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Academic Courseware Exchange License Agreement 

CarefulJy read the following terms and conditions of I.his 
agreement before using this package. Using this package 
indicates your acceptance of these terms and conditions. If you 
do not agree to these terms and conditions, promptly return lhe 
unused diskette and other components of the courseware 
package lO the Kinko's store where you purchased them and 
your money will be refunded. No refunds will be given for 
courseware packages which have been used or are missing 
components. 

1. License. You have a non-exclusive and non-transferable 
license to use the enclosed courseware program. You may use 
the courseware program on a single computer at a time. You 
may not use, copy, modify or transfer the courseware program 
or any of its related documentation, in whole or in part, except 
as expressly provided for in this license agreement. 

2. Copyright. The course ware program and related documen­
tation are copyrighted. You may not copy the courseware 
program or its documentation except that you may make one 
(1) copy of the courseware program for back-up purposes. The 
back-up copy must display lhe copyright notice. All olher 
copies are in violation of this license agreement. 

3. Confidentiality. You may not sell, transfer, publish, dis­
close, display or otherwise make available any courseware 
program or copies thereof to olhers. The course ware program 
is a trade secret of Kinko's or of lhe parties under whose license 
Kinko's Service Corporation provides the courseware pro­
gram. Violation of this provision shall be the basis for 
immediate termination of this license. Termination of this 
license shall be in addition lO and not in lieu of any olher legal 
or equitable remedies available to Kinko's Service Corpora­
tion. 

4. Term. This license shall beeffectiveuntil terminated. You 
may terminate the license by destroying the courseware pro­
gram and all related documentation. In addition, this license 
shalJ terminateforfailuretocomply with any term orcondition 
of this license agreement. In theeventthis license is terminated 
by your failure to comply with this license agreement, you 
agree lO destroy all copies of the course ware program and its 
related documentation. 

S. Limited Warranty. The courseware program is provided 
"as is" wilhout warranty of any kind, either expressed or 
implied, including, butnot limited to, the implied warranties of 
merchantability and fitness for a particular purpose. Should 
thecourseware program prove defective, you (and not Kinko's 
service corporation or any Kinko's Service Corporation affili­
ate or distributers) assume the entire cost of all necessary 
servicing, repair or correction. Further, Kinko's Service Cor­
poration, or any Kinko's Service Corporation affiliate or dis­
tributers does not warrant, guarantee or make any representa-

Lions regarding your requirements or that the courseware 
program is free of errors. 

Kinko's Service Corporation does warrant to the original 
licensee that the diskette(s) on which the program is recorded 
to be free from defects in materials and workmanship under 
normal use for a period of ninety (90) days from the date of 
delivery as evidenced by a copy of your receipt. 

Kinko's Service Corporation's entire liability and your exclu­
sive remedy shall be a) the replacement of any diskeue(s) not 
meeting the "Limited Warranty" specified in this license 
agreement and which is returned to Kinko's Service Corpora­
tion or any authorized Kinko's with a copy of your receipt, or 
b) if Kinko's Service Corporation or an authorized Kinko's is 
unable to deliver a replacement diskelte(s) which is free of 
defects in materials or workmanship, you may terminate this 
license and your money will be refunded. 

The above warranty is the only warranty of any kind. Some 
states do not allow the exclusion of implied warranties, so the 
above limitation or disclaimer may not apply to you. This 
warranty gives you specific legal rights and you may also have 
other rights which vary from state to state. 

Neither Kinko's Service Corporation nor anyone else who has 
been involved in the creation, production, or delivery of this 
courseware program shall be liable for any direct, indirect, 
consequential or incidental damages arising out of use or 
inability to use such courseware program even if Kinko's 
Service Corporation or any Kinko's affiliate has been advised 
of the possibility of such damages, or for any claim by any other 
party. 

6. Controlling Law. This license agreement shall be governed 
by the laws of the State of California and shall inure to the 
benefit ofKinko's Service Corporation, its sucessors, admin­
istrators, heirs and assigns. 

7. Acknowledgment You acknowledge that you have read 
this agreement, understand it, and agree to be bound by its 
terms and conditions. You further agree that it is complete and 
exclusive statement of the agreement between the parties and 
supercedes all proposals and prior agreements, whether verbal 
or written, and any other communications between the parties 
relating to the subject matter of this license agreement. 

