 'II]IIIII

A box appears around
the selected line width.

widlth, this dialog box disappears

Figure 6-33 Line widths

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,” carlier

in this chapter, if you want 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 type a
number from 1 to 8 to select a line width while any Paint tool is
selected. (“Using Power Keys,” later in this chapter, explains the
Power Keys option.)

I 2 3 4or560r7 8__ Powerkeys
’ | I l I I Note: These power keys dont work when

the Line Size dialog box is open

. Figure 6-34 The power keys for choosing line widths

Drawing borders with  To draw a shape with a atterned or colored border, follow these
p P
patterns and colors ~ steps:

I. Choose the pattern or color you want from the Patterns menu.

Or click it on the Patterns paletre.
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2. Choose the tool for the shape you want to draw.
Any of the shape tools will work.
3. Press and hold the Option key while you draw the shape.

See “Drawing Lines and Shapes,” earlier in this chaprer, if you
want more detailed instructions.

Figure 6-35 Shape borders with patterns and colors

& Filled shapes without borders: 1f the Draw Filled option is turned
on and you press the Option key while you draw a shape, you
create a filled, borderless shape.

NIOVing d grd phiC You can place a graphic wherever you like on a card or background.
around on a card To reposition a graphic on a card or background, follow these steps:

or ]_)ud{gl-( )Uﬂd 1. Go to the card or background that has the graphic you want

[0 move. .
Pressing '-B takes you to 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.
2. Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives instructions.

3. Position the pointer over the selected graphic so that it changes
to the arrow pointer.
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4, |)r;|_:_3, the selected gmphic.

lo move the graphic straight horizontally or vertcally, press and

hold Shift while you drag,

+ Can'’t drag the graphic? If you think 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 again. If you still can't drag it, it’s either a button or a
field. (Chapters 4 and 5 explain how to move burttons

and fields.) «

2\ Important: After you reposition a background graphic, it’s a good
@ idea to look through the cards on which the graphic appears, to see
how the cards look. 2

CI‘(f'cl[iI’]g Spt‘dlll You can use the Paint tools in combination with one or more of
Qrﬂphif effects the commands in the Options menu to create a variety of special

effects. This section shows examples of the effects you can create.

l)l‘;l\'\'iﬂ}_{ in Il‘llll!i[?]t.’\ You can draw multiple lines or shapes using the Draw M ultiple
option in the Options menu.

E=
e F -
& &P S rd
| [ | (o O [ praw Multiple
MO0 [, woirhs withy
A I::-_:I r:_..? I:::I |||l"\-L' '.'..u'a|.\

Figure 6-36  The tools you can use with the Draw Multiple option
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'lo draw multiple lines or shapes in a single stroke, follow

|l|f.'5'." H[L‘P.‘i:
1. Choose Draw Multiple from the Options menu to turn it on.

When Draw Multiple is turned on, a check mark appears next
to it in the Options menu. (Choosing Draw Multiple again
turns it off.)

I

Draw a line or 5hape.

Choose the tool 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 want more detailed
instructions.)

Rounded Regula
Line 100l Rectangle ool Rectangle wol - Oval tool Polygon oo

\
Draw Multiple
turned off
Draw Multiple @ —1] II
turned on .|

Draw Multiple
and Draw Centered IllEI"
turned on

Figure 6-37 Drawing shapes with and without Draw Multiple
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To control the spacing between the multiple images, press the
Option key in combination with a number from 1 to 9 before you

drag. The higher the number you type, the farther apart the images

will be.
Option-3 Option-5 Option-7 Option-9
=2 =1 | =] -

Figure 6-38  Varying the spacing between images for the Draw Multiple option

& [f 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,” later in
this chapter.)

Aligning graphics  You can use HyperCard’s Grid option to help you line up graphic
elements and position them more precisely. To turn on the Grid
option, choose it from the Options menu. (When Grid is turned
on, a check mark appears next to it in the menu. Choosing Grid
again turns it off.)

When Grid is turned on, the movement of the pointer is
constrained to an invisible grid whose lines are 8 pixels apart

) (just under one-quarter of an inch). As you draw graphics with the
Line tool and shape tools, or drag graphics to move them around,
they'll be aligned to this invisible grid. The grid also constrains
the movement of the Selection tool as you select graphics and the
movement of the I-beam as you try to position the insertion point
to type Paint text.
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The Grid option is most helpful for aligning graphics that were
created with the Grid option turned on. If you create graphics with
Grid turned off and then turn Grid on, HyperCard will have a
difficult time aligning the graphics because their sizes and positions
won't conform to the grid’_ﬁ intervals.

|__If the grid were visible,
it would look like this.
The graphics you
create while the Grid
option is turned on are
aligned to the gnd

-

[ 11

Figure 6-39  Aligning graphics with the grid

=2
] 1 ]
& || 7
jc] (o) (-] | [ | The Grid option
rorks with these
mole O | s
AlCZ] [A]O|E

Figure 6-40 The tools affected by the Grid option

You can use Grid in combination with other options in the Options
menu to create a variety of effects, as shown in the next section,
“Combining Options for Unique Effects.”

If the Power Keys option is turned on (and the Message box is
hidden), you can press G to turn Grid on or off. (*Using Power
Keys,” later in this chapter, explains the Power Keys opuion.)
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(tniﬂhfﬂiﬂg options  You can create some interesting visual images when several options

for unique effects  in the Oprions menu are turned on ar the same time. And you can
add to the variety by holding down various modifier keys while you

draw with different options turned on. Experiment with different

combinations to see what happens.

e
Regular Polygon Oval tool, Shift key
. tool, Draw Filled pressed, Grid turned
turned on, Draw on, Draw Centered
Multiple turned on - turned on, Draw

Multiple turned on

Line tool, Shift key  Rectangle tool, Grid

pressed, Draw turned on, Draw

Multiple turned on  Centered turned on,
Draw Muluple

. turned un

Figure 6-41 Special effects
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Oval tool, Grid wrned
on, Draw Centered
turned on, Draw
Multiple turned on

Line tool, Grid
turned on, Draw
Multiple turned on
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:\ddmg,{ Pamnt text  painc texc is text you create with the Paint Text tool. It looks like
the text you type in fields, but you use the Paint tools to create,
move, copy, and change Paint text, just as you would with any

other graphic.

Paint text is especially useful when you need to include text as part
of a picture—for example, as a picture title or labels—or whenever
you want text to behave more like a picture than text. You can select
both a picture and Paint text at once with the same tool and use the
same commands on them. And you can create special effects with
qaint text by using commands in the Paint menu (for example,
Invert or Trace Edges). To add Paint text to a card or background,

follow these steps:
1. Go to the card or background where you want the Paint text..

If you're not sure whether to put it in the card layer or the
background layer, see “Adding Graphics to a Card or
Background” at the beginning of this chaprter.

2. Choose the Paint Text tool (A) from the Tools menu.
The pointer changes to an I-beam ().

3. To select a font and style for the text, choose Text Style from
the Edit menu, or press  -T.
Or double-click the Paint Text tool in the Tools palerte. You see

the Text Style dialog box.

The preset format for Paint text is 8-point plain Shaston with ©
line height of 9 points.
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Click 1o select or deselect one or

4. Choose from the options in the Text Style dialog box:

Click w select the  Click o select 4 font size

more text styles, (Select nothing for

plain text.) The sample text at the
bottom of the dialog box shows
the effect of the selected styles.

Press and hold the mouse

button here to see a pop-up
menu for choosing the
ahenmen of Paint et

lont you want (measured in points)

Stule: To use a font size not
8014 E::;:]r iﬁ O listed, :Hlji: it ||1crn{I. [l}'hvn, if
C Italic , — you want to adjust the
[ Under Hine Slvebia height to the new type size,
[J0utline press Enter. (If you don't
|1 Shadow O press Enter, the line height
CAlignLeft ] Line Height: [9 Font Size: [J— will remain the same).

The quick brown fox jumps over the lazy|dog. This shows what vour
test will look like

This number determines the space
between lines. HyperCard sets this number
automatically when you click one of the

standard font sizes, but you can change it.

Figure 6-42  Selecting a font, style, 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
HyperCard. (The preset format is restored when you restart
HyperCard.)

5. Click where you want to position the insertion point and begin
typing.
While you're typing, you can press Delete to delete one character

to the left of the insertion point. And you can press Rerurn to
start a new line of text.
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As long as the insertion point is still blinking, you can change
the font, style, and size of the text you're typing by choosing
lext Style from the Edit menu and changing the settings in the
Text Style dialog box. All the text you've typed since you last
clicked (or since you last pressed Linter) is changed to the new
font, style, and size.

Similarly, you can change the pattern or color of the text you're
typing by choosing a different one from the Patterns menu. All
the text you've typed since you last clicked or pressed Enter is

L'Il;tllgt'{i (o |hL‘ new |‘.|'.lllL'I'I'I or L“Ull?rl'.

As soon as you click anywhere, choose another tool, choose Keep
from the Paint menu, switch into or out of the background, or
move to another card, the text becomes part of the picture—its
attributes become fixed. To change the text or its attributes, you
have to erase it and start again.

+  Quick text pickup tip: To select Paint text you've just finished
typing, press . -S immediately, before you click anywhere.

A Important: You can't use the Find command to search for Paint
text. To HyperCard, Paint text is just another graphic. If you think
that you'll want to search later for what you’re typing now; create a
field and enter the text in the field using the Browse tool. (See
Chapter 5 for instructions on entering field text.) &

-l'L:I'I’LlIi}i Held text You can turn existing field text into Painr text, if you decide that .
into Paint text you'd like to make it part of a picture. Follow these steps:

1. Choose the Browse tool from the Tools menu.

The pointer becomes an I-beam (1) when you move it over the
field. (If you don't see the [-beam, consult “Where's the [-beam
Pointer” in Chapter 5.)
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2. Drag (with the I-beam) to select the field text you want
to change.

3. Choose Copy Text from the Edit menu, or press _-C.

O, if want to remove the text from the field, choose Cur Text
from the Edit menu, or press [ 1-X.

4. Choose any Paint tool from the Tools menu.
5. Go to the card or background where you want the text,

[f you're not sure whether to put it in the card layer or the
background layer, see “Adding Graphics to a Card or

Background” at the beginning of this chapter.
. 6. Choose Paste Text from the Edit menu, or press -V,

The copied text appears in the center of the card, surrounded by
a moving dashed line:

-

This text hos been changéd from field text into Faint fext. \
To move the selected You can change the shape of the selecticml
text, drag any part of it, by pressing the ~ key and dragging from

a corner. (The text wraps at the right
horder of the selection. )

Figure 6-43 Turning field text into Paint text

While the text is still selected, you can format it by choosing Text
Style from the Edit menu (or pressing ' -T) and changing the
sectings in the Text Style dialog box. The text becomes part of the

picture after you click outside the selected area,
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When t‘l{fl]lt’n[s HyperCard puts different kinds of elements in different layers, as
()Vﬁl'lflp shown in the following figure. Together, all these layers make up the

card you see.

Background picture
Background
huttons and fields

Card picture
Card buttons

3 ,: = and helds
Wt you sev

when you look
at the card

CELTTET T

The background picture
is fixed in a layer by
itself—it's always
behind the background
buttons and fields and
all the card elements.

"Fmames

|'The card picture is also
fixed in a layer by
itself—it's always
behind the card buttons
and fields, and in front
of the background
huttons and helds,

Figure 6-44  HyperCard's liyers
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Making a graphic opaque
or [ra nspdrent

As shown in Figure 6-44, the graphics in the card layer (referred to
collectively as the card picture) are behind all the buttons and fields
in the card layer, but they're in fronc of all the elements in the
background layer. This means graphics in the card layer can obscure
the background elements, but they can be obscured by the buttons
and fields in the card layer.

Graphics can also obscure one another. Graphics in the background
layer (referred to collectively as the background picture) can get lost
behind graphics in the card layer, and a graphic thart you've created
recendy can cover graphics that were drawn earlier in the same layer.

When elements overlap so that some graphics obscure, or are
obscured by, other elements, you can either rearrange the elements
so they don't overlap, or you can make some of the elements
transparent so you can see other elements through them. “Moving a
Graphic Around on a Card or Background,” earlier in this chaprer,
explains how to reposition graphics on the card or background. The
next section explains how to 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 the graphic transparent. Conversely, when
you want to make a graphic more prominent, you can make it
opaque.

Follow these steps to make a graphic opaque or transparent:
1. Select the graphic.

“Selecting a Graphic,” earlier in this chapter, gives instructions.
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2. Choose Transparent from the Paint menu to make any blank
space or white paint within the graphic transparent.

Or choose Opaque from the Paint menu to make the entire
grap hic opaque.

\!L|I||‘|l||| ]ILIkll't:l|)L|Iil|{‘ .Il]L]

vicinent moved over i colur

Figure 6-45 Making a graphic opaque .

A graphic ... made transparen!
element . . and moved over 4 color

Figure 6-46  Making u graphic transparent

Making the entire graphic transparent: 1f you want to make the
entire graphic transparent—including blank space, white paim.
and colors—hold down the Option key while you choose
‘Transparent from the Paint menu. (Note that placing a

transparent color over another color sometimes leads to
unexpected results, such as black.) #
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When you first create or paste a graphic, it’s opaque—that is, it
covers the graphics beneath it. You can make the new graphic
transparent by choosing Transparent immediately after you create it
(before you click anywhere)—or, if you've pasted it, by choosing
Transparent while it’s still selected. Transparent will affect just the
graphic you've created since the last time you pressed the mouse
button if nothing else is selected.

IF the Power Keys option is turned on, you can also press O to make
the selected graphic opaque, or T to make it transparent. (“Using
Power Keys,” later in this chapter, explains the Power Keys option.)

To identify which areas on a card or background are opaque and
which are transparent, hold down the Option key and press O. The

T opaque areas will appear white and the transparent areas black until
you release the keys.

Chﬁﬂgiﬂg HyperCard includes many commands and options for changing the
the appearance 100.]-: of an F:xisting graphic——including comljnzu?ds that let you e:.:fit
2 . apicture pixel by pixel and commands for flipping a graphic upside

Of d grd [?l"lit down or backward. This section describes all the ways you can

modify graphics and Paint text.

» Seealo: - “Using Power Keys” in this chaprer
* “Using Modifier Keys With Paint Tools” in this chapter

* “Double-Clicking Paint Tools, Patterns, and Colors” in this
8

. chaprer

Magnitying a graphic  You can zoom in on a section of a picture to do close-in finish
tor editing  work and edit your picture one dot (two pixels) at a time. Follow
these steps:
L. If you want to work on a particular part of the picture, select
that part of the picture.

“Selecting a Graphic,” earlier in this chaprer, gives instructions.
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2. Choose FatBits from the Options menu.

Or double-click the Pencil on the Tools palerte. (Or press
Option-E)

Alternatively, 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 want to edit.

HyperCard zooms in on the part of the graphic you've selected
(or -clicked with the Pencil) and magnifies it. (If nothing is
selected and you haven't (“-clicked anything with the Pencil,
HyperCard zooms in on the graphic you were just working with,
or on the center of the card, if you weren't working on any
graphics.)

3. Edit the graphic.

You can ¢lose this window by clicking its

close box. (This doesn't turn off FatBits.) You can move

this window by

et dragging from
here.
This window
"u displays an actual-
When the Pencl is = size version of the
selecied, you can & o 1 graphic. As you
add orremove a R I - make changes to
single pixel ata - - the magnified
time: just by H- graphic, this shows
clicking . =i you how the
. -H - graphic will
o SENEEEEEE H EEEREEE 0000 |

actually look

Figure 6-47  Editing a graphic with FatBits trned on

You can use any of the Paint tools to modify the graphic—they
all work at the magnified scale.
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[t see u dhifferent
section of the cird,
press Option while

you drag the card

. with the hand
pointer,

To see individual pixels, hold down the Caps Lock key. When
the Caps Lock key is up, you see colors more accurately; when
it's down, you see details more accurately and you can read Paint
text, which otherwise is not legible when FatBits is turned on.

