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for each record in the view; the cursor is in the shape of a document icon while the user is
indicating the destination. If the current display document does not meet the above
restrictions, then the report that is generated is a fo/der, containing a document for each
record in the view; in this case, the cursor takes the shape of a folder icon. This is true
even if there happens to be only one record in the view. The document or folder produced
by the Make Document command is given the name "Record File <name> -- <date> <time>:
<n> out of <total> records", as in the Error Folder. In the folder case, the individual
documents are not given names.

Open Error Folder

The user accesses the error folder by selecting the error folder in the record file window,
and pressing OPEN. The error folder is never visible as a Desktop icon. Moving or copying
objects into the error folder is prohibited. However, the user may move or copy objects out
of the folder and may delete objects that are already in the Error Folder. He may also open
and close them.

Reorganize

The Reorganize command is used to effect reorganization of the data in a record file
(reorganization may include such functions as regeneration of access paths, reclamation of
unused space, and modification of file structure to take advantage of observed patterns of
use). When invoked, the Reorganize option sheet is displayed, allowing the user to select
the nature and extent of reorganization desired. [The types of reorganization to be provided, as well

as the content and appearance of the Reorganize option sheet, are TBD. Reorganize will not be available in the
first release of Star.]

Create Record File

A new record file is created in one of two ways:

Copy Defined Record File - A record file icon whose structure has already been
defined is selected and the user invokes COPY. The result is an exact copy of the first
record file. Its structure cannot be changed; it contains copies of all the views, forms,
and records in the original. If the user empties this second record file, he just has a
record file with no data: its structure still cannot be altered. This procedure is used when
what is desired is really a copy of an existing record file, for instance for backup.

Copy Undefined Record File - the user selects some record file whose structure has
not yet been defined, e.g. the blank record file in the Directory, and invokes COPY. This
new object is now a usable record file, containing a single view (the Base view); it has
no form in its forms folder; and it contains no records. This record file exists in a
special, one-time-only state in which its field structure is not yet defined. As soon as the
field structure is defined, it changes its status forevermore into an ordinary non-empty
record file whose structure cannot be changed.

While the record file is in this Empty state, the user will encounter an extra menu
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command in the record file window, labelled Define Structure. Invoking this command
with a document selected causes the record file's field structure to be set to correspond
to that document. The user may wish to then move or copy that document into the
record file's forms folder, for documentation or regular use.

Other objects with field structure (a table or portion of a table within a document, or a
record file) may also be used as the model [but not in the first release].

If Define Structure is invoked when the selection is not an object with field structure, no
action takes place, and the message "Please select an object whose structure can be
copied to this record file; then invoke Define Structure.” appears in the Message
window.

The following automatic conversions will take place in defining the fields of the record file
when Define Structure is invoked.

All type ANY fields are converted to TEXT fields.
Any restriction on the number of rows in a REPEATING DIVIDED field is removed.

All fields with fill-in rules are removed; fields with skip-if specifications are included
without those conditions.

If the record definition is of the tabular kind and the table fill-in order is by-column, it
is changed to by-row.

Print Record File

Record files are printed directly by moving the record file icon to a printer. The records
shown in the current view are rendered on the printer with the view form, and the record file
icon is returned to its prior location.

The contents of record files can be printed indirectly by means of the Make Document
command. In this case, the new document or folder is created explicitly first, and then is
moved to the printer (or mailed, filed, etc).

Mail Record File

Record files are mailed by moving or copying them to the outbasket. In all respects they
behave like the other data icons when being mailed.
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Record File Properties

Status and Statistics

Field Summary

Field Summary

View Properties
PROPERTIES
Name
Record File Window Index
Filters
E Forms Sort Order
R B Forms
E3 Errors —
2 Payroll
d :i OPEN B view1 PROPERTIES

Show View Properties

Record File

OPEN

View Window

OPEN

Forms /

OPEN

D0 0D

Errors

00

Figure RP-1 -- Relationship Between Objects, Windows and Property Sheets
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auxiliary record file menu

Make Document

Reo rganize

Set Window

NAME LAST ACCESS LAST CHANGED

E Base View 3/24/78 3:.00 pm 3/24/78 3:.00 pm
g Orders View 4/29/79 12:.01 pm 4/29/79 12:.01 pm
§ Order Form View 9/19/79 2:38 pm 9/19/79 2:38 pm
B order Entry, by Salesman 8/1/79 920 am  8/1/79 9:20 am
E Form Folder 8/22/80 8:32 am 7/29/80 4:23 pm
Error Foldef 8/22/80 8:35 am 8/22/80 8:34 am