Should you have any questions concerning this License Agree­
ment, you may contact Kinko's Service Corporation by writing 
to: 

Kinko's Service Corporation 
Academic Courseware Exchange 

255 W. Stanley Ave 
P.O. Box 8000 

Ventura, CA 93002-8000 
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The purpose of HyperTrainer! is to provide an introduction to the concepts of 
HyperCard. HyperTrainer! provides a summary of the important points of HyperCard, 
and provides the user with many samples and explanations. It is assumed that the 
user has some experience with the Macintosh. If not, they should read the manuals 
that come with the Macintosh and with the HyperCard disks and be familiar with 
them before using HyperCard and HyperTrainer!. 

The HyperTrainer! stack is divided into seven parts: 
• Part one provides general information about HyperCard. 
• Part two contains more detailed information about the actual structures that 

make up HyperCard. This section is essential for anyone who wishes to 
program in HyperCard. 

• The other five sections of HyperTrainer! provide information about the 
menus and properties of each user level in HyperCard: Browsing, Typing, 
Painting, Authoring, and Scripting. 
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~ r::s... - t I g,~ •l I !! :~·· >' = About HyperCe.rd 
~ ~~· 

G'Jl HyperCe.rd. Structures -· ... ... _...... ... _ ..... .... ---.... 

GETTING STARTED 

About HyperCe.rd 
Getting around in HyperCard 
Some Example Buttons 
About the Arrow Keys 
Visualizing Stacks 
About the Home Ste.ck 
About the Preferences Ce.rd 
About the Message Box 
About Message Box (cont'd) 
Useful Key Combine. tions 
Visual Effects 
About Fonts 
About Fonts (cont'd) 

To get started, you must have your HyperCard vl.0, vl.1, or vl.2.1 stack and the 
Home stack in a folder on your hard drive; or on a floppy disk complete with 
start-up/system/finder files. (See your Macintosh and HyperCard manuals for more 
detailed information about copying files and creating a start-up disk). 

After the two introductory screens have appeared, click on the "Index" button to 
get into HyperTrainer! When you click on any of the seven main buttons shown 
above (About HyperCard ..... Scripting), a menu will appear in the field at the right. 
Some of the fields will be scrolling fields. Click on any line to go to the desired topic in 
each level of HyperCard. Click the directional arrow ''buttons" to get around each 
section. Some cards have additional buttons on them for you to click. Each section 
takes you through informational cards about HyperCard. You will encounter 
INFORMATION buttons along the way. Click them for further help and explanations. 
Please note that each section "wraps around" to the first card after you have moved 
through every card in any given section. On each card you will find Index, Home, 
and Quit buttons which provide you with a way to get around or out of the stack. 
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HYPERCARDSTRUCfURES 

HyperCa.rd Structures 
Objects & Hierarchy 
Hierarchy Tree 
Messages 
About Messages (cont'd) 
Sta.ck, Bkgnd, & Ce.rd Handlers 
Field Ha.ndlers 
Button Handlers 
About Stacks 
About Backgrounds 
About Backgrounds (cont'd) 
About Cards 
About Fields 
About Fields (cont'd) 
Example Fields 

Quit! 

This card will appear when you click on the HyperCard Structures button. When 
you click on any topic in the field at right, you will automatically go to that topic area 
within the section HyperCard Structures. This is a scrolling field, so by clicking the 
arrow at the bottom of the field, more topics will be revealed. 
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BROWSING 

Browsing 
Browse File Menu 
Browse Edit Menu 
Browse Go Menu 

Quit! 

This card will appear when you click on the Brawsing button. When you click on 
any topic in the field at right, you will automatically go to that topic area within the 
Browsing section. 
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TYPING SECTION 

Typing 
Typing File Menu 
Typing Edit Menu 
Typing Go Menu 

Quit! 

This card will appear when you click on the Typing button. When you click on 
any topic in the field at right, you will automatically go to that topic area within the 
Typing section. 
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PAINTING SECTION 

Painting 
About Power Keys 
List of Power Keys 
About Tear-off Menus 
Selection Tool 
Lasso Tool 
Pencil Tool 
Paint Brush Tool 
EnserTool 
Straight Line Tool 
Spray Pe.int Tool 
Rectangle Tool 
Rounded Rectangle Tool 
Pe.int Bucket Tool 
Oval Tool 

Quit! 