If you want to edit a different part of the picture, press Option
and drag the magnified graphic with the hand pointer (7):

e A you drag the

Figure

card with the

hand poiner,

this window shows
you the actual-size
version of the part
of the card you're
looking at.

6-48 Moving to a different section of the magnified picture

4. When you're finished editing the graphic, turn off FatBits by

choosing it again from the Options menu.

You can also turn off FatBits by doing any of the following:

\'.|"|.i|hIL.‘I'

Click in the licde window that shows the actual-size version
of the graphic.

Double-click the Pencil on the Tools palette.
Press Option-FE
With the Pencil selected, ' ~click on the magnified picture.

Choose the Browse tool (#), the Button tool (=), or the
Field tool (£3) from the Tools menu.
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(] I;i[]}.{il]}_’, 'th' siz¢ To resize a gl':lphit'. follow these Steps:
ol a graphic . :
graphic 1. Select the graphic.

“Selecting a Graphic,” earlier in this chapter, gives instructions.

!‘u

Press the ' key while you drag from a corner or an edge of the
selected graphic to resize it:

PR ——— - I P
i ! ' f ' !
' [ / i L !
] f / L] [}
; : / / : k
i ' / f 4l
' [] / i ' !
1 i 1 ] / & f
' 1 f i ' /
i L} / [ 1 !
- . . I i i i ----- - . .
The original : : f .
/
_'L{!':l]‘rhlk' N i k. I i
7 l /
! f
- ) [ S
[0 resize it
proparm I[]'.I.h'"!..
press | (-Shift and To make it wider, narrower, taller, or
drag from a corner shorter, press ' and drag from an edge.

Figure 6-49 Resizing a graphic

& Can't drag the graphic? 1f you think you've selected a graphic
but you can't drag it, you might be trying to resize a
background graphic from the card layer. Press ~-B and try
again. If you still can't drag it, it’s either a button or a field,
(Chaprers 4 and 5 explain how to move buttons and fields. &
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Changing the pattern or - There are chree ways to change the patern or color of a graphic:
color of a eraphic N i - v
&4 s Use the Fill command to All the graphic with a different pattern

or color.

s Use the Bucket to “pour” a different pattern or color into the
gruphic.

s Use the Pickup command to give the graphic the same patterns

and colors as another graphic on the card.

Using the Fill command to change a graphic’s pattern or color

Using the Fill command is the most reliable way to change the
B pattern or color of an entire graphic. Follow these steps:

I. Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives nstructions.
2. Choose the pattern or color you want from the Patterns menu.
Orr click it on the Patterns palette.
3. Choose Fill from the Paint menu.

The selected graphic acquires the selected pattern or color.

&

3
3
=

The original 1. Selectthe 2. Choose a pattern 3. Choose Fill from
graphic graphic or color. the Paint menu.

Figure 6-50  Assigning a new pattern or color to a graphic
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If you've just created a graphic element and you haven't clicked
anywhere, the Fill command works on the new element (that is, just
the element you've created since you last pressed the mouse button)
if you haven't selected anything else.

If the 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.)

Using the Bucket to change a graphic’s pattern or color

You can use the Bucket to change the pattern or color of a graphic.
However, this technique works best when you want to fill a solid
area of color with another color or a pattern. If you try to use this
technique to fill a patterned area with another patrern or a color, d"
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.

Important: Use the Bucket to change a graphic’s pattern or

+ . ™ ' o
color only if the graphic is a solid color or completely enclosed.
Otherwise, paint might spill out and fill the surrounding area. A

To change a graphic’s pattern or color with the Buckert, follow these
Steps:
1. Go to the card or background that contains the graphic. &
Pressing | "'-B takes you to 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

HHT}‘I i'!t‘ﬂ’\f'l_’t'['l [}"Il' L".'ll'(l I'.l}-'L‘T .'lI'H! [Ilt‘ I‘l;lL'l(gHHIHd 1'.1_‘.'L'|'.

b

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.

Orr click it on the Tools palette. The pointer changes to the
Bucker,

4. Move the Bucket so that the tip of the stream pouring from it
is within the graphic, then click:

T

I

This is the part of the _“:;’P ﬂm -f - “"]‘W

Buckert thar dispenses paint 'l

Figure 6-51 Positioning the Bucket to fill a graphic

It paint spills out into the surrounding area, immediately choose
Undo from the Edit menu, or press C:-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.

“Selecting a Graphic,” carlier in this chapter, gives instructions.

I~

Drrag the selected graphic to the part of the card that has the
pattern or color you want to give the graphic.

See Figure 6-52.
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3. While the graphic is still selected, choose Pickup from the
Paint menu.

"The selected graphic picks up the image of whatever Paint image
is behind it in the same layer, including any areas that are blank,
with no paint.

Leave the graphic selected. Don click outside the selection.

4. Drag the selected graphic away.

LoSeleet the graphic 20 Move the selected 3. Choose Pickup 4 Drag the graphic
tits edges will graphic over the [rom the Paint away.
shimmer), pattern you want menu,

[o give it.

|r| u 11*

|||!|ﬂ||']|| I ||”|I

='] {\ [l |

Figure 6-52  Using the Pickup command to change a graphic’s pattern

Ik ..||||[
.i

|
_.;J.f

Iiu '|l|*“'
| ‘ | |

+ Ifitdoesn'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 that’s in
the same layer. If there’s no pattern behind the graphic in the

.,

same layer, the graphic turns white, <
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[nverting a graphic

If the Power Keys option is turned on, you can press P instead of
choosing Pickup. ("Using Power Keys,” later in this chaprer,
explains the Power Keys option.)

To reverse the colors of a graphic so that they become the inverse
video of the original colors—that is, so that black becomes white,
white becomes black, red becomes green, green becomes red, and
so on—follow these steps:

1. Select the graphic.
”!‘i::lccting_ a Graphic,” earlier in this chaprer, gives Instructions.

2. Choose Invert from the Paint menu.

!."R."U’l."'."'."'.'“.'*l:".:"."!."i.‘”i".'".'"."i.‘“
"

—— ]

ittt ittt il

I Select the graphic 2. Choose Invert from the Paint menu

Figure 6-53  Inventing a graphic

[f 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 last pressed the mouse
button) if you haven't selected anything else.

[f the Power Keys option is turned on, you can press | instead of

( ]nn:.t.ing [nvert. ("Using Power Keys,”

the Power Keys option.)
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UUlIiI]iﬂg d gra| hic  'lo oudine a graphic, follow these steps:
1. Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives instructions.
2. Choose Trace Edges from the Paint menu.

An outline appears around the parts of the selected graphic thar
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

turn white except for their edges. Each subsequent time
you choose Trace Edges, an outline is added around each

solid edge. « &
The original Trace Edges Trace Edges Trace Edges
graphic once twice three times

Figure 6-54 Repeated use of the Trace Edges command

If you've just created a graphic element and you haven't clicked
anywhere, the Trace Edges command works on the new element
(that is, just the element you've created since you last pressed the
mouse button) if you haven't selected anything else.

[f the Power Keys option is turned on, you can press E instead of
choosing Trace Edges. Pressing and holding E keeps adding
outlines. (“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:
1. Select the graphic.
“Selecting a Graphic,” earlier in this 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.

' IIIII‘ :

.|||||||||HIIHIIII1-mllllmmn. _
hheny

i

_ ‘IIII}

‘"Iiﬁ

Figure 6-56  Rotating u graphic to the right 90°
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1|'}*Hlll\-'t‘ just created a ;‘_;l';lphi:.' clement and you haven't clicked
anywhere, the Rotate Left and Rotate Right commands work on the
new element (that 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 option is turned on, you can press [ (the left

bracket key) instead of choosing Rotate Left, or | (the right bracket
key) instead of choosing Rotate Right. If you press and hold one of
these power keys, the graphic keeps rotating, (*Using Power Keys,”

later in this chapter, explains the Power Keys option.)

Flipping a graphic  To flip a graphic vertically or horizontally, follow these steps:

vertically or horizontally | ¢ dhegraphic

“Selecting a Graphic,” earlier in this chapter, gives instructions.

2. Choose Flip Vertical from the Paint menu to flip the selected
graphic vertically, or choose Flip Horizontal to flip it
horizontally.
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Figure 6-57

Figure 6-58 Flipping a graphic horizontally

[f you've just created a graphic element and you haven't clicked
anywdhere, the Flip Vertical and Flip Horizontal commands work on

the new element (that is, just the element you've created since you

last pressed the mouse button) if you haven't selected anything else.

[f the Power Keys option is turned on, you can type V instead of
choosing Flip Vertical, or type H instead of choosing Flip
Horizontal. If you press and hold one of these power keys, the
graphic keeps flipping. (“Using Power Keys,” later in this chapter,
c:-cp!'.iim the Power Keys option.)
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Paint tools when  yeu need to run HyperCard, you may find that HyperCard's
L ~ Paint tools sometimes behave differently than you expect. (If you're
MEn Y 1S low not sure how much memory is installed in your computer, see
“Checking Your Computer’s Memory” in Chapter 1.) This is most
likely to happen if your computer is part of an AppleShare network.
When you're using any of the Paint tools, the following symptoms
indicate that HyperCard is running out of memory:

s Fields and buttons in the card layer disappear when you're using
the Paint tools in the card layer.

= Fields and buttons in the background layer disappear when
you're using the Paint tools in the background layer.

= You can't choose Undo from the Edit menu to undo any acrior’
that involve selecting a graphic first, such as filling, rotating, or
moving it. (Undo still works for other actions, such as drawing a
line or shape.)

s  When you add or alter paint on a card or background and then
choose Keep from the Paint menu, switch to a different layer, go
to 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 number of desk accessories you have installed in your system,

the network software you're using, and the complexity of the card

or stack you're currently working with. The symptoms listed abovdff)
may not occur consistently, since the total amount of memory
available for HyperCard’s use can vary from moment to moment.

418 Chapter 6; Working With Graphics




Using power keys

"The best way to avoid low-memory conditions 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 to 32K (or, if all else fails,
to OK).

[F you can't obtain additional memory and you still want to use the
Paint tools, you can usually work around low-memory conditions

by following these guidelines:

s Work slowly and carefully. Remember that you can't choose
Undo to undo individual actions that first involve selecting a

graphic.

= If you need to correct a mistake, use the Revert command.
Choosing Revert from the Paint menu restores the version of the
graphics you had on the current card or background before you
last saved them (by using the Keep command, leaving the card,
or switching ro or from the background layer.)

» Seealor “HyperCard and Your Computer’s Memory” in Chapter 1
* "Reverting to the Last Version of a Graphic” in this chaprer

The Power Keys option lets you use specific keys on the keyboard to
modify the selected graphic 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 the 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 turned on, a check mark appears next to icin
the menu. To turn off Power Keys, choose it again. You'll find
examples of the use of the power keys in earlier sections of this
chapter. All the power keys and their effects are shown in the
following table:

Command Power key Menu
Black pattern B Parterns
Diraw Centered ton/otl) ( Ophions
Draw Multiple (on/ i) M Qptions
Fill I Paint
Flip Horizonta H Paint
Flip Vertical v Paint .
Giridd (on/ofh (i Options
Inwven | AT
Line dize -4, 6, 8" Uptions
Opagque Q Paint
Pickup P Paint
Riever i Paint
Rotate Left | Paint
Rotate Right | Puint
Seleet 5 Paint
Seelect All A Paint
lrace Edges I Paint
Iinsparent T Paini

W hite pattern W Pitterns

*1Press these keys to choose thinner or thicker line widths

w Note: When you're using the Paint Text tool, the power keys are

temporarily disabled. +
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Using moditier keys
with Paint tools

lool

Selection

|stsses

Line
Eraser
Peneil

n T "
Rectangle

Curve

Brush
hIRIM L
Rounded Rectinele

Polyeon

Owal

When you hold down modifier keys—Command, Shift, or

Oprion—while you drag with different Paint tools, you alrer

the eftects of some of the tools, as shown in the following table.

Muodilicr key

Shift

Option

Seleet tightly

Lasso sl sdpcent

chons ol thie same

color ds the dol
vl Chick
N eled

Draw in white
Enter/ledave FatBits

Reposition

rectangle
No efhect

Erase what you
pamt over

[irdse wluit you

SV QOVEr

Reposition

fectangle
N effect

Reposition oval

Repostiion pu Hy o

Move selection horizontally or
vertically®

Mowe selection horzontilly or

verticallv®

Diraw at 157 angles

Erase straight horizontally or vertically
Draw straight horizontally or vertically

Draw an approximate squiare

(equal number of pixels on each side)

No effect

Paint straight horizontally or vertically

Spray stright horzontally or vertically

Draw dan approximate rounded square

tequal numbet of pixels on each side)
Drew ar 15% angles

Draw an approximate circle

tequal number of pixels

vertically and horizontally)

Wotate m B3 increments

Select like Lasso
Duplicite selection®

Duplicite selection®

No effect
No effect
No etlect

Patterned border

Patterned border

No effect

Noelled

Patterned border

Patterned border

Patterned horder

Ptterned Dorde

mlv when you drag g selected object or graphic with the oo

*Thesse ethects ooour
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DOUh]fﬁ"C[leing You can double-click certain Paint tools on the Tools palette (and
Paint [O(:‘]S, Pil[[(fl'ﬂﬁ, patterns on the Patterns palette) as a shortcut for choosing menu
) N ~ commands. The tollowing table shows the effects of double-clicking
and colors Paint tools and the colors and patterns in the Patterns palette,

Double-click . . .
Any pattern

r"\n}-' solid color

Brush
Bucker
Curve tool
Eraser

[ asso

Line tool

Owval rool

Paint Text ool

Pencil

Polygon tool

Regular Polygon tool
Rectangle tool

Rounded Rectangle tool

Selecrion tool

Chapter O Working With Graphics

To do this

Bring up Edir Pattern dialog box
Bring up Colors dialog box for
current card/background

Bring up Brush Shape dialog box
Hide/show Patterns menu

Turn on/off Draw Filled option
Erase entire picture

Lasso every element on current
card/background

Bring up Line Size dialog box
Turn on/off Draw Filled option
Bring up Text Style dialog box
Turn on/off FatBits

Turn on/oft Draw Filled option
Bring up Polygon Sides dialog box
Turn on/off Draw Filled option
Turn on/oft Draw Filled option

Select entire picture




Saving the graphics
on a card
or background

Reverting to the last
version of a graphic

While you're working on the graphics ona particular card o
background, the changes you make to the graphics are stored in a
temporary location—they're not automatically saved on your disk,
as are your other changes. (HyperCard assumes that you might
decide to throw away your graphics changes, so it doesn't save
them automatically along with everything else. This gives you the
freedom to experiment with the Paint tools and then get back your
original graphics.)

To save all the gr;lp}‘:icﬁ on the current card or hﬂct-;grmlnd. choose

Keep from the Paint menu (or press  -K).

I'here are two other ways to save all the graphics on the current card
or background:

s Switch to or from the background layer by pressing ~'-B.
» (Go to another card.

When you leave the card or switch to or from the background
layer, HyperCard saves the graphics on the card or background
you're leaving,

While you're working with graphics, you can get back the last saved
version of the graphics on the current card or background by
choosing Revert from the Paint menu. Choosing Revert restores the
version {_lf‘ [I'it' gllll.)l]ll(_'h you h;ld an d]l_' current L'i_ll—d or l)'.l(_'l{g[f_l!.llll_l
before you last saved them (by using the Keep command, leaving
the card, or switching to or from the background layer, as explained
in the preceding section, “Saving the Graphics on a Card or
Background”).