Revision 5.3

Figure RP-2 -- Record File Window
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auxiliary View menu Make Document
Select Row
Set Window

E Parts Order File § Orders View
Close f Close All Show View Properties m Show Previous

Salesman Customer Orders i’_
Last _ Part Name # Ordered Status id

Malloy Shell Qil Co. Nut 4500 Delivered

Thompson Bechtel Corp. Gasket 1000 Delivered

Flange 2200 Delivered

Williams Lockheed Nut ' 500 Delivered
Wilson Ford Nut 3000 Delivered |
Bolt 3000 Delivered N |
Washer 3000 Delivered +
Fastener 19000 Delivered ‘—-—

Figure RP-3 -- A View Window

(A record file is always displayed through a document.

Here the document contains only a table.)
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auxiliary View menu Add Record

Make Document
Set Window

Parts Order File Order Form View

Show View Properties ] [ Show Next ]

SIR B IR K S0 BRRE5%0% Y85 560 SRS 506 R LR L0S RS RIS I OR BR O RG8955556.0983:

Parts Order Form ¢

Salesman: | Thompson | Hershenl |
| Last First N

Customer: Bechtel Corp.

3048 Watt Street
Culver City, Ca. 90230

Address:

Orders:
Part Name Part Number # Ordered Status Reason
Nut R407-EX2-A 4500 Delivered
Bolt R407-EX2-B 5200 Confirmed
1 /2" Steel Pipe D100-RP9-F ” 200 Backordered Unusual shape P
Gasket U358-AA1-Y 2500 Confirmed T

Figure RP-4 -- The Record File Displayed Through a Different View
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VIEW PROPERTIES ;

Display | Transient Field Summary

Name | Orders by Sales Rep | l
ls?tg?: Size: Base view contains 39 out of 173 records. -
Sequence for View Records N

SalesRep.Last Z-A

Sales Rep.First Z-A

A-Z Z-A

Sequence for Orders Column

Part #

“#Ordered

View Filter:

Customer Address Sales Rep Orders
ast First Part # Status #0rd

Include in View Filter: Customer

P
Sales Rep. Last |
Sales Hep. First
Orders. Part # T

:
:
|I|| | I

Figure RP-5 -- View Property Sheet
showing stable view properties

(This property sheet is scrollable.)
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DBV Transient Stable Field Summary

Data Form

Defining form
Full Tabular form
Orders by Sales Hep

Rep & Customer IDs
Backorder notification letters

Retrieval Filter

Sales Rep Customer
Last First ID Number
Herrick Robert

Include in Retrieval Filter:

Customer, Name

Customer. D Number

Address

SalesHep. Last

SalesRep. First

Orders . Part #

Figure RP-6 -- View Property Sheet
showing transient view properties

(This property sheet is scrollable.)

r.evision 5.3 351




Make Document
Select Row
Set Window

auxiliary menu

E Parts Order File é Orders View

Salesman Customer Orders l
Last Part Name # Ordered Status F
Malloy Shell Oil Co. Bolt 100 Confirmed —
1/2" Steel Pipe 200 |Backordered
Gasket 2500 Confirmed
‘ Lockh 150 Delivered
Sanger ockheed Propeller 600 Corfirmed
Wheel ]
Thompson Bechtel Corp. Manifold 750 Cl:;’"l_ﬁrmeg P
Gasket 1000 elivere
Fiange 2200 Delivered l

Figure RP-7 -- Changing a record

(Show Next and Show Previous are replaced by
Cancel and Confirm Changes, which appear when

arecord is being editied. The window may not
be scrolled or closed while a change is in progress.)
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Parts Order File

NAME LAST ACCESS LAST CHANGED \l/

[N |
Full Tabular Form 3/24/78 3:00 pm 3/24/78 3:.00 pm
Order Form 9/9/79 2:38 pm 9/9/79 2:38 pm
Short Tabular Form 8/1/79 9:20 am 8/1/79 9:20 am

ﬁ Monthly Report Form 3/27/78 11:45 am 3/27/78 11:45 am | |

P

Yearly Report Form 3/27/78 219 pm 3/27/78 2:19 pm 1\

Figure RP-8 -- Forms Folder

S0 <A

E Parts Order File Errors

R

NAME CREATED ON LAST ACCESS

ﬁ New Orders -- 2 error records out of 41 records 7/29/79 2:25 pm 7/29/79 2:25 pm