This card will appear when you click on the Painting button. When you click on 
any topic in the field at right, you will automatically go to that topic area within the 
section Painting. This is a scrolling field, so by clicking the arrow at the bottom of the 
field, more topics will be revealed. 
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AUTHORING SECTION 

Authoring 
Authoring File Menu 
Authoring Edit Menu 
Authoring Go Menu 
Authoring Tools Menu 
Authoring Objects Menu 

This card will appear when you click on the Authoring button. When you click 
on any topic in the field at right, you will automatically go to that topic area within 
the Authoring section. 
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SCRIPTING SECTION 

Scripti.ng 
About Containers 
About V e.rie.bles 
Abcut Procedures 
About Functions 
About Target 
Ger.eral Commands 

I 
Function Com ma.nds 
Ma.th Functions 
Glob al Prop et ii es 
Pa.int Properties 
Fielcl Prope11i~s 
Button Properties 

'

Specit1.l Commands 
Compound Statements 

Quit! 

This section has several important parts to it. When you click on any line of text 
on the field at the right, you will automatically go to that topic area. This is a scrolling 
field, so when you click over the arrow at the bottom of the field, more topies will be 
revealed. 

•You will also find a button on each card contained in the Scripting section that, 
when clicked, reveals a scrolling field containing all HyperTalk commands (with 
examples). Just click on any line in the scrolling field to go to that command. 
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Index 

Scripting Exa01ple .. 'i ... 

(Toggling radio buttons) ( Disable menus )( Tn.ppingfortU 

( Moving buttons ) ( Undisa.ble menus ) ( Selection container ) 

(Self-modifying scripts ) ( Trapping a. keystroke ) ( Selecting a. word ) 

( Simple animation ) ( Tnpping~return ) ( Selecting a. line ) 

( ) ~"') ( ) ~ Edit button script . ...... __ A_u_to_ou •• _t11_·n_e __ 

•The buttons a.hove give examples of (somewhat) tricky code tha.tyou 
might find useful. The buttons below give examples of ~he basic lo.'.lp 
structures in HyperCa.rd. Click on one of the buttons to see its script. 

( If-then ) 

(If-then-else) 

( Repea.t-with) 

~epea t-w hile) 

F.epea.t-until 

•· > 

::f·:. Find HyperTalk Command 

SCRIPTING EXAMPLES CARD 

There are many useful samples of script included with HyperTrainer!, located on 
the Scripting Examples card shown above. When you click on any of the buttons 
positioned on this card, HyperTalk script associated with the button name will appear 
in a replica of the edit script box. There will also be a few lines of "commented out" 
information about each script you access. Feel free to copy and paste any lines of script 
from the replica of the edit script box (and put them into an actual edit script box) for 
experimentation or use in a stack, card, background, button, or field script of your 
own. 
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Scripting Lessons 
..---------------.....---------
Here a.re some exe.m pl es of script. 
Try clicking on e. command line 
or typing script in the right htnd 
side e.nd click the 'Run script' 
button to see it run: 
• go to next ca.rd 
• go to previous ca.rd 
•show message box 
•visual wipe up 
• play 11 meepmeep 11 

• put 10 into ca.rd field A 
• put 11 into card field B 
• add card field A to card field B 

··f Find HyperT alk Command 

SCRIPTING LESSONS 

The Scripting section gives description of most of the commands found in 
HyperTalk, HyperCard's programming language. 

Scripting Lessons Card: 
•Try starting by clicking the "Sample Script" button. The script that fills the field 

will perform some simple 2-D animation for you. You can experiment with this 
script; for example: run the script once, then try changing the dragspeed from 400 to 
2000. 

•The card show above is a lesson card that allows you to build simple scripts 
from the lines of HyperTalk code in the field on the left. Click on any line of text in 
the field on the left to install it into the field on the right. You will be building small 
scripts that you can run. As the scripts execute, each line currently being processed 
will become momentarily highlighted. Just move at your own speed, try adding lines 
of code, and click the "Run Script" button to see how the script executes. Use the 
"Clear Script" button to reset the field on the right to "empty". 
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We hope that HyFrTrainer! will help both the newcomer and more experienced 
HyperCard users to get the most out of this amazing new authoring tool. You will see 
that HyperCard really isn't d1fficult t.J m:C.:trsta.r.d, and ".Arith practice you will be able 
to develop useful, interesting stacks for all types of projects. 

Learn, experiment, and enjoy! 
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