% Revert is different from Undo: Revert undoes all the changes
you've made to the graphics on the current card or background
since they were last saved, whereas Undo undoes only the most

recent unsaved change.
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You can also restore a portion of the last saved version of the picture
on the current card or background by selecting the part you want to
restore and choosing Revert. (“Selecting a Graphic,” earlier in this
chapter, includes instructions for selecting part of a picture.)

The Revert command is most useful when you're creating graphics
in stages. Once you complete a stage and it’s just the way you want
it, you can “freeze” it with the Keep command. Then you can begin
work on the next stage, confident that your last stage is saved and
thar you can start over from that point, if necessary.

If the Power Keys option is turned on (and the Message box is
hidden), you can press R instead of choosing Revert. (*Using |
Keys,” earlier in this chaprer, explains the Power Keys option.)

Jower

R .". Y i : i Tl * + . - 0
(A.)p}*lﬂ}_.{ d gﬂlphl( I'his section explains how to duplicate a graphic on the same card
and how to copy a graphic to another card, background, or stack.

Copying a graphic  To make a copy of a graphic on the same card or background,
on the same card  follow these steps:

I. Go to the card or background that has the graphic you want
to duplicate.

Pressing ' -B takes you to 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 e
forth between the card layer and the background layer. If you
don't see the graphic you want to copy while you're in the
background layer, the graphic is in the card layer.
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b

Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives instructions.

: 3. Position the pointer 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 drag, you create an exact duplicate of the graphic. To
move the copy straight horizontally or vertically, press and hold
Shift while you drag.

+ Cantdrag the graphic? 1f you think you've selected a graphic
) but you can't drag it, you might be trying to duplicate a
background graphic from the card layer. Press ~-B and
try again. IFyou still can't drag it, it’s either a burton or a
field. (Chapters 4 and 5 explain how to move buttons and

fields.) «

Copying a graphic  To copy a graphic to a different card or background, follow
to another card or  these steps:

background 1. Go to the card or background that has the graphic you want

to copy.

Pressing ' "/-B takes you to 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 graphic you want while you're in the background
layer, the graphic is in the card layer.

I~

. Select the graphic.

“Selecting a Graphic,” earlier in this chaprer, gives instructions.
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3. Choose Copy Picture from the Edit menu, or press -C.
This 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 the arrow keys, the Go palette, or commands in the Go
menu to navigate between cards while the Selection tool or the

|asso 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 chaprer.
5. Choose Paste Picture from the Edit menu, or press C'-V. i

This takes a copy of the graphic that’s on the Clipboard, puts it
on the current card or background, and selects it.

The graphic is pasted in the same position it was copied from. If
there’s a button or field in the same location, the pasted graphic
will be hidden behind it (as explained in “When Elements
Overlap,” earlier in this chapter). You might have to move the
button or field to see the graphic.

6. 1f 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. [f you want to be
able to see through the graphic to the elements behind it, select it P
and choose Transparent from the Paint menu.

Important: The most common mistake in copying a graphic is
putting it in the card layer when you want it in the background
layer. (To find out whether the graphic is in the background layer,
press . -B to see just the background elements.) If you puta graphic
in the card layer by mistake, see the next section, “Moving a
Graphic from the Card to the Background.” &
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MOViI'lg d gfllphiC I’s easy to put a graphic in the card layer by mistake when you
fre m [ht‘ card to intend to put it in the background. If this happens, you can move

the graphic from the card layer to the background layer (of the same

the bﬂd{gmlmd card) by following these steps:
I. Go to the card that has the graphic you want to move.

You must be in the card layer to move a card graphic. (If you see
the word Background in the menu bar, you're in the background
layer. Press "-B to go to the card layer.)

I

. Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives instructions,
3. Choose Cut Picture from the Edit menu, or press ~-X.

This removes the graphic from the card and puts it on the

Clipboard.
4. Go to the background layer.

Choose Background from the Edit menu, or press ~-B.
5. Choose Paste Picture from the Edit menu, or press ~-V.

This takes a copy of the graphic that’s on the Clipboard, purs it
in the current background, and selects it.

The graphic is pasted in the same position it was copied from. If
there’s a button or field in the same location on the background
layer, the pasted graphic will be hidden behind it (as explained in
“When Elements Overlap,” earlier in this chaprer). You might
have to move the button or field to see the graphic.

6. If you want to reposition the graphic, drag it to where you
want it while it’s still selected.
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NI()\-"Iﬂg d gl‘.’.lp]]i( To move a graphic to a different card or background, follow

'to another card ~ these steps
or hllfkg,l'( yund 1. Go to the card or background that has the graphic you want

O move.

Pressing . -B takes you to the background layer. (When you're
in the background layer, the word Background appears in the

o L
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 graphic you want while you're in the background
layer, the graphic is in the card layer.

b

Select the graphic.
“Selecting a Graphic,” earlier in this chapter, gives instructions.@)
3. Choose Cut Picture from the Edit menu, or press * '-X,

This removes the graphic from the card and puts it on the
Clipboard.

4. Go to the card or background where you want to put the
graphic.

Use the arrow keys, the Go palette, or commands in the Go
menu to navigate between cards while the Selection tool 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 chaprer. )
5. Choose Paste Picture from the Edit menu, or press ~-V.

This takes a copy of the graphic that’s on the Clipboard, puts it
on the current card or background, and selects it.
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The graphic is pasted in the same position it was copied from. If
there’s a button or field in the same location, the pasted graphic
will be hidden behind it (as explained in “When Elements
Overlap,” earlier in this chapter). You might have to move the
button or field to see the graphic.

6. If you want to reposition the graphic, drag it to where you
want it while i’s still selected.

The graphic becomes opaque after you paste it. If you want to be
able to see through the graphic to the elements behind it, select it
and choose Transparent from the Paint menu.

&3 — Important: The most common mistake in moving a graphic is
putting it in the card layer when you want it in the background
layer. (To find out whether the graphic is in the background layer,
press . -B to 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. A

Imp()l“[lng d gltlphi(‘ There are many products you can use to create pictures that are
compatible with the Apple Preferred File Format. Some products let
you create pictures in this standard Apple 11Gs formar from scratch;
others let you digitize images using a scanner attached directly to
your Apple 1Gis. However you create it, you can bring any picture

& in the Apple Preferred File Format into HyperCard by following
these steps:

I. Make sure you have one of the Paint tools selected.
2. Choose Import Paint from the File menu.

A directory dialog box appears.
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Exporting a
snapshot of a card
or background

350

3. Use the di:‘ccluly diu]ug box to locate and open the file
containing the picture you want to import.

HyperCard pastes the imported picture onto the current card or
background, starting with the upper-left corner of the imported
picture.

< Preparing to import a picture: Before you import a picture,
make sure the part of the picture you want to paste is in the
document’s upper-left corner; or make sure the picture is small
enough to fit 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 HyperCard, you also import the
color set used by the original document. The imported color set
becomes the sixth color set in the Colors dialog box for the current
card (or the current background, if you're working in the

background layer).

» Secalo: * “Importing a New Color Set for a Card or Background” in
this chaprer

You can take a snapshot of the current card or background and save
it as a document in the Apple Preferred File Formac by using the
Export Paint command in the File menu. (This command is .
available only when a Paint tool is selected.) Follow these steps:

1. Choose Export Paint from the File menu.

A directory dialog box for saving a file appears.

I

Use the directory dialog box to specify where you want the
Apple Preferred File Format document saved and type a name
for the file.

3. Click OK.
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Export Paint creates a document in the Apple Preferred File Format
that contains the image of the current card and background (and all
their elements) and saves it on a disk under the name you give it.
The image of the full-sized card gets saved, even if you're using
FarBits.
If you're in the background layer, HyperCard saves only the image
of the background.
HyperCard exports only a picture of the card and background
information. The saved picture has none of the functional arcributes
of the card—for example, the scripts aren't saved with the picture. If
you have a palette, the Message box, or the FatBits window open on
O3 the screen, their images aren't included with the exported picture.

Cﬂfﬂ[iﬂg d ]TliﬂiEltUl‘t" You can create a miniature picture of a card, like the miniatures you
piCtUI‘E‘ O[: q card  see when you choose Recent from the Go menu. Follow these steps:

l. Go to the card you want a miniature picture of.
2. Choose Copy Card from the Edit menu.

3. Go to the card or background where you want to put the
miniature picture.

4. Press and hold the Shift key while you choose Paste Card from
the Edit menu.

. Or press ~ -Shift-V.
The miniature appears selected in the center of the card window.

Note that this is just a picture of a card—none of the normal card
attributes or scripts from the original card are pasted with the
miniature,
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DC[@[illg d gl'ﬂphic 1o delete a graphic, you can use any of the following techniques:

» To delete a new graphic just after you add it (before you click
anywhere else), press the Delete key or choose Clear Picture
from the Edit menu. This is not reversible; you can't bring back
a graphic thar was deleted immediately after it was added.

s To delete any graphic, first select it (by using one of the
techniques described in “Selecting a Graphic,” earlier in this

chapter). Then press the Delete key or choose Clear Picture
from the Edit menu. If you delete a selected graphic by mistake,
you can bring it back by immediately choosing Undo from the
Edit menu or pressing « '-Z, Tilde, Esc, or Delete.

» To erase any graphic, choose the Eraser (&) from the Tools .
menu and drag over the graphic. (To erase a background
graphic, you must be working in the background layer. To erase
a card graphic, you have to be in the card layer.) To erase in a
straight horizontal or vertical line, press Shift while you drag. To
erase in white paint, press the  key while you drag.

+ The background revealed: 1f you see a picture appearing under
the Eraser as you drag it over a card picture, you're exposing a
part of the background that was covered by an opaque card
picture. If you don’t want the background elements to show,
you can cover them by pressing the ' key as you drag with
the Eraser. (This “erases” with white paint.) Of course, you
can go to the background layer and delete the elements, but
first check to make sure they aren't needed on the other cardfff)
[h'ﬂ.[ .‘_th:-]l'(_' rh(‘ I._]R(_'I{grl?und. °

s 10 erase the entire picture on the current card or background,
double-click the Eraser on the Tools palette. This wipes out
the picture on the current card or background, then selects the
tool you were using just before you double-clicked the Eraser.
This technique is useful for cleaning up your screen after you've
been experimenting with the Paint tools. (If you double-click
the Eraser by accident, choose Undo from the Edit menu
immediately, or press  -Z, Tilde, or Esc.)
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Chapter 7

Printing

his chapter explains how to print the information in a stack. You
can print a single card, a range of cards, an entire stack, or a report
that displays the contents of specific background fields. You can also
create different templates for a stack and export templates from one
stack to another,

If you're familiar with HyperTalk, you have even more printing
options—for example, you can print the contents of a specific field
or a document from another application. “I'he | lyperlalk Help
stack describes these options. (They aren't covered in this chapter.)

To do all the tasks in this chapter, you must have your user level set
at least to Authoring. However, you can print cards, stacks, and

reports no matter what your user level is set to, as long as you don't
need to create or change any templates. (For instructions on serting

your user level, see “User Levels and Options” in Chapter 1.)




Jreryart . : —_ : y -
l [Cp;ll |n§_{ LO [)] INL  Betore printing with i'i}-'pcr( “ard, you must have the appropreate
printer driver for your printer in the Drivers folder, which in turn
must be in your System folder when you start your computer. You
must also make sure your printer port and driver are correctly
configured in the Control Panel desk accessory. The documentation
that came with your computer describes how to install printer
drivers and how to use the Control Panel.
Once you have the appropriate printer driver installed and the
printer selected, you can give HyperCard information about your
paper and printing preferences before you print by using the Page
Setup command.
= Note: You don't need to use the Page Setup command each
time you print. If the settings in the Page Setup dialog box [
reflect your paper size and printing preferences, you don't need
to use the Page Setup command until you want to change
the sertings.
To change the settings in the Page Setup dialog box, follow these
steps:
1. Make sure you have one of the General tools selected.

The Browse tool (£5), the Button tool (=), or the Field tool (53)

will work.
2. Choose Page Setup from the File menu.

The 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 dialog box:

Print horizontally

Laserbiriter 3.0

Poper: @ US Letter COAY Letter |

OUSLegal OB Letter |

Print vertically

This is a line-tuning option that can
make some text and hir-mapped

graphics louk beter

Select this option to substitute Times 1L~

tor New York, Helvetica Tor Geneva,

Orientotion: Vertical Sizing:
- ® Hormal _l
O Intermediate
O Condensed
Printer Effects
Reduce or
B=] Smoothing? Enlarge: "

=] Font Substitution?

Cournier tor Monaco, and a special

torm of Helvetica for Shaston

Select this option to make the
top margin of your printout as

Imagelriter/Printer vl

Paper Tupe: [ US Letter. B.5"x11" |

Reduction: | Full Size

Click the option that describes
the size of your paper.

These options have no effect
on the way HyperCard prints,

Type a percentage here to
reduce or enlarge the entire
image on each page.

Press and hold the mouse
button here to see the

Paper Type pop-up menu,
Drag to choose the option

small as possible, 3 e S e
; that describes the size o
[—IHo Vertical Gaps

" Heleht: your paper
his option has no effect on [JVertical Condense § HE )
the way HyperCard prints "
Orientation Print horizontally
ke B &3
0K
Figure 7-1  Selecting options in the Page Setup dialog box

4. Click OK.

The options you select in the Page Setup dialog box are saved
with the current stack (unless the stack is locked). T hey're in
cffect when you print the stack (or any part of it) using the
Print command.
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& If the stack is locked: Changes you make in the Page Setup
dialog box for a locked stack will not be saved after you leave
the stack, and may not remain in effect for the entire time
you're working in the stack. <

You can change the Page Setup settings at any time by repearing this
procedure.

I)I'inting d Siﬂg]ﬁ’ card To print a single card in a stack, follow these steps:
1. Go to the card you want to print.
2. Make sure you have one of the General tools selected.

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

3. Choose Print Card from the File menu, or press -P

HyperCard prints the current card.

Pl‘il’lting the cards HyperCard allows you to prepare card templates that allow you to
in a stack print our.all the cards or a range of cards in the current stack in a

variety of ways. You can create and save up to 32 templates fora
stack (including both card templates and report templates). For
example, you could create one card template that prints out the
cards ar full size, just the way they appear on the screen, and ;umth’
that prints cight reduced card images on a page—both for the same
stack. You can also export card remplates from one stack to another.
For more information about templates, see “Creating Templates,”
later in this chaprer.
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To print all the cards or a range of cards in the current stack, follow
l'ht.‘i-:‘ S[CP‘S:

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

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

2. Choose Print from the File menu.
The Print Stack dialog box appears.

3. Ifa card template is not already selected, select one in the Print
dialog box:

Print

(Elntiuns x ) ( ancel ] 'IM Betore vou can
[ Templates l print the cards in

the current stack,
| Select o template:

YOU st select i
== Labels 3by 7 {r ramnlate with. thic
L 522 Report L template with this

= Untitled icon. To select a
"""""""""""""""" N template, click it.
|

Figure 7-2  Selecting a card template

If you want to create your own card template now, click Cancel
and go to the section “Creating a Card Template,” later in this
chapter. If you want to print a report that displays the contents
of specific background fields, click Cancel and go to the next
section, “Printing a Report.”
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4. Press and hold the mouse button over the pop-up Templates
menu and choose Edit Template.

You can also double-click the name of the template or press
Enter to edit it. The Template dialog box appears.

« [fyou can’t see the pop-up Templates menu: The pop-up
Templates menu appears only if your user level is set to
Authoring (4) or higher. If you can't see it, you must either
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.) %

. To print all the cards in the stack, click All.

Or, to print only a specific range of cards, click From and typl)
the range of cards you want to print.