Williams’ Orders -- 1 error records out of 14 records 8/3/79 2:34 pm 8/3/79 2:34 pm

Figure RP-9 -- Error Folder
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RECORD FILE PROPERTIES

Display AR RPN (H] FIELD SUMMARY |

Name | Parts Order File |
Created on: 2/1/77 10:56 am Created by: Roberts
Last changed: 3/6/77 4:.04 pm Changed by: E. Smith

Last accessed: 3/8/77 2:22 pm Accessed by: E. Smith
Last reorganized: 2/1/77 10:56 am Reorganized by: Roberts

Last filed in: [ Inventory Length: 173 Records

Figure RP-10 -- Record File Status and Statistics Property Sheet
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RECORD FILE PROPERTIES

Display | STATUS AND STATISTICS [IaRiRI] P12 Y3

Fields Salesman DIVIDED %
First | PROPERTIES]
Last | PROPERTIES]
Customer | PROPERTIES]
Address | PROPERTIES]
Orders DIVIDED
Part Name | PROPERTIES]
Part Number | PROPERTIES]
# Ordered | PROPERTIES]
.s.tatus | PROPERTIES|
Reason | PROPERTIES] %

Figure RP-11 -- Field Summary Property Sheet

(This property sheet is scrollable.)
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_RECORD FILE PROPERTIES

Display I STATUS AND STATISTICS RylaRiBiblLi LY iag
Fields Salesman DIVIDED T‘-
First | PROPERTIES]|
Last | PROPERTIES|
Customer | PROPERTIES]
Address PROPER TIES
Description Address of customer
Type TEXT REQUIRED
Format None
Range None
Orders DIVIDED
Part Name | PROPERTIES|
Part Number PROPERTIES
Description Unique identification of part
Type TEXT REQUIRED
Format A999-AA9-A
Range None
# Ordered | PROPERTIES|
Status | PROPERTIES] B
Reason [PROPERTIES] T

Figure RP-12 -- Field Summary Sheet With Several Field Properties Displayed
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26. CUSTOMER PROGRAMMING

This section will describe cusp, the customer programming language. The section is in
preparation, and will be included with the next revision to this specification, along with
companion changes to the Field Definition and Calculator sections.

[Stored Command Sequences, which previously occupied this section, has been superseded by Customer
Programming.]
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(PAGES 355 THROUGH 382 ARE INTENTIONALLY BLANK)

356



B. THE INTRODUCTION

The Introduction is a program that interprets and executes a set of commands that guide a
new Star user’s first interaction with the system. This section describes these commands
and the related facilities that enable the Xerox writer (the person who constructs training
materials) to control both how information and instruction are presented to the user, and
how the system monitors the user’'s responses.

USER OVERVIEW

The set of commands to be incorporated into The Introduction is called the writer’s file. The
Xerox writer creates his writer’'s file (a Star document) on his Star system. After he has
tested and revised it, that file becomes the source of the commands that will be executed on
the customer’s system, presenting instruction to new users.

It is assumed that every new Star user will complete the Introduction, after which he will
have gained an understanding of the most basic aspects of operating Star, some practice in
the mechanics of the system such as pointing with the mouse, and finally, a degree of
confidence in his own ability to make the machine work. Unlike the main body of Star on-
line training, the Introduction is capable of evaluating the user’'s actions at an atomic level,
and of slightly modifying the "normal” Star system behavior based on that evaluation, so that
potential confusion is minimized. These two features make it possible for the writer to create
a friendly, protected, and most of all, informative environment in which the new user can
practice operating Star with very little risk. The facilities available to the writer also make it
possible to create certain conditions on the user’s Desktop under program control so that
the results of actions can be visually demonstrated to the user.