N

To print all the
L1} 1 1 e -
cards in the stack, T Template "ntitled \
click here | pards @A
s e From: :
[0 prini a range | /D v |:|
of cards. click here | Loyout: [ Sprecdout
and type in the ' =] Cord Homes
card numbers for the e == Scoling: [ Full size cords
ringe of cards you Order: [ Left toright
Wil Lo prnt T Groy scole: ————
( Heuder... ) ( Footer... ) | CAfields  BPictures |

Figure 7-3  Indicating which cards you want to print .

6. Click OK, or press Return or Enter.

The Template dialog box disappears, and you see the Print
dialog box again.
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7. If you want to adjust any of the standard print options, click
Opticns.

The standard Options dialog box for your printer appears. The
options in this dialog box vary, depending on whar kind of
printer and which version of system software you have. These
options are described in the documentation that came with
your computer.

LaserWriter vl.g
Pages ® Al

) From; l_l To: I—l
Copies: |0

Poper Source:

@) Poper Troy
O Honuol Feed

Imogeliriter/AppleTalk vii.0

Copies: E'

Pages: @®All O Range
From

To

Quality:

Chroma: Black/White

Sheet Feed: | Automatic |
ﬁ 0K D

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 Print dialog

box again.
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9. Click Print.

HyperCard prints the cards in the current stack according to the
settings in the Page Setup dialog box, the Templare dialog box
for the template selected in the Print dialog box, and the
Options dialog box for your printer.

Pﬂﬂ[lng A 1eport  HyperCard allows you to prepare custom report templates that
display a background’s field text and card pictures in any way you
like, You can create and save up to 32 templaces for a stack
(including both card templates and report templates). For example,
you can create a table-style report template, a template for printn
the results of calculations, and a template for printing labels—all li
the same stack. You can also export report templates from one stack
to another.

You can control the appearance and placement of each elementin a
report template—including the font, size, and style of the text. You
can also insert pictures into a report. For more informarion about
templates, see “Creating Templates,” later in this chapter.

To print a report from the current stack, follow these steps:
1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field ool (O)

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 template you want to use, select it in

the Print dialog box:

Print. Coptions ) (“Cancel ) ((Cprint )
|

Select o template:
=22 Lobels by 7
== Report

= Untitled

Before you can print a
report, you must select a
template with this icon. To
select a template, click it.

Figure 7-5 Selecting a report template

If you want to create your own report template now, click

Cancel and go to the section “Creating a Report Template,” later

in this chaprer.

4. Press and hold the mouse button over the pop-up Templatcs
menu and choose Edit Template.

You can also double-click the name of the template or press
Enter to edit it. The Template dialog box appears.

e If you can’t see the pop-up Templates menu: The pop-up
Templates menu appears only if your user level is set to
Authoring (4) or higher. If you can't see it, you must either
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,
click From and type in the range of cards you want.

1o print a report based on all the cards with the
selected background, click here.

Only cards with the 2= Template "Report” Tos o
] =3 O print a report
Ht‘lL‘(_'[k_‘d !‘ILI(R.I.H'LILln'Iil '.'.s]] | —_—— ] uuncel ] E._ = ] |j |s'[u| on il "J'-l'r]-‘r
A i1 drang
be included in the repor — ] — Cards; @Al of cards with the
i backgr "-[iL!!l!' s no | |L ]J Ofrom [ J10.[ ] selected background.
mame, its 1D number ‘ il B e
! : ! [ '!I =SS selec‘ a buckgra“ﬂd. \.E]LI'\ I]t‘[c -lL]Lj ['L PI;_ 1

Info Cards
Introduction
Bk #3690
Bk #5602

appears in this list instead s it bl s
ol 1 e
the range of cards .

you want to print

[

Figure 7-6  Indicating which cards you want to print

6. Click OK.

The Template dialog box disappears, and you see the Print
dialog box again.

7. If you want to adjust any of the standard print options, click
Options.

The standard Oprtions dialog box for your printer appears (as
shown in Figure 7-4). The options in this 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.
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®eating templates

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 current stack

according to the settings in the Page Setup dialog box, the Template
. L= [ i X :

dialog box for the template selected in the Print dialog box, and the

Options dialog box for your printer.

You can create two types of templates for printing the information
in a stack: card templates, which print some or all of the cards in a
stack as they appear on the screen; and report templates, which print
reports that display a background’s field text and card pictures. If
you want to create a template for printing the cards in a stack,
follow the instructions in the next section, “Creating a Card
Template.” If you want to create a template for printing a report,
follow the instructions in the section “Creating a Report Template,”
later in this chapter.

You can create and save up to 32 templates (including both card
templates and report templates) for a stack.

.l‘{“‘d[iﬂg a card template 1. Make sure you have one of the General tools selected.

The Browse tool (), the Button tool (=), or the Field tool (03)
will work.

2. Choose Print from the File menu.

The Print di.llug box appears.
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3. Choose New ']bmplﬂtc from the pop-up Tmnplatcs menu:

>

-and drag down to
choose New Template

Hew Template...
fuplicote

O Teaplotes = Press and hold the
, __‘ £dit Template.. mouse button here .,

Export...
Renome... I
Delete... i .
Figure 7-7 Creating a new card template
A dialog box for naming the template appears. @

4. Type a name for the new card template:

Hew template... l“T-
Current nome:  Untitled Type a name for your new
New name: [TIDITITY. ! card template here.
_19,“[;;;;;&1; @ 5 Cords _ The defa lui[ setting for the
O == Report template's style is Cards

Figure 7-8  Naming 4 new card template

5. Click OK. &

You see the Print dialog box again. The name of your new
template appears in the list of templates and is selected.

6. Press and hold the mouse button over the Templates pop-up
menu and choose Edit Template.

You can also double-click the name of the new template or press
Enter to edit it. The Template dialog box appears.
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It you don't want your template
to print all the cards in the stack,
click this button and enter a
range of cards.

Press and hold the mouse
button here to see a pop-up
ment for cho sing the size of
the printed cards

Press and hold the mouse
buttan here 1o sec o pup-up
menu for choosing the order in
which successive cards wil
appedr on the page

7. Select the options you want in the Template dialog box:

This shows you the layout of the printed page

= Template|"My Cord Templote"” {_Em (T}

Cords: @ A1l

— '--I “Ofrom: [ 10 |:'

Lawout: | Sprecd out

~ [ Cord Names
Scaling: | Full sizecards |

Or der:

— Groy scale; —

[ Header.. ) [ Footer.. ) ‘!._EFI'E]I}S Ehcturfs

When you're printing in black and white with ul
LaserWriter or ImageWriter, these options allow you to
print field text or pictures using a gray scale. 1f you are
using an ImageWriter for which Chroma is set to Color in
the Options dialog box (see Figure 7-4), these options
allow you to print field text or pictures in color.

Figure 7-9  The Template dialog box for a card template
g i |

Press ind hold the
mouse button here to
see a pop-up menu that
lets you adjust the space
between the cards on a
page. “Spread out”
leaves space between
each card, “Adiicent”
butts each card up
against the next. “One
crd por page” prings
one card per page, no
matter what size vou've
chosen for the cards

8. To adjust the header for your card template, click Header in

the Template 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

adjust the header, go to step 11.)
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9. Spccify the header you want:

To prevent the header from occupying any space
at the top of each page, click here o deselect the
Show Header option.

Press and hold the mouse

hutton flt‘l't' [0y see il pop-up

. =" Header of templote iy Cord Template" I="m
méenu for inserting the date, (_Cancel ] 0K
. N Text Insert (=] Show Header
time, page number, or stack Mo s
s ) e 1 Toy add
PRI ILLEy { & A s . J
L i 10 T |l-i. I : text to th_
automatcally | Paste Picture l

header

i1.'|'Jt' ere

[f the header contains a =]
eraphic, it appears here and
prints out just below the
header's text.

To paste a graphic into the Drag from this corner to .
header, click this button. (The adjust the height of the

button is active only when the portion of the header that

Clipboard contains a graphic.) conttins i graphic

Figure 7-10  The Header dialog box

To reposition a graphic after you've pasted it into the header,
dmg with the crosshair pointer to select the gmphic, then dralg
with the arrow pointer to move it. (Hold down the Shift key
while you drag to move the graphic one pixel ata time.) To
duplicatc the curl'ently selecred grklphic. hold down the Opti(}n
key while you drag the graphic.

10. Click OK. .
The Header dialog box disappears, and you see the Template
dialog box again. (To return immediately to the Print dialog box

without seeing the Template dialog box, hold down the Option
key while you click OK or Cancel.)
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11. If you want to add a footer to your card template, click Footer
in the Template dialog box.

The dialog box for the footer appears. (If you don’t want to add
a footer, go to step 14.)

12. Specity the footer you want:

To make the footer show up in the printout,
click here o seleer the Show Footer option

10 paste a graphic into the
footer, click this button. (The

= Footer of template "M Cord Templote"
button is active anly when the - Ltuncei ) II oK J
A A Paste Picture ] Show Footer

Clipboard contains a eraphic.)

. [f the footer contdins o -_11_.1_.»!-;._ rﬁJ

it appears here and prings oul
Text Insert
[o ke test to e 1 J
footer, type here

just above the footer's tex

Press and hold the mouse button here  Drag from this corner

to see a pop-up menu for inserting to adjust the height of the

the date, time, page number, or stack  portion of the footer that

name into the footer automatically contains 4 graphic
Figure 7-11  The Footer dialog box

To reposition a graphic after you've pasted it into the footer, drag
with the crosshair pointer to select the graphic, then drag with

& the arrow pointer to move it. (Hold down the Shift key while
you drag to move the graphic one pixel at a time.) To duplicate
the currently selected graphic, hold down the Option key while
you drag the graphic.

13. Click OK.

The dialog box for the foorer disappears, and you see the
Template dialog box again. (To return immediately to the Print
dialog box without seeing the Template dialog box, hold down
the Option key while you click OK or Cancel.)
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14. In the Template dialog box, click OK.

The Template dialog box disappears, and you see the Print
dialog box again. Your new template is now saved with the stack.

15. If you want to print the stack now (using the current
template), click Print in the Print dialog box.

Otherwise, click Cancel in the 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 to the settings in the Page Setup dialog box, the
Options dialog box for your printer, and the Template, Header,
and Footer dialog boxes for your new card templare.

@

Creating a report template 1. Make sure you have one of the General tools selected.

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

2. Choose Print from the File menu.
The Print dialog box appears.

3. Choose New Template from the pop-up Templates menu:

Print... (Options.. ) ( Concel ) t Print I

[Ty Templotes Press and hold the
e i i Edit Template.. mouse button here .

and drag down to
choose New Template

New Template... —
Quplicate
Export...
Rename..
Delete..

=)

Figure 7-12  Creating o new report template

A L|itt|ng box for naming the tcmp!'.llu appears.
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4. Type a name for the new report template and select the

Report style:
New template
Current nome:  Untitled Type a name for your new
Hew nome: ! report temphite here .
Template style: @S Cards .. then click here to select
O == Report the Report template style.

Figure 7-13  Naming a new report template

® 5. Click OK.

You see the Print dialog box again. Your new template appears in
the list of templates and is selected.

6. Press and hold the mouse button over the Templates pop-up
menu and choose Edit Template.

You can also double-click the name of the new template or press
Enter ro edit it. The Template dialog box appears.

7. In the Template dialog box, select the background on which
you want to base your report.

== Template "My Report Templote” Il the background on
. e (Concel ) w which you want to
This shows you the Layout LI cats: @1 base your report is not
of the printed page | L | Ofrom [ J1e:[ ] already selected, click
L] Beliot o Kickareiind: its name or 1D in this
| A Tnfo Cords 3 list to selectit. (It a
I:.'..:'._"_'::::J |____._| [ Enntent.___ ]

Introduction background has no
Footer...

Bk 83600 name, its ID number
il -
L appears here instead.)

Figure 7-14  The Template dialog box for i report template

Only information from cards with the selected background will
print.
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8. Click Content, or press Enter.

The Content dialog box for the report template appears:

Ihe spaces w the leh of and above the cell ndicare the lelt
and top margins for the body of your report, The top muargin
15 measured from the bottom of the header,

This represents the e
reserved for a cell (the
information from one card)

ntent of template "My Report Template"

:

(__Concel ll 0K ﬂ’
Preview... J ( fijuss )

Picture & Bkond fields:
1 Picture Insert

The spaces o the right of and _
below the cell indicate the
dmonnt ol spaice Penweet cells

; E=d Home
Faiiii E=i Notes
[ — Mergin: ~Bize:— — Spocing:— | Field chorecteristics
These measurements reflect the if 0.95 ‘ ib .y i‘: U.IEJ .
size and positioning of the cell ¢ 08 || 1N | |5 028
Prrange: | Left toright § Dimensions:

This area lists the picture insert and background
fields that are available for the background selected
in the Template dialog box. The picture insert
consists of the card picture

Figure 7-15  The Content dialog box

This dialog box allows you to specify what text 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 picure.
The report items you specity will print for each card.

450
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When you move the pointer over
the cell's logver-right corner or its
bottom or right edge, it becomes 4
double-headed arrow. To adjust the
size of the cell in any direction, drag
from the carner with this arrow

9. Set up the layout for the cells in your report:

== Content of template "My Report Template"

((Concel JQ 0K )

((Preview... ) ((Rdivsy. )

Tor addjust the size of the cell only
|

verteally

Picture & Bkgnd fields:

Nome

L E= Notes

From ats boltom or nght edge
Any changes you make to the
matrgins, size, and spacing of the cell
are reflected here, You cin also elick
e drrows o make fine adjustments,

[ — Morgin; — Site- I--Suucing: FieTd ehorgeteiistiis —
v 095 ‘«w 3.04 a4 025 ‘ —
e 08 | | 1-?3_,‘ | & 028 ‘ T | ‘

— 3 ; Chow Fe {amp
firrange: [_Left to right tﬂilensiunsj [Cinches | [_”__9_”"“” s |

Press and hold the mouse

button here to see a menu for
choosing the order in which the
report will print successive cards.
You can also choose Full Width o

Press and hold the mouse
button here to see a menu
for choosing the units of
measurement for the
dimensions given above

extend the cell across the entire page.

== Content of template "My

 jritfes

e

== Content of template "My |

== Content of templote "My |

EHICH

ot

Figure 7-16

[ i T Ity
Chuper 7 Primung

| —

When you move the pointer over this
line, it becomes & double-headed
arrow, Drag with this arrow to adjust
the vertical space between each cell

When you move the pointer over this
line, it hecomes a double-headed arrow
Drag with this arrow to adjust the
horizontal space between each cell

When you move the pointer over the
top edge of the cell, 1 hecomes i fous
headed srrow:, Dirag with this arrow 1o
adjust the Teft and op margins of the
hody of your report

Adjusting the size, spacing, and margins for the cells in w report



If the lower-right corner of the cell coincides with the
intersection of the two lines that control the spacing berween
cells, you can adjust one of those lines rather than the cell itself
by holding down the . key while you drag from the corner.

10. Drag the picture insert or background field you want to
display in your report into position:

Press and hold the mouse button over the
picture insert or buckground field in this list
that you want to add to your report

=== [ontent of template "My Report Templaote"

: :E={ Cancel I 0K )

( Preview... )

cand drag it into position L,
inside the cell. To move the item l o

daround after vou've released the
mouse button, drag i from its
ceniey ifi:-|\_| dow I !i'.l_' "\||i|! ke

while you drg o aliegn the e o ,

E= Kome
E= Hotes

o

—Field chorecteristios -

item to an invisible grid Hargin: — Si:n.;.— Snucin-g:-:j. ;
= 0.65 a4 1w 4 0.3 !"— Faot.
$ 080 ¢ $ 03

rrange: [ Lot to right § Dimensions: [ Tnches j | I~ oo field Kome

Figure 7-17  Dragging a picture or background held into position

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
picture insert, which consists of the portion of the card picmre.
(starting at the upper-right corner of the card) thar will fit in the
rectangle. A rectangle filled with a crosshatch partern represents

a background field.

o
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11. Adjust the size of the item as necessary:

To close the Adjust window,

click here or click anywhere To move the Adjust

To resize an item within i
cell, drag the item fron its

outsicde the window.

window, drag it from here.

=

=== Content of templateHy Report Template"
} i BHHHBHBERRRERRE {98 FIEH

[ Concel HI K ’

(Preview. ) [ djust.. =

Picture & Bkynd fields:

You ¢an
also open
the Adjust

lower-right corner & Picture Insert window by
| l —Lod clicking the
or double-chick the iem E Notes :
: : T T Adljust
tosee o window Tike this S SRR K o
You can then drag the lower- — Margin:—, Size.— —Specingi— | Field charocteristics - AN Gi
o S _ P 085 P 130 P 035 T pressing
right corner of the window ’ ' : Fany I ; B
e el L SHE IR, S 080 $ 3 & 033 L Enter while
10 Tes1Z2e 1he item ARSI Cl ) Field N l] vitem is
freange Bimeqsions: [_inches J b T
selected.
Figure 7-18  Adjusting the size of a report item

If the lower-right corner of an item coincides wich the lower-

right corner of the cell, you can adjust the item rather than the

Ch

apter 7: Printing

cell by holding down the  key while you drag from the corner.

If the item is a picture insert, the pointer turns into a hand when
it’s over the Adjust window. To bring the desired portion of the
card picture into view, drag with the hand.

To make the size box in the lower-right corner of the Adjust
window disappear temporarily (so you can see wharever it’s
covering), press and hold the mouse button. This works for both

picture inserts and text items.

To save your changes and return immediately to the Print dialog
box, hold down the Oprion key and press Return. This works
whether or not the Adjust window is open.
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12. If the item represents a background field and you want your
report to display its text in a format that’s different from
the text format used in the stack itself, choose Other from the

pop-up Font menu:

If the item whose text format you want to change is
not selected, click it to select it

== (ontent of template "My Report| Templote” { Toncel J( 0K 1

( Preview... ] ( ﬂd,:usl;..._)

Picture & Bkgnd fields:

Titaial HEHE BEEERGaR PRIl }
Margin:— ——Size.—— — Spocing:— — Field charocteristics: - .
Then press and hold the 4t 065 4 130 [ |4 035 | Sk
-5 it Bk (€ 080 | [ 3u | S 03 ol
mouse button here B L= £ | v Field Font

Arrange: | Left toright § Dimensions: Other...
g | ..

- and drag o choose Other from the pop-up menu |
(If you choose Field Font, the item will appear in your
report in the same text format selected for the field in
the stack itsell)

Figure 7-19  Changing the text lormat lor a report item

The Text Style dialog box appears. (If the Font menu is dimmed,
click the item 1o select it. The Font menu is active only when an
item representing a background field is selected.) .
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I3. Specify a text format for the item;

Click to select a

Click the font font size
VOU Want 1o (measured in
select i points)
Click 1o select or desele | e '
OF MOre [ext styles, (Selecr 1O use d font size not
nothing for plin text) The EBtu}E.' Wy 5 I8 .Il_i histed, type it here. (1 you
sample text at the bottom of % ]::fic Geneva 16 ¢ use a size that's different
the diali W hiox shows the - 1 Uider Tine Helvetico l from the sizes listed above
cllect ol the selected stvles, 7 outline Times I for the font, the et niay

] Shadow Venice
Press and hold the mouse Align Left

button here to see a pop-up

Font Size: [T look rough or jageed.)
IR | Click the color you
wint to use for text in
menu for choosing the The quick brown fox jumps over the lazy dog. the report item.
alignment for wext in the

JRRR [KdH 1111

Him

repon ltem

This shows what the text will look like

Figure 7-20  Specifyving the text formut for a repon iteim
= 1 ! 1

14. Click OK.
You return to the Content dialog box.

I5. 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:

Click these buttons o preview the report cell
for the previous or next cird in the report

T b e | Click bon

S when you e

finished

John Chapman

Born in 1774, died in 1845 Plonted o ot
of opple trees

Figure 7-21  The Preview dialog box

17. When you’re finished looking at the preview, click Done to
return to the Content dialog box.

If you're not satisfied with the layout of the report cell, adjust che
report items as necessary in the Content dialog box. (To save
your changes and return immediately to the Print dialog box
from the Preview dialog box, hold down the Option key and
press Return or Enter.)

18. When you're satisfied with the layout of your report items 'tn.
the Content dialog box, click OK.
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19. "To adjust the header for your report template, click Header in
the Template 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
adjust the header, go to step 22.)

20. Specify the header you want:
lo prevent the header from occupying any S BHIAE

il the top of each page, click here to deselect the
Show Header option.

. Press and hold the mouse
button here to see a pop-up == Header of tenglate "y Report Templote” ) )

menu for inserting the date,
: wES 2] Show Header

time, page number, or stack
i l et :h |_| To add
name into the header i

; : text to the
automatically ( Poste Picture )
) |1L".I".,|r..'J',

woa o type here
If the header contains 4
BEAPIIC, 1 dppeiars here andd

prnts out just betow the (=]

header's ext -

1o paste a graphic into the Drag from this corner to
header, click this button, (The adjust the height of the
button is active only when the portion of the header that
Clipboard contains a graphic.) contains a graphic,

Figure 7-22  The Header dialog box

o reposition a graphic after you've pasted it into the header,
drag with the crosshair pointer to select the graphic, then drag
with the arrow pointer to move it. (Hold down the Shift key
while you drag to move the graphic one pixel at a time.) To
duplicate the currently selected graphic, hold down the Option

key while you Lir:lg, the graphic.
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21. Click OK.

The Header dialog box disappears, and you see the Template
dialog box again. (To return immediately to the Print dialog box
without seeing the Template dialog box, hold down the Option
key while you click OK or Cancel.)

22. 1f you want to add a footer to your report template, click
Footer.

The Footer dialog box appears. (If you don't want to add a

foorter, go to step 25.)

23. Specity the footer you want:

To make the footer show up in the printout,
click here w select the Show Footer option
[0 paste a graphic into the

footer, click this hutton. (The

! == footer of templote "H)j Report Templote"
hutton is active only when the (Faste Picture ) L] Show F
i.':J]'sHu'.Jr-.t contins 4 graphic.) deie et bl

If the footer contains a graphic, z =]
it appears here and prints oul 74

just above the footer's text
Text Insert

[ty .i\|L| text o the :|

footer, type here

LI_E

Press and hold the mouse button here  Drag from this corner

fo see i pop-up menu tor insening to adjust the height of the
the die, time, page number, orstack  portion of the footer thar
name into the footer sutomatically contiins o graplic

Figure 7-23  The Footer dialog box

To reposition a graphic after you've pasted it into the footer, drag
with the crosshair pointer to select the graphic, then drag with
the arrow pointer to move it. (Hold down the Shift key while
you drag to move the graphic one pixel at a time.) To duplicate
the currently selected graphic, hold down the Option key while
you drag the graphic.
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24,

Click OK.

The Foorer dialog box disappears, and you see the Templare
dialog box again. (To return immediately to the Print dialog box
without seeing the Template dialog box, hold down the Oprion
key while you click OK or Cancel.)

In the Template dialog box, click OK.

The Template dialog box disappears, and you see the Print
di.'\lug box again. Your new template is now saved with the stack.

If you want to print a report now (using the current template),
select the standard print options you want (as described earlier
in the section “Printing a Report”) and click Print in the Print
dialog box.

Ortherwise, click Cancel in the Print dialog box.

HyperCard prints information from the cards in the current
stack (either all the cards or just the range of cards specified in
the Template dialog box) according to the settings in the Page
Setup dialog box, the Options dialog box for your printer, and
the Template, Content, and Header and Footer dialog boxes for
your new report template.

1o print mailing labels: 1f you want to print mailing labels, you
can use the Labels 3 by 7 template in the Addresses stack (which
comes with HyperCard). If you want to print mailing labels
from a stack other than the Addresses stack, copy the Labels 3 by
7 template using the procedure described in the next section,
“Exporting a Template ro Another Stack.” If you like, you can
customize this template by selecting it in the Print dialog box
and following steps 6 through 25 in this section. If you're
printing on a LaserWriter, be sure to use only labels made

especially for LaserWriters or photocopiers. #
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Exporting a template

to another stack

If you have a template for one stack that you think would work well
in another stack, you can export it to another stack by following

these steps:
l. Go to the stack that has the template you want to copy.
2. Make sure you have one of the General tools selected.

The Browse tool (), the Button ool (=), or the Field tool (1)

will work.
3. Choose Print from the File menu.
T'he Print dlulug box appears (see Figure 7-2).
4. Click the template you want to export to select it.

5. Press and hold the mouse button over the pop-up Temp]ares.
menu and drag to choose Export.

The directory din.hmg box for exporting a Et‘:f]'lI,‘)l'.ltt’ appears.

6. In the directory dialog box, find and select the stack to which

you want to export the current template.
7. Click Open.

Or double-click the name of the stack. You see the Print dialog
box again. The template is now saved in the stack you selected
in step G as well as the current stack.

8. Click Cancel to close the Print dia]t}g box.

[f you want to print from the stack to which you exported the .
IL‘HII"[;I[L" go to that stack and follow the instrucrions in the section

Printing the Cards in a Stack” or "Printing a Report,” earlier in
this chaprer.
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(X pying d lL’[ﬂl}}LllL’ You may sometimes find it usctul to make a copy of a template
\'\"j[hin [h{_: same stack  within the same stack as the original—for example, so that you can
use the template as the basis of a new template without changing
the original.

To make a copy of a template within the same stack as the original
template, follow these steps:

I. Go to the stack that has the template you want to copy.
2. Make sure you have one of the General tools selected.

T'he Browse tool (), the Button tool (=), or the Field tool (&)
will work.

& 3. Choose Print from the File menu.
The Print dialog box appears (see Figure 7-2).
4. Click the template you want to copy to select it.

5. Press and hold the mouse button over the pop-up Templates
menu and drag to choose Duplicate.

A copy of the template appears in the list of templates. You can
make any changes you want to the copy withourt changing the
original.

Rﬁ’ﬂﬂlnin 4 fem )llltt' To rename a card or report template, follow these steps:
& P P P
® 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 tool (#), the Button tool (<), or the Field tool (C1)

will worlk.
3. Choose Print from the File menu.

The Print dialog box appears (see Figure 7-2).
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4. Click the Lemplaltc you want to rename to select it

5. Press and hold the mouse button over the pop-up Templates
menu and drag to choose Rename.

A dinlug bhox like the IE)H(:-\".'ing appears:

Rename templote.. ( Cancel J ﬂ: m I'
Current nome:  Untitled _
T ToN [Un it | o pr— Type the new name for
your template here
Figure 7-24 Renaming a template

6. After you've typed a new name for the template, click OK.

l)ClCliﬂg d [L‘n]ph!lﬂ lo delete a template from a stack, follow these steps:
I. Go to the stack that has the template you want to delete.
2. Make sure you have one of the General tools selected.

The Browse tool (§4), the Button tool (=), or the Field ool (£)

will work.
3. Choose Print from the File menu.
The Print dialog box appears (see Figure 7-2). .

4. Click the template you want to delete to select it.

N

. Press and hold the mouse button over the pop-up Templates
menu and drag to choose Delete.

A confirmation dialog box appears for deleting the report
templare.

6. Click Yes to delete the template.
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application program A program that helps you
perform a specific task, such as word processing,
database management, or creating graphics.

IU[[]U]I[‘I" Creating or modifying buttons, links,
fields, cards, b: IL]\UHIHHLJ\ and stacks using the
Button tool, the Field tool, and commands in
the Objects menu. Also refers to the user level
that allows you to use the Button ‘Tool, the Field
tool, and the Objects menu.

B .

hackground A type of HyperCard object; a
template shared by a number of cards. Fach
card with the same background has the same
background picture, background fields,
background buttons, and background script
in its background layer.

background button A butron that is common to
all cards sharing a background. ( ;ompare with
card button.

Glossary

background field A field that is common to all cards

sharing a background; its size, position, and rext
format remain constant on all cards associated
with that background, but its text can change
from card to card. Compare with card field.

background layer The layer behind the card layer,

the elements of the background.
You sce the elements of both layers when you

containing al

look at a card, as if the 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 the background layer (that is, closest within
the background layer to the front of the screen).
The background picture is behind (farther from
the front of the screen) the objects in the
background layer.

E)LLL'IﬁgI‘t}Uml i)iL'lL]l'L‘ The graphics in the

background layer; the entire picture that is
common to all cards ‘.imllniﬂ li‘JJ.LLI:,lULlIILI

You can see and edit the bac l-.umund picture
by choosing Background fiorn the' “dit menu.
Compare with card picture.




browse  To explore | lyperCard stacks by clicking
buttons and using the Go menu.

Browse tool (¥9)  The ol you use to click buttons
and to position the insertion point in fields.

button A type of HyperCard object; a “hot spot” on
a card or background thar responds when you
click ir according to the instructions in its script.
For example, clicking a right arrow button with
the Browse tool takes you to the next card.

Button tool (=) The ool you use to create, change,
and select buttons.

0 1

card A type of HyperCard object; a rectangular area
that can hold buttons, fields, and graphics. All
cards in a stack are the same size. Each card is a
composite of two layers—a foreground layer,
called the card layer, and a background layer.
You see the elements of both layers when you
look at a card, as if the card layer were a
transparent layer in front of the background
layer. Each layer can contain its own buttons,
fields, and graphics.

card button A button in the card layer of a specific
card. Compare with background button.

card field A field in the card layer of a specific card;
its size, position, text attributes, and contents are
limited ro the card on which the field is created.
Compare with background field.

304

card

Cellt

Layer The layer in frong of the background
layer. You sce the elements of both layers when
you look at o card, as if the card layer were a
transparent layer in front of the background
layer. The card button or card field created
most recently is the topmost object in the card
layer (that is, closest within the card layer ro the
front of the screen). The card picture is behind
(farther from the front of the screen) the objects
in the card layer and in front of all the elements
in the background layer.

picture  The graphics in the card layer of a
specific card. Compare with background
picture.

card template A remplate for printing the cards in a

color

curre

stack (or a range of cards) as they appear on the
screen. You can create your own card templates
or use ones that already exist in a stack.
Compare with report template.

sel A set of 16 colors that appears in the
Colors dialog box for a stack, a background, ora
card. Color sets are used to specify the colors
available to buttons, fields, and graphicsina
stack. You can choose from at least five color sets
for any stack, background, or card: the standard
system color set, a gray color set, and three
others. You can also add a sixth color set to the
Colors dialog boxes for cards and backgrounds.
When you select a different color set, the .
buttons, fields, and graphics that are affected by

it reflect the new colors.

nt (adj.) The card, background, or stack
you're looking at now. For example, the current
card is the one you see on your screen.
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F

field A type of HyperCard object; a container in
which you type field text. HyperCard has two
kinds of fields—card fields and background
fields.

field text  Text thar appears in a field. Field text can
be edited and searched, while Paint text cannot.

Field tool (1) The tool you use to create, change,
and select fields.

~
L]

l.'rt‘n. t00ls  The tools that appear in the top row
of the Tools menu: the Browse ool (), the
Button tool (=), and the Field tool (T1).

G0 palette  The palette that you can “tear off” the
alternate Go menu. To see the alternate Go
menu, hold down the " key while you pull
down the Go menu.

s M I ¢

lome cards The first five cards in the standard
Home stack, designed to hold burtons thar rake
you to stacks, applications, and documents.

| ]ﬂ—‘qh”\' HyperCard’s built-in script language for

yperCard users.