Subject to Marketing plans and/or customer convenience, we expect that most new users
will have received a human-directed introduction to Star before beginning the Introduction.
However, since some users will receive no Xerox training before setting hands on the
machine, the Introduction will present a sufficient amount of information and practice to
allow all users both to begin useful work on the system and to continue constructively with
the bulk of on-line training. While the program provides the facilities necessary to monitor
the user’s actions in all the "basic" domains of Star, it is the responsibility of the writer to
include the appropriate instructional content, sequencing, etc.
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DETAILED SPECIFICATION

OBJECTS

"Introduction" Desktop

When a new user logs on to Star for the first time, the Desktop with which he interacts is
different from the "normal" Star Desktop described in the Desktop chapter. The difference
is that this "Introduction" Desktop is the environment in which his first session of training is
carried out. As described in detail below, only a specified set of actions can be performed
in this Introduction Desktop. In general, the user is required by the Introduction to perform
specified actions, on instruction from the writer (via commands in the writer’s file). When the
user has completed the training specified by the writer's file, the "normal" Star Desktop
replaces the Introduction Desktop and the user has access to all the objects and actions
described elsewhere in the Functional Specification. :

Introduction Window

The Introduction Window is displayed on the right side of the LF screen, with its upper left
corner at (536, 32). Its width is 488 pixels, and its height is 672 pixels, leaving enough space
on the Desktop below the Introduction Window for icons to appear.

The Introduction Window’s menu commands are Continue, Restart Practice, Restart Unit,
and Restart Previous Unit. The menu commands are described in "Progressing Through the
Introduction”, under "ACTIONS". The contents of the Introduction Window are read-only,
and the window cannot be scrolled. Its size cannot be changed.

The text that the writer expects the user to see and respond to falls into two categories:

Information and Instructions appear in the body of the Introduction Window.
These are all the words that the writer uses to tell the user about the system, and to
describe the actions that the user is expected to carry out. The evaluation of his
actions is described under each of the commands below.

Feedback appears in the top three lines of the Introduction Window, just below its
header. It is the writer's response to the user’s action, telling him whether his action
was correct or wrong, perhaps including a brief description of the nature of the error.

There is no icon corresponding to the Introduction Window. The contents of the
Introduction Window are created by means of the Newinfo command in the writer’s file; thus
the text in the Introduction Window changes as execution proceeds through the writer’s file,
and the user progresses through the Introduction.

Interaction Windows

The space on the left side of the screen is used for Interaction Windows that are opened
either by a writer's command or by the user, on instruction from the writer. These windows
are a maximum of 496 pixels wide, so that they cannot overlap the Introduction Window.
Their x-coordinate is 0; their y-coordinate and height depend on how many Interaction
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Windows are open. A maximum of three windows may be opened, so that they may all
appear on the left side of the screen.

Demonstrations of the results of Star actions (e.g., selection) will appear in an Interaction
Window. (Demonstrations of icon-related actions appear in the Icon Area.) An Interaction
Window may also be used as a workspace in which the user practices type-in, selection, etc.
Interaction Windows display the contents of normally-created Star documents and folders, so
the writer may use them to illustrate aspects of Star with or without instructing the user to
perform actions inside them. For example, the writer might use a document containing a
graphic illustration to give the user an overview of how Star functions relate to each other,
without intending to teach the user anything about graphics.

lcon Area

The space on the Desktop vertically below the Introduction Area is reserved for icons. They
appear as the result of the PutUplcon command, and are under the control of both the writer
and the user as described below. A maximum of six icons may appear at any one time;
icons that are no longer needed in the instructional situation may be deleted. The "slots" in
the Icon Area are numbered 1 to 6, from left to right. The writer specifies the slot in which
an icon appears.

Introduction File Drawer

The Introduction file drawer is stored on the Help Server (see Help). On a customer’s
system, its contents can be changed only by a Xerox writer or System Administrator. (The
Xerox writer assembles the contents of the Introduction file drawer as described under
"ACTIONS".) It contains the writer’s file from which the Introduction will be executed, as
well as all the supporting documents and folders that the writer’s file refers to. For example,
the writer may instruct the user to open a specified icon on his desktop, and perform editing
actions on the text in the resulting window; the system retrieves the document containing
this text from the Introduction file drawer both to display its icon and to show its contents in
a window.

Writer’s File

The writer’s file is a Star document written by a Xerox writer, containing the commands that
the Introduction will interpret. The commands are executed sequentially, except as
described under "Control Commands". The writer’s file is located in the Introduction file
drawer.

Commands

The writer's instructional intent is carried out by the execution of the sequence of
commands, each of which invokes a single Introduction function, such as presenting an
explanation to the user, or causing the program to evaluate a user’s action. The kinds of
functions include display and demonstration, monitoring the user’s actions, and control over
the sequence of execution. The commands are described in the following sub-sections:
"Display Commands", "Monitoring Commands”, and "Control Commands".
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A Note on Syntax and Frequently-Used Argument Types

This éxplanalory section is included, and the format of the commands given as indicated, so that non-
implementors can understand the purpose of the argument list.