L

ink A short script, usually in a button but
potentially in any HyperCard object, thar allows
you to move immediately to a specific card in a
stack, to an application, or to a document. For
example, clicking a button thar contains a link
to your Addresses stack takes you immediately
to the first card of thar stack.

locked stack A stack for which “Can’t modify stack”
is selected in the Protect Stack dialog box; a
stack for which Locked is selected in the stack’s
lcon 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 last menu ritle in the menu bar
of a locked stack.

M, N

message A string of characters sent to an object
from a script or the Message box, or that
HyperCard sends in response to an event.
Messages that come from the system—from
events such as mouse clicks, keyboard actions, or
menu commands—are called system messages.
Examples of messages are help and
mouselp.

Message box A special window that you use to send
messages to HyperCard.

O

object  An element of the HyperCard environment
that can have a script associated with it and that
can send and receive messages. There are five

kinds of HyperCard objects: buttons, fields,

cards, backgrounds, and stacks.

PQ

Paint text  Text you type using the Paint Text tool.
Paint text can appear anywhere, while field text
must appear in a field created with the Field
tool. When you finalize Paint text by clicking, it
becomes part of a card or background picture
and cannor be edited except by erasing it and
starting over. Unlike field text, Painr text can't
be searched.
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Paint tools Any of the HyperCard tools you use to
create graphics. The Paint tools are all the wols
below the top row in the Tools menu.

palette A small window that displays icons or
patterns you can select by clicking. You can
open three of HyperCard's palettes—the Go
palette, the Tools palette, and the Patterns
palette—by “tearing off” their respective menus.
See also Go palette and tear-off menu.

Patterns palette  The palette that you can “tear of”
the Patterns menu.

picture  Any graphic or part of a graphic, created
with a Paint tool or imported from an external

file, thar is part of a card or background.

picture insert An item in the Content dialog box for
a report template that consists of the card
picture.

pixel  Short for “picture element”; a single dot on the
screen.,

point  The unit of measurement of the height of a
text character; one point is approximately equal
to one pixel. When you select a font, you can
also select a point size, such as 10-point,
12-point, and so on. (Note that a point on
the Apple 1IGS is larger than the point used

in typography.)

power ]'\L". One of a number of keys on the Applc
IGs 1-.&:'\ rboard that you can press to invoke a
menu command when a Paint tool is active and
the Message box is closed. To turn on the power
keys, choose Power Keys from the Options
menu or select the Power Keys option on the
User Preferences card in the Home stack.

Ahb

program A set of coded instructions describing
actions for a computer to perform. This general
term includes programs such as HyperCard and
system software files as well as application
programs.

R

Recent A special dialog box that holds miniature
representations of up to the last 18 unique cards
viewed. Choose Recent from the Go menu to

get the dialog box.

report template A remplate for printing the
contents of specific background fields in a stack.
You can create your own report templates o
ones thart already exist in a stack. Compare with
card template.

resource fork The part of a file that contains
resources such as icons and sounds.

script - A collection of instructions written in
HyperTalk and associated with a particular
object. You use the script editor to add to and
revise an object’s script. Every object has a scripr,
even though some scripts are empty (that is, they
contain nothing).

script editor A special dialog box in which you can
type and edit a script. The title at the top of the
script editor describes the object to which the
script belongs. You can use keyboard commands
to edit text in the script editor. See also object.

scripting  The act of writing scripts; writing
programs in HyperTalk. Also refers to the user
level that 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 to locate the
-‘ild(.'J:(T d‘-'.'l{l”n(.’n[. or ilPPIiL';lli“n }'rllkl Wit hy
searching the folders listed in the appropriate
field on the Search Paths card in the Home
stack. Each line in a Search Paths field indicates
the location of a folder, including the disk name
(and folder and subfolder names, if any). This
information is called a search path. Ttems in a
search path are separated by colons, like this:
:MyDisk:HyperCard:MyStacks:

eirch Paths ciard - A card in the Home stack used
to store information about the location of
stacks, documents, and applications that you
:n while Hypercard is running, See also

search path.

hared text  Field text that appears on every card
with the same background. Shared text can be
edited only from the card layer. Text in shared
text fields can't be searched.

lack A type of HyperCard object that consists of
one or more cards; a HyperCard document,

VSIEM Message A message sent by HyperCard to
an object in response to an event such as a
mouse click, keyboard action, or menu
command. Examples of HyperCard system
messages are mouseUp and doMenu.

T

tear-off menu A menu chat you can remove from
the menu bar by dragging the pointer beyond
the side or bottom edge of the menu.
HyperCard has three menus that can be torn
off: the alternate Go menu, the Tools menu, and
the Patterns menu. When torn off, these menus

are called palertes.

Tools palette  The palette that you can “tear off” the
Tools menu.

UVWXY,Z

user level A HyperCard setting, ranging from
| to 5, thar determines which of HyperCard's
capabilities are available. You can select the user
level on the User Preferences card in the Home
stack. 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 last card in the Home
stack, where you can set your user level and
select or deselect the Blind Typing, Power Keys,
and Text Arrows options.
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access. See protecting a stack
adding buttons 157-166
to a card or background 152-153
to Home cards 112-116
adding button text 176
adding cards to stacks 122-125
adding fields 207-210
adding graphics 248-292
adding margins ro fields 263-264
adding Paint text 298-301
adding search paths 26
adding text 206-207
to button 176
i@:ld 50-52
with Paint Text tool 298-301
aligning graphics 295-296
alignment in fields, serting 217-218

Apple Preferred File Format, documents in

adding color sets from 273

importing color sets from 278-279

importing graphics from 329-330
AppleShare network

custom icons and 167

launching HyperCard over 119

- Index

using stacks on 55
setting user access for 109-110
applications
adding buttons that open 154157
adding Home card buttons for 114-116
importing graphics from 329-330
opening from HyperCard 52-53
quitting 53
Search Paths card for 24-26
Arrow Keys in Text option. See Text Arrows option
Art ldeas stack 262-263
Authoring level, defined 19
Auto Hilite option 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 also background

burtons; background fields; background layer

adding buttons to 152-153
adding fields to 207-208
adding graphics to 248-292
adding Paint text to 298-300




background(s) (continued) Background command (Edit menu) 136

changing color set for 146-148 background fields. See also fields
checking number of 137 changing appearance of 221-228
color sets for 96 numbering of 232
adding 97-98, 273 and overlapping elements 231-235
changing 146-148, 273, 276-278 placing in report template 352-355
copying 140-141 reordering 233-235
when making new stack 88-90 Shared Text option for 219-220
copying buttons on the same 198 tabbing through 215-216
copying buttons to 199-200 background layer. See also background(s)
copying ficlds on the same 236 card layer vs. 6365, 122, 193
copying fields to 236-238 when adding buttons 152153
copying graphics on the same 324-325 when adding fields 207-208, 209, 210
copying graphics to 325-326 when adding graphics 248
creating new 138 when entering or editing text 219
txpumng a snapshot of 330-331 when selecting graphics 253, 260 .
getting information about 85, 142-143 moving between card layer and 136-137
locating fields on 220-221 overlapping buttons in 195-197
moving between 139-140 overlapping fields in 231-235
moving buttons berween 202-203 overlapping graphics in 302-305
moving buttons from card to 200-201 viewing 136
moving fields between 240-242 background picture 302-303
moving fields from card to 238-239 selecting 261
moving graphics berween 328-329 background scripr, viewing 85
mc:wng graphics from card to 327 backing up
naming or rr.nammg 143 importance of 10
number of cards in 137 when modifying stacks 79
protecting 145-146 Bkgnd Info command. See Bkgnd Info dialog box
for report, selecting 349, 350 Bkgnd Info dialog box 85, 142
r:posxrlonmg buttons on 192-193 Can't Delete option 145-146
repositioning fields on 230 changing color set with 146-147
repositioning graphics on 327, 329 checking number of backgrounds with 137 .
saving graphics on 323 Don't Search option 144
selecting all graphics on 260 excluding backgrounds from searches with 144
white area on, blank space vs. white paint 253 naming or renaming a background with 143
working with 136-149 protecting a background with 145-146
background buttons. See also buttons shortcut for choosing 143
numbering of 194 blank space
and overlapping elements 193-197 selecting graphic without 255, 257-259, 260
reordering 195-196 white paint vs. 253
Share Hilite option 187-189 Blind Typing option 24

0 Index




®
A

access. See protecting a stack
adding buttons 157-166
to a card or background 152-153
to Home cards 112-116
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 Paint text 298-301
adding search paths 26
Jdding ext 206207
to button 176
i@ld 50-52
with Paint Text tool 298-301
aligning graphics 295-296
alignment in fields, setting 217-218

Apple Preferred File Format, documents in

adding color sets from 27:

tmporting color sets from 278-279

importing graphics from 329-330
AppleShare network

custom icons and 167

launching HyperCard over 119

- Index

using stacks on 55
setting user access for 109-110
applications
adding buttons that open 154-157
adding Home card buttons for 114-116
importing graphics from 329-330
opening from HyperCard 52-53
quitting 53
Search Paths card for 24-26
Arrow Keys in Text option. See Text Arrows option
Art Ideas stack 262-263
Authoring level, defined 19
Auto Hilite option 186-187
Auto Tab option 216

B

Back command (Go menu)
Prev command vs. 35-36
for reviewing cards 48
background(s) 135-136. See also background
burtons; background fields; background layer
adding buttons to 152-153
adding fields to 207-208
adding graphics to 248-292
adding Paint text to 298-300




background(s) (continued)

changing color set for 146-148
checking number of 137
color sets for 96

adding 97-98, 273

changing 146-148, 273, 276-278
copying 140-141

when making new stack 88-90
copying buttons on the same 198
copying buttons to 199-200
copying helds on the same 236
copying fields to 236-238
copying graphics on the same 324-325
copying graphics to 325-326
creating new 138
exporting a snapshot of 330-331
getting information abour 85, 142-143
locating fields on 220-221
moving between 139-140
moving butrons between 202-203
moving buttons from card to 200-201
moving fields between 240-242
moving fields from card to 238-239
moving graphics between 328-329
moving graphics from card to 327
naming or renaming 143
number of cards in 137
protecting 145-146
for report, selecting 349, 350
repositioning buttons on 192-193
repositioning fields on 230
repositioning 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 alse buttons

numbering of 194

and overlapping elements 193-197

reordering 195-196

Share Hilite option 187-189

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
background layer. See afso background(s)
card layer vs. 63-65, 122, 193
when adding buttons 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 195-197
overlapping fields in 231-235
overlapping graphics in 302-305
viewing 136
background picture 302-303
selecting 261
background script, viewing 85
backing up
importance of 10
when modifying stacks 79
Bkgnd Info 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't Search option 144
excluding backgrounds from searches with 144
naming or renaming a background with 143
protecting a background with 145-146
shortcut for choosing 143
blank space
selecting graphic without 255, 257-259, 260
white paint vs. 253
Blind Typing option 24

Inclex




sorders, drawing with patterns 291-292
Bring Closer command (Objects menu)
reordering a button with 195
reordering a field with 234
Browse rool
choosing 33
shortcur for 154
editing shared text with 219
editing text with 51, 211-213
locating buttons with 171
locating fields with 211, 221
locked field and 243
drowsing level, defined 19
rowsing methods 32-50
b rus 4-266
Srus ape dialog box 265
bucket 264
changing a graphic’s partern or color with
310-311
positioning 268-269, 311
jutton Ideas stack 154-155
utton Info command. See Button Info dialog box
utton Info dialog box 81
adding text and icon with 164
assigning icon to 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 text with 176
c ing or removing an icon with 177-178
choosing button style with 175
copying an icon with 168-169, 170-171
creating link with 181
creating text button with 159
Family menu, highlighting buttons with 189-190
highlighting button with 186-190
installing an icon with 168171
making button opaque or transparent with 197
naming button with 191
opening a script with 203

Share Hilite option 187-189

Show Name option 191
varying highlighting among cards with 187-190

button names, Finder stack names vs. 27-28
button numbers 194
button(s) 66, 151, 152. See also background buttons;

card buttons

adding to 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 Button 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 text 158-161
deleting 204
disappearing 9
getting informarion about 80-81
highlighting 186-190
on Home cards 15-16, 112-116
linking to cards or stacks 112-116, 180185
locating 171-172
making transparent or opaque 197
managing icons of 166-171
modifying 173-180

by adding, changing, or removing text 176

by choosing style 174-176

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 114-116




button(s) (continued)
for opening cards or stacks 180-185
from Home cards 112-113
for opening documents 114-116
opening scripts of 203
overlapping, solutions to 195-197
readymade 67, 154155
copying 154-157
removing an icon from 177-178
reordering 195196
repositioning 192193
resizing 173
selecaing 72
styles for 174-176
text on. See button text
tools for working with 153-154
viewing 171-172
button text 206
;ldding, ::h:mging, or removing 176
combining with button icon 164
creating 158161
setting or changing style of 176-177
Button rool 153
locating buttons with 80, 171-172
opening a script with 203
repositioning a button with 192-193
resizing a button with 173
shortcut for choosing 154, 209

C
card(s) 4. See also card hields; card layer
adding buttons to 152-153
adding fields to 207-208
adding graphics to 248-292
adding Paint text to 298-300
adding to stacks 122-125
color sets for 96
;lu‘lding 08,273
changing 133-134, 273, 275-276
copying 126
copying buttons on the same 198

copying buttons to 199-200
copying fields on the same 236
copying fields to 236-238
copying graphics on the same 324-325
copying graphics to 325-326
deleting 135
exporting a snapshot of 330-331
flipping through 4243
getting information abour 84, 129
going back o 48-49
goIng Lo \IJL’L'“;(_ 4143
Home 15-16. See alio Home cards
linking buttons to 180-185
locating fields on 220-221
moving. See cards, repositioning
moving buttons to background from 200-201
moving buttons from background to 201
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 berween 240-242
moving fields on 230
moving graphics to background from 327
moving graphics between 328-329
moving graphics on 292-293
naming 130
printing 336-340

creating templare 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. white paint 253
working with 122-135

card buttons. See also buttons

numbering of 194
and overlapping elements 193-197
rcordering 195-196

Index
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changing appearance of 221-228
numbering of 232
and overlapping elements 231-235
reordering 233-235
tabbing through 215-216
Card Info command. See Card Info dialog box
Card Info dialog box 84, 129
Can't 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 card with 130
protecting a card with 132-133
scripting a link with 183
Qortcut for choosing 129
card layer. See also card fields; card(s)
background layer vs. 63-65, 122, 193
when adding buttons 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 background layer and 136-137
overlapping buttons in 194-197
overlapping fields in 231-235

overlapping graphics in 302-305

card picture 302-303

adding to report template 350, 352-355
printing in report 340-343
selecting 261

cript, viewing 84

card templare(s) 336

copying within the same stack 361
creating 343-348

deleting 362

editing 338

exporting to another stack 360
footer for 347

header for 345-346

naming 344

renaming 361-362

selecting 337-338

changes, protecung a stack from 103105
changing a button’s icon 177-178
changing button text 176
changing colors

for a button 179-180

for a field 227-228
changing color sets 272-279

for a background 146-148, 276-278

for a card 133-134, 275-276

for a stack 95-98, 274-275
changing a field’s appearance 221-228
changing a graphic’s appearance 305-317
changing a Home card’s appearance 118
check box burton

Auto Hilite and 186

Share Hilite and 187
Choose ColorSet (Options menu) 275, 277
circles, drawing 281-283
Clear Button command (Edit menu) 204
Clear Field command (Edit menu) 245
Clear Picture command (Edit menu) 332
clicking buttons to move around 38
clicking text 39
Clipboard operations

copying a button 169, 199

copying a card 126

copying a held 237

copying a graphic 326

moving a button 200-202

moving a card 127, 128

moving a field 238-241

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
changing field colors with 227-228

changing stack colors with 96-97, 147-148, 274




color set 95, 272
adding 273
changing 272-279
for a background 146-148, 273
fora card 133-134, 273, 275-276, 276-278
for a stack 95-98, 274-275
for imported graphics 330
importing from a document 278-279
Command key, using with Paint tools 321
Compact Stack command (File menu) 31, 100
Content dialog box, for report template 350-356
Copy Button command (Edit menu) 169, 199
Copy Card command (Edit menu) 126
for creating miniature card 331
Copy Field command (Edit menu) 237
copying a background 88-90, 140-141
copying a button 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
to another stack 360
within the same stack 361
Copy Picture command (Edit menu) 262, 326
Copy Text command (Edit menu) 301
correcting mistakes 87
with Brush 265
with Bucker 269
with Eraser 264, 332
in graphics operations 263-264, 332
in low-memory conditions 319
with Spray tool 267
in text entry 52, 217
undclr:tinj_:_ acard 135
Create QuickLink button 113
creating a background 138

creating a button. See buttons, creating

creating a card template 343-348
creating a field 209-210
creating a graphic 248-292
opaque or transparent 303-305
creating an icon 167
creating links 180-185
with Link To method 181-182
by scripting 183-185
creating a miniature picture of a card 331
creating Paint text 298-300
creating stacks, See stacks, creating
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 tool
Draw Filled option with 289-290
drawing with 280
customizing the Home stack 111-119
Cut Button command (Edit menu) 200, 201, 202
Cut Card command (Edit menu)
adding new first card with 124-125
copying a background with 140
moving a card with 127, 128
Cut Field command (Edit menu) 238, 239, 241
Cut Picture command (Edit menu) 327, 328

[
Delete Card command (Edit menu) 135 .
deleting a background with 148-149
Delete command (Templates menu) 362
Delete key, correcting mistakes wich 87
Delete Stack command (File menu) 110-111
du|cling. See also correcting, mistakes; removing
a background 148-149
a button 204
button text 176
acard 135

a card template 362




deleting (continued)
a ﬁt'd 2‘45
a graphic 332
with Brush 265
with Eraser 264, 332
with Spray tool 267
a report template 362
scripts 91
search paths 26
astack 110-111
text 217
deletion
protecting a background from 145-146
protecting a card from 132-133
protecting a stack from 104-105
desk @liyessory, adding a color set with 273
to a background 148
toa card 134, 276, 278
to a stack 98
directory, Home cards as 15
directory dialog box 11, 25
Don't Search option 46
J{}uhifrclicking. as error 38
louble-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
drawing lines and shapes 279-292
c‘s. ovals, and rectangles 281-283
with different line widths 290-291
filled with patterns 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
luplicating. See copying

E
editing a gmphic 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 Button 169, 199
Copy Card 126
for miniature picture of card 331
Copy Field 237
Copy Picture 262, 326
Copy Text 301
Curt 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
Cur Picrure 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 Button 169, 199-202
Paste Card
adding new first card with 125
copying a background with 141
copying a card with 126
crearing miniature card with 331
making card first in stack with 128
moving a card with 127, 128
Paste Field 237, 240, 241
Paste Picture 263, 326, 327, 328-329
Paste Text 301




Edit menu commands (continued)
Text Style
choosing button text formar with 176
choosing field text format with 217-218
with Paint text 298-299
Undo 87
low memory and 318
Revert command vs. 323
undeleting a card with 135
undeleting field text with 217
undeleting a graphic with 263, 332
user level and 20
Edit Pattern dialog box 271
Edit Template command (Templates menu)
modifying a card template with 344348
modifying a report template with 349, 357-359
selecting cards for printing 338
selecting cards for report 341-342
clements, overlapping
buttons 194-197
helds 231-235
graphics 302-305
entering and editing text in helds 50-52, 211-218
and Text Arrows option 213
Eraser, deleting a graphic with 264, 332
error correction; erasing. See correcting mistakes;
deleting
error messages 78-79
Esc key
going to last card seen with 48
for Undo command, with Paint tools 87, 263, 332
evaluating stacks 76-77
Export command (Templates menu) 360
Export Paint command (File menu) 330-331

177
! r"

[.'."
Family menu, highlighting buttons with 189-190
FarBits option (Options menu) 306-307
field(s) 66, 205, 206
adding to card or background 207-210
adding margins to 263-204

370

changing appearance of 221-228
changing colors for 227-228
'Z.'.'JI-‘I}-'illl_'. 236238
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 transparent 235
moving to another card or background 240-242
moving from background to card 239-240
moving between 214-216
moving from card to background 238-239 .
naming 228-229
numbering of. See field numbers
overlapping of, solutions to 233-235
peeking at 221
preventing word wrap in 212
printing text in 340-343
protecting 242-244
reordering 233-235
repositioning 230
resizing 222-223
for viewing hidden text 212
searching for text in 45-46, 47
exclusions when 46, 131-132, 244
selecting 73
styles for 223-224
tabbing through 214-216 .
tools for working with 208-209

Field Info command. See Field Info dialog box
Field Info dialog box 83

adding margins with 225-226
Auto Tab oprion 216

changing field colors with 227-228
changing field style with 223-224
checking field number with 215
choosing text formar with 217

displaying lines in field with 226-227

Index




Field Info dialog box (continued) Import Paint 278-279, 329

Don't Search oprion 244 New Stack 89
Shared Text option and 220 Open Stack
Lock Text option 242-243 closing a stack with 31
making a field opaque or transparent with 235 getting to Home stack with 26
naming a field 229 moving to another stack with 48
protecting field from search with 244 opening a stack with 27, 28-29
Shared Text option 219-220 Print
Show Lines option 226-227 copying a template with 361
Wide Margins option 225-226 creating a card template with 343
field names, choosing 228-229 creating a report template with 348
field numbers 194 deleting a template with 362
reordering fields and 234 exporting a template with 360
tabbing order and 215 renaming a template with 361-362
field size, changing 222-223 report from current stack 340
ficld@yle, changing 223-224 Print Card 336
field text 206 Protect Stack. See Protect Stack dialog box
adding to cards 50-52 Quit HyperCard 31, 57
changing to Paint text 300-301 Save A Copy 98-99
choosing look of 217-218 user level and 20
clicking 39 files, finding 10-11, 24-26
copying a field with 236-238 file server
copying a field without 236 setting user access for stacks on 109-110
correcting mistakes in 87, 217 using stacks on 55
creating fields for 209-210 Fill command (Paint menu)
entering and editing 50-52, 222-218 changing a graphic’s pattern or color 309-310
and Text Arrows option 213 filling arca with pactern or color 269-270
on every card 219-220 filled shapes, drawing 288-290
hidden, viewing 212 without borders 292
moving through 21-22 Find command (Go menu)
placing in report template 354-355 finding text with 4346
F‘ing reports using 340-343 searching a specific field with 45-46
Shared Text option, for background fields Finder
219-220 changing stack name in 94
Field tool 208-209 copying a stack in 99
locating fields with 82, 220 HyperCard icons and 13-14
repositioning a field with 230, 233 finding buttons 171-172
resizing a field with 222 finding a file
File menu commands directory dialog box for 11, 25
Compact Stack 31, 100 Search Paths cards for 24-26
Delete Stack 110-111 finding text. See searching for text
Exporr Paint 330-331 finding a transparent field 211

Index 377




Find Whole command 4647
First command (Go menu) 35

making card first in stack with 124, 128
Flip Horizontal command (Paint menu) 316-317
flipping a graphic 316-317
flipping through cards 42-43
Flip Vertical command (Paint menu) 316-317
font, setting 217-218
Font menu, for report template 354-355
font size, choosing 217-218
Footer dialog box

for card template 347

for report template 358-359
FIYPE.HyperCard 13

(s
General tools 68, 69
Go menu commands 34-36
Back
Prev vs. 35-36
reviewing cards with 48
Find 4346
searching a specific background field with
45-46
searching for a whole word or phrase with
4647
First 35
making card first in stack with 124, 128
Help 53
Home 206, 50
icons for 36-37

Last 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
graphic(s) 66

adding to card or background 248-292

adding to card template header or footer 346, 347

adding to 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 horizontally 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 sets and 95, 272
changing 272-279
with imported picture 330 .
combining options for 297
copying 324-326
to another card or background 325-326
readymade graphics 262-263
on same card 324-325
creating 248-292
opaque or transparent 303-305
creating buttons with 165-166
creating your own patterns for 270-271
deleting 332
drawing lines and shapes 279-292
circles, ovals, and rectangles 281-283
with different line widths 290-291
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 transparent 303-305
miniature pictures of cards 331




graphic(s) (continued)
moving 292-293
to another card or background 328-329

on specific cards 187-189
Home cards 15-16
adding buttons to 112-116

from card to background 327
uutlining 314
overlapping, solutions to 303-305
painting with Brush 264-266
painting with Bucker 267-269, 310-311
painting with Spray tool 266-267
with Paint text. See Paint text
readymade 67, 262-263
repositioning 263, 292-293, 303, 326
reverting to last version of 323-324
rotating 315-316
sgging on card or background 323
iting 74, 253-261
all in current layer 260
after creation 259
entire card or background picture 261
nonrectangular area 255-257
rectangular area 254-255
without white space 255, 257-259, 260
special effects with 293-297
text with. See Paint text
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
hidden menu bar, viewing, 32

highlighting, adding to burtons 186-190

buttons on 15-16, 112-116
changing appearance of 118
renaming 117-118
returning to 50

Home command (Go menu) 26, 50
Home stack 14-26

as Apple IIGs control center 119
copying a button from 170-171
customizing 111-119

deletion warning 15

going to (Home command) 26, 50
installing an icon in 167, 168-169
locating 11

Search Paths card 24-26

startup and 10-11, 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
introduction to 1-6
layers of elements in 193—-194
in network environment 55
opening applications from 52-53
quitting 57
readymade elements in 67. See abo specific elements
running from locked disk 56
software requirements for 7
starting 1013
starting Apple IIGS with 119
uses for 2-3

HyperCard Help stack 53-54

HyperCard 16s Reference vs. 54
readymade button for 155




HyperCard.lcons file 13
HyperTalk 2, 63
adding a color set with 273
b, 89 backerpund 148
to acard 134, 276, 278
to a stack 98
help sources 53-54
printing options with 333

[,]
icon(s)
assigning to buttons 161-164, 177-178
copying 167, 168-171
creating 167
creating buttons with 161-164
Finder and 13-14
iml;‘.]“ing
by copying and pasting a button 168-170
managing 166171
I'crnm'ing from buttons 177-178
selecting, selecting graphic vs. 254
lcon dialog box 162-163
changing or removing an icon with 177-178
copying a button with 168, 170
lcon Editor stack, role of 167
ImageWriter, Print dialog box for 339
importing a graphic 329-330
[mport Paint command (File menu) 278-279, 329
installing HyperCard 9-10
Finderand 13-14
installing an icon
by copying and pasting a button 168-170
with [con dialog box 170-171
Invert command (Paint menu) 313

K

Keep command (Paint menu), 323
low memory and 318

](t')-‘l‘:(}:lr(' Htl{!r[(”t.‘i. \S‘C’f' .rf.l'i\'-l’} .‘P{"f'arfa:r.' ﬁ':'ijlx'j
for choosing rools 209

for Go menu 36-37
Power Keys oprion 319-320

for reordering ields 234

L
labels, printing 359
LaserWriter
Print dialog box for 339
printing labels on 359
Lasso, selecting graphics with 74, 256-260
all in current l;l_vcr 260
entire card or background picture 261
Last command (Go menu) 35
layers. See background layer; card layer
layout for report 351-352 .
previewing 356
lines
displaying in a field 226-227
drawing 280-281
patterned, drawing 291-292
varying width of 290-291
Line Size dialog box (Options menu) 290-291
line spacing, setting 217-218
Line tool
choosing 280
drawing with 280-281
line width, selecting 290-291
linking information 6
creating burtons for 180-185
by Link To method 181-182
by scripting 183-185 .
using Create QuickLink button for 113
stack renaming and 94
Link To box 181-182
locating buttons 171172
locating fields 220-221
locked disk, running HyperCard from 56
locked stacks 13
making changes to 105
using on file server 55, 109-110
locking and unlocking hields 242-243

Index

e

#




looking back through cards seen recently 48-49
looking at scripts 203
inuhing through stacks. See moving through stacks

M
magnifying a graphic for editing 305-307
mailing labels, printing 359
managing icons 166-171
MATgINS
adding to fields 263-264
adjusting for report 351
||1L'|“U[__‘|.’
checking 7-8
low
aint tools and 318-319
symptoms of 8-9, 318
working with 9, 319
requirements 6, 7
menu bar
in h;u_kgmund layer 136
viewing hidden 32
menus. See also specific menus
hidden 32
with Paint tools 251-253
stack 32
Message box
and Find command 43-44, 45-46
and Find Whole command 47
getting help with 53
gerting to Home stack with 26
@ ¢ o card with 4143
moving to another stack with 48
moving between backgrounds with 139-140
moving through stacks with 42-43
opening an application from 52-53
opening a stack from 27, 28
returning to Home stack wicth 50
miniature picture of card, creating 331
mistakes. See correcting mistakes
modifier keys, using with Paint tools 321

modifying a buttons appearance 173180
modifying an icon 167
moditying stacks 78-87
protection from 103-105
moving back through cards seen recentdy 48-49
moving between backgrounds 139-140
moving a button 200-203
to another card or l'r;lui-;grmmd 202-203
from background o card 201
from card to background 200-201
moving a card 127-128
moving a field 230
to another card or background 240-242
from background to card 239-240
from card to background 238-239
moving a graphic 292-293
to another card or background 328-329
from card to background 327
moving a lulnpfutu 360
moving through helds 214-216
moving through stacks 21-23, 32-50
with arrow keys 39-40
by clicking buttons 38
by clicking text 39
by flipping through cards 42-43
with Go menu 34-36
with Go palerte 36-37
with Message box 42-43
reviewing cards viewed 4849
by searching for text 43-47
moving through rext 21-22
from one field to another 214-216
Text Arrows option for 213
multiple lines or shapes, drawing 293-295

N

naming a burton 191-192

naminga card 130

naming a field 228-229

naming or renaming a background 143




naming a stack 93-94
nerwork
custom icons and 167
launching HyperCard 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 with an icon 161
creating a button with rext 159
New Button (Objects menu) 114-116
New Card command (Edit menu) 123, 124
copying a background with 140, 141
New Field command (Objects menu) 209-210
New Stack command (File menu) 89
New Srack d.i:]]()g box 89-90
New Template command (Templates menu) 344,
348-349
Next command (Go menu) 35
nonrectangular graphic, selecting 255-257

Q)
Objects menu commands
Bkgnd Info dialog box 85, 142
changing color set with 146-147
checking number of cards that share
background 137
naming or renaming a background with 143
protecting a background with 145
search exclusions with 144
Bring Closer command
reordering a button with 195
reordering a field with 234
Button Info dialog box 81
changing button style with 175
changing button text with 176
creating a text button with 159
installing an icon with 168-171
making button opaque or transparent with 197
naming a button with 191
opening a script with 203

382

Card Info dialog box 84, 129
changing color set 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 stacks with 80
Field Info dialog box 83
;Rlding Mmargins with 225-226
changing field style with 223-224
choosing text format with 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 114-116
creating a button with an icon 161
creating a burton with text 159
New Field command, for creating a field 209-210
Send Farther command
reordering buttons with 195
reordering fields with 234
Stack Info dialog box 86, 92
changing color set with 96-97, 274-275
checking free space with 100
checking number of backgrounds with 137
opaque buttons, changing to transparent 197
opaque fields, creating 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 document 52-53
adding a burton to Home card for 114-116
opening HyperCard 10-13
at startup 119
opening a stack 27-30
adding button to Home card for 112-113
closing old stack and 31
locked 30

Index




opening a stack (continued)
with a password 29
readymade buttons for 155
Open Stack command (File menu) 27, 28-29
closing a stack with 31
getting to Home stack with 26
moving to another stack with 48
Option key
copying a button with 198
copying a field with 236
using with Paint tools 321
Options dialog box, adjusting printing options in
339, 342-343
Options menu
Brush Shape command 265
(gmose ColorSer 275, 277
cOMmbining options in 297
Draw Centered option 281, 282
Draw Filled option 288-290
Draw Multiple option 293-294
Draw Outlined option 283
Edit Pattern command 271
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
Owal tool 281

overla ping elements, solutions to
t¢115 195-197
hields 233-235

gmphics 303-305

P

padlock in menu bar, for locked stacks 30, 79, 105

Page Setup dialog box, selecting printing options in
334-336

Paint hile, importing a color set from 278-279

Painting level, defined 19
and Power Keys option 24
Paine menu commands
Fill 269-270
changing a pattern with 309-310
Flip Horizontal 316-317
Flip Vertical 316-317
Invert 313
Keep 323
low memory and 318
Opaque 304
Pickup 311-313
Revert 319, 323-324
Rotate Left 315-316
Rotate Right 315-316
Select 258, 259, 260
Select All 261
Trace Edges 314
Transparent 304
Paint texc 206, 298
adding 298-301
changing field text to 300-301
choosing a format for 298-299
preset format for 298
Paint Text tool
choosing 298
power keys disabled with 320
Paint tools 68, 69, 249-251. See also specific tools
choosing 71
double-clicking, effects of 322
Girid opuion and 296
low-memory conditions and 9, 318
menus with 71, 251-253
for special effects 293-297
Tilde (-) key with, 263, 332
using modifier keys with 321
password
opening a stack with 29
removing 108-109
setting 101-102
user level serting and 106, 107

Index
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Paste Burton command (Edit menu) 169, 199-202
Paste Card command (Edit menu)
adding new first card with 125
copying a background with 141
copying card with 126
creating miniature card with 331
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
Paste Text command (Edit menu) 301
patterns, changing 309-313
Parterns menu
ch:inging or crrcuting a pattern on 270-271
choosing a pattern from 268, 269, 288, 291
editing a pattern on 270-271
tearing off 252
Patterns palette 252-253
choosing a pattern from 288, 291
shortcut for showing or hiding 252
peeking
at buttons 171-172
at fields 221
Pencil
drawing with 281, 287
editing a graphic with 307
phrase, searching for 4647
Pickup command (Paint menu) 311-313
picture insert, adding to report template 350,
352-355
pictures. See background picrure; card picrure;
graphics
planning a stack 75
PUH'ITL‘I'S
arrow
with Button tool 157
copying a graphic with 325
moving a graphic with 292-293
Brush shape 265
Bucket
changing a graphic’s pattern or color with
310-311

384

positioning 268-269, 311

crosshair
drawing circles, ovals, or re rangles 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 with 254-255
[-beam 51
adding Paint text with 298
editable field shown by 211, 212
for editing rext 51, 52
failure to appear 212-213
locked field and 243
Spray tool 266
Tools palerte and 70 .
polygons, drawing 283-286
Polygon Sides dialog box 283-284
choosing shape in 283-284
Polygon tool
choosing 285
Draw Filled option with 289-290
drawing with 285-2806
Power Keys option 23, 319-320
power 1{:‘:}’5 listed 320
Prev command (Go menu), Back command vs.
35-36
Preview dialog box, checking report layout with 356
Print Card command (File menu) 336
Print dialog box
choosing a card template with 337
choosing a report template with 341 .
copying a template with 361
creating a card template with 343-348
creating a report template with 348-359
deleting a template with 362
exporting a template with 360
printing all or range of cards with 337-340
printing cards in stack with 337-340
printing a report with 340-343
renaming a template with 361-362
printer driver required 7

Indlex




printing 333-359 RAM icon, checking memory with 7-8

card pictures 340-343 readymade buttons 67, 154-155
cards 336-340 copying 154-157
creating template for 343-348 readymade graphics, copying 262-263
entire stack 336-340 Recent command (Go menu) 49
single 336 rectangles, drawing 281-283
specific 336, 338 Rectangle tool 281
field text 340-343 rectangular area of graphic, selecting 265-255
mailing labels 359 Regular polygon ool 283-285
Page Setup options for 334-336 removing button text 176
preparing for 334-336 removing an icon 177-178
reports 340-343. See alio report templace(s) removing a password 108-109
Private Access check box 101 removing search paths 26
protected cards, deleting 135 renaming a background 143
protected stacks renaming a button 191-192
f,‘lil]g 30 renaming a card 130
ecrying to delete 111 renaming a field 228-229
types of 101 renaming a Home card 117-118
protecting a background from deletion 145-146 renaming a stack 93-94
protecting a card from deletion 132-133 renaming a template 361-362
protecting a stack 101-110 reordering buttons 195-196
from changes or deletion 103-105 reordering cards. See repositioning cards
on a file server 109-110 reordering fields 233-235
by limiting user level 106108 reordering graphics. See repositioning graphics
with a password 101-102 reports, printing 340-343. See alsoreport templare(s)
Protect Stack dialog box report template(s) 336, 340, 343
limiting user level with 106-108 copying within the same stack 361
preventing changes or deletion with 103—105 creating 348-359
removing a password with 108 deleting 362
restricting access with 101-102 editing 341-342
setting file server access with 109, 110 exporting to another stack 360
..ng password with 101-102 for mailing labels 359
naming 349
0 previewing cell layout for 356
X renaming 361-362

Quit HyperCard command (File menu) 57

: 3 saving 359
for closing stack 31

selecting 341
.\pcuii}'iug content for 350, 352-356

R Np(_’t_'iiic.'ing footer for 358—-359

radio button specifying header for 357-358
Auto Hilite and 186 specifying layout for 351-352
Share Hilite and 187 repositioning buttons 192-193
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repositioning cards 127-128
repositioning fields 230

repositioning graphics 263, 292-293, 303, 326

after copying 326
after moving 327, 329
resizing a button 173
to show text 160
resizing a field 222-223
for viewing hidden text 212
resizing a graphic 308
resource fork, icons stored in 167
restoring a graphic 323-324
restricting access. See protecting a stack
Revert command (Paint menu) 319, 323-324
Rotate Left command (Paint menu) 315-316
Rotate Right command (Paint menu) 315-316
rotating a graphic 315-316
Rounded Recrangle tool 281

'q’
Save A Copy command (File menu) 98
Save A Copy dialog box 98-99
saving graphics 323
saving a report template 359
saving a stack copy 98-99
scanned graphics, as card element 66
scanner, importing gruphicﬁ 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
prL'—pl'ugl".ln1|11L’*Li 1%4
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stack, viewing 86
stack modification warning 78-79
viewing 80-86, 203
Scrolling field style, in Field Info dialog box 224
searching for text 4347
exclusions when 46, 131, 143—144, 244
hint text excluded from 300
Shared Text option and 220
in a specific field 45-46, 47
speeding up 45
stopping 44
for whole word or phrase 4647
search paths 25
Search Paths cards 24-26
Select All command (Paint menu) 261
Select command (Paint menu) 258, 259, 260
selecting a burtton 72 .
sclc-._‘ling a field 73
selecting a graphic 74, 253-261
all in current layer 260
after creation 259
entire card or background picture 261
nonrectangular area 255-257
rectangular area 254-255
selecting an icon vs. 254
without blank space 255, 257-259, 260
selecting an icon, selecting a graphic vs. 254
selecting a pattern 253
selecting printing options 334-336, 339
selecting text format 217-218
Selection tool 74, 254, 257, 261
Send Farther command (Objects menu) .
reordering buttons with 195
reordering fields with 234
Set Password burtton (Protect Stack dialog box) 101
shapes
drawing
circles, ovals, and rectangles 281-283
free-form 280-281
polygons 283-286
drawing patterned borders for 291-292
filled, drawing without borders 292
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Shared Text option, making text appear on every card

with 219-220
Share Hilite option 187189
Shift key, using with Paint tools 321
Show All Cards command (Go menu) 42
size of button, changing 173
size of field, changing 222-223
size of graphic, changing 308
software requirements 7
special graphic effects 293-297
Spray tool 264
painting with 266-267
Spray tool pointer 266
stack(s) 5-6
adding cards to 122-125
hﬁup, importance of 10
c¥®remplates for, saving 348
on CD-ROM 56
changing name of 93-94
closing 31
color set for, changing 95-98, 274-275
compacting before closing 31
copying buttons berween 167, 168-171
copying a template within 362
creating 59-78
card layer vs. background layer 63-65
by copying from other stacks 88-91, 90-91
evaluation while 76-77
by modifying existing stacks 78-87
planning 75
SCriprs for 63
ps in 88-91
ools for 68-71
creating new backgrounds for 138
L{t‘]cliﬂg 110-111
examining parts of 80-86
exporting a template to 360
on file server 55
getting information abour 86, 92
icons for 5
links between 6
creating 180-185

locating buttons in 171-172
locked 13
making a card firstin 128
modifying 78-87
moving between 48
moving a card in 127-128
moving a template between 360
moving through 21-23, 32-50
with arrow keys 3940
with buttons 38
by clicking text 39
by flipping through cards 42-43
with Go menu 34-36
with Go palette 36-37
with Message box 4243
reviewing cards viewed 48-49
by searching for text 4347
naming or renaming 93-94
opening 27-30)
adding a burton to Home card for 112-113
readymade buttons for 155
planning 75
printing all cards in 336-340
printing options saved with 335
protecting 101-110
from changes or deletion 103-105
on a file server 109-110
by limiting user level 106-108
from unauthorized access 101-102
readymade elements in 67
readymade graphics from, copying 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 127128
H.'lmpl:.' 60-63
saving a copy of 98-99
scripts and 63
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stack icons 3
startup from 12
Stack Info command. See Stack Info dialog box
Stack Info dialog box 86, 92
changing c0]or set wirh 96-97
for a statk 275
checking free space wlth 100
checking number of backgrounds with 137
shorteut for choosing 92
stack menus 32
stack names, in Finder vs. on button 27-28
stack script, viewing 86
starting HyperCard 10-13
at Apple I1Gs startup 119
Startup Info dialog box (AppleShare network) 119
style of button, choosing 174-176
style of button text, setting 176177
ni'_‘r']L‘ of hield,
style of field rext. See text format
Style menu
choosing button style with 175-176
choosing field text formar with 218
choosing field style with 224
setting button text with 176

changing 223-224

system software requirements 7/

lab key, moving through fields with 214-216
rm:dcrmﬂr [1eld‘; and 234
lLl'I‘l['lLi[C[.) See card [L‘I’!lplllL[‘- ; report ELTTIPl..IlL’ 5)
Template :.|1L-Llr;)f_,; box
choosing cards to print with 338
creating a card template with 344-348
Templates menu commands
Delete 362
Edit Icmpi.lu 338, 341-342
creating a card tem ‘-l.m with 344348
Creating a report lcmph[c with 349, 357-359
Export 360
New Template 344, 348-349
testing a button 157

after copying 200
after moving 203
testing a link 182, 185
text. See also button text; field text; Paint text
Arrow Keys in Text option 21-23, 3940, 213
combining with an icon 164
creating a burton with 158-161
formatting. See text format
role of 205
searching for 4347
LI\LtU‘.\lUIL\ when 46, 131, 143-144, 244
Paint text excluded from 300
Shared Text option and 220
types of 206
determining 212
Text Arrows opuion 21-23, 3940
moving through text with 213 .
text helds. See field(s)
text formar
choosing 217-218
for Paint text 298-299
specifying in report template 354-355
Text Style dialog box
for burtton text style 176-177
for choosing field rext formar 217-218
for I._I"IUE}HH'I:U report fonr 354-355
for Paint text 298-299
shortcut for opening 217
text style. See text formar
Tilde () key
for looking through cards viewed 48
for undeleting a graphic 263, 332 .
Tools menu 68-71. See also specific tools
choosing a border tool from 292
Draw Filled option and 289
shortcuts
for choosing General tools 154, 209
for painting commands 320
tearing off 70
for working with buttons 72, 153-154
for working with fields 73, ll}H 209
tor working with graphics 74, 249-253
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Shared Texr option, making text appear on every card

with 219-220
Share Hilite option 187189
Shift key, using with Paint tools 321
Show All Cards command (Go menu) 42
size of burton, changing 173
size of field, changing 222-223
size of graphic, changing 308
software requirements 7
special graphic effects 293-297
Spray tool 264
painting with 266-267
Spray tool pointer 266
stack(s) 5—6
adding cards to 122-125
bagmtip, importance of 10
cM® templates for, saving 348
on CD-ROM 56
changing name of 93-94
closing 31
color set for, changing 95-98, 274-275
compacting before closing 31
copying buttons between 167, 168—171
copying a template within 362
creating 59-78
card layer vs. background layer 63-65

by copying from other stacks 88-91, 90-91

evaluation while 76-77

by modifying existing stacks 78-87

planning 75

scripts for 63

psin 88-91

ools for 68-71
creating new backgrounds for 138
deleting 110-111
examining parts of 80-86
exporting a template to 360
on file server 55
getting informartion abour 86, 92
icons tor 5
links between 6

L’['L';I[J[lg 180185

qulting buttonsin 171-172
locked 13
making a card first in 128
modifying 78-87
moving between 48
moving a card in 127-128
moving a template berween 360
moving through 21-23, 32-50
with arrow keys 3940
with buttons 38
by clicking text 39
by flipping through cards 42-43
with Go menu 34-36
with Go palette 36-37
with Messagcf box 42-43
reviewing cards viewed 48-49
by searching for text 4347
naming or renaming 93-94
opening 27-30
adding a button to Home card for 112-113
readymade buttons for 155
planning 75
printing all cards in 336-340
printing options saved with 335
protecting 101-110
from changes or deletion 103-105
on a file server 109-110
by limiting user level 106-108
from unauthorized access 101-102
readymade elements in 67
readymade graphics from, copying 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
sample 6063
saving a copy of 98-99
scripts and 63
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lools palette Blind Typing option and 24

choosing a tool from 70-71 Compact Stack command and 31
creating 70 File and Edit menus with 20
ITrace Edges command (Paint menu) 314 limiting 106-108
rransparent buttons listed 19
changing opaque buttons to 197 Power keys option and 23
creating 157-158 setting or changing 17-18
transparent fields User Preferences card vs. stack 21
changing opaque fields to 235 User Preferences card 17-24
creating 210 Arrow Keys in Text option 21-23, 39
finding 211 Blind Typing option 24
transparent graphics, creating 303-305 Power Keys option 23, 319-320
Iyping level, defined 19 stack user level vs. 21
typing mistakes, correcting 87. See also correcting
mistakes v
_ viewing cards quickly 42-43
[ viewing cards seen recendy 48-49
undeleting a card 135 viewing scripts 80-86, 203

umlcic’{ing field text 217
undeleting graphics 263-264, 332
Undo command (Edit menu) 87
low memory and 318
Revert command vs. 323

undeleting a card with 135

white paint, blank space vs. 253
Wide Margins, for fields 225-226

word, searching for 46-47

undeleting field text with 217 write-protected stack, opening 30
undeleting a graphic with 263, 332
unlocking a field 243 XY 7
Jutlics Qe Pathiand JE-I¢ SR . . -
updating Search | "“_!“ card 42=20 XCMD, adding a color set with 273
user levels 17-21. See ;zz{m_,g;.rn-'r{_fu‘ levels to background 148, 278
Arrow Keys in lext option and 21 toacard 134, 276
Inclex 23y