The actions to be performed by the user during the course of the Introduction are normal Star actions,
carried out by keystrokes (e.g., pressing the MOVE key) and button clicks (e.g., invoking menu
commands). The objects of interest in this specification are those created by the writer, as
communicated to the Introduction program by the commands in the writer's file. The commands
described below constitute the writer's interface to the Introduction facilities, and the required syntax of
the writer's file is illustrated and_ explained by the descriptions in this section.

Since Xerox writers do not need to have any programming experience, the syntax of the commands
must be manageable by an intelligent non-programmer. At the same time, it is necessary to provide
enough flexibility to the writer so that he can control instructional situations in a variety of ways.

Each command has two parts: its name and its arguments. (Some commands have no required
arguments.) The name of a command describes its function, while the arguments communicate such
specifics as the characters that will be displayed, the interaction window in which the user should do
his work, etc. The command name must be spelled correctly (though upper-lower case mismatches
are not significant), and the arguments must be given in the specified order.

The list of arguments must be contained within matching square brackets ([]). Any sequence of
characters referred to as "text” must be surrounded by quotation marks ("); if the writer wishes to
include quotation marks as part of the text, they must be shown as a double set of marks ("").
Otherwise, arguments within the list are separated by commas. These rules are illustrated in all the
examples shown.

text is any sequence of characters, such as "Now move the pointer into the CLOSE menu
item, then press the Left button." The word text is used as an argument in the specification
of commands whose purpose is either to present something that will be displayed to the user,
or to evaluate a sequence of characters typed or selected by the user.

In order to specify a long sequence of characters as an argument to a monitoring command
(e.g., a long selection that must exist before the user presses the DELETE key), the writer may
use the ellipsis [described under the Find command in the Text Editing chapter (p. 88)]. For
example, if the user were expected to have selected the entire paragraph preceding this one,
the writer could either type all of the characters (and probably produce errors), or preferably
specify "text is any...by the user” The first occurrence of any text matching that "ellipsis
search"” would be considered to be the target selection.

A name is similar to text, in that it consists of a sequence of characters specified by the
writer. However, since it may not contain commas, it is not enclosed in quotation marks. It is
used here in commands such as PutUplcon, where the sequence of characters is something
other than text for the user.

A window # is an integer between 0 and 3 inclusive, and identifies one of the three available
interaction windows, listed from top to bottom. The writer is responsible for knowing which
windows are open at all times, so that the window # corresponds to the window appropriate
to his purposes. Zero (0) is used to indicate the Desktop. (See the Pointinto, PointAt, and
(Un)HighlightMenu commands.)

flavor specifies the type of an icon. The set of acceptable flavors corresponds to the
different icon types (e.g., document, folder, recordfile) available in Star.

An icon# is an integer between 1 and 6 inclusive, and indicates one of the "slots" in the
lcon Area, reading from left to right.
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A menultem identifies an item in a window menu or an auxiliary menu. It is given by the
writer as its string (e.g., Close or End Session). Since menu strings do not include commas,
menultems do not require quotation marks.

Each command name may be abbreviated by its "initials." Each command’s abbreviation is
shown following its argument list. The writer may use any combination of upper and lower
case in the command names: NEWinfo, newlinfo, NI, ni, etc. are all acceptable.

Display Commands

The first command is the means by which the writer gives information and instruction to the
user.

Newinfo [text] NI

The contents of the text replace whatever was in the Introduction Window.

The commands in this next group provide two facilities to the writer. First, they allow him to
illustrate the effects of user actions before asking the user to perform those actions himself.
For example, a human trainer might say "Watch the screen while | move the mouse around
with the Left button held down," to familiarize the user with the resulting visual effects.
Second, these commands allow the writer to establish a set of Star objects and/or
conditions such that the desired instruction can proceed. For example, if the writer wants
the user to learn about selecting icons, he can cause an icon to appear on the screen and
thereby to become available for future instruction.

Pointinto [window #, location] PI

The location of the cursor on the screen is changed, and mouse-tracking is disabled (so
that the user cannot control the cursor) until "pointer-control mode" terminates, as
described below. The purpose of this command, as distinguished from PointAt, is to
show the user where the cursor needs to be in order to select or invoke the specified
object or command. Thus, the cursor should be located such that, if the SELECT button
were pressed, the highlighting for a selection or command invocation would result. The
location of the cursor is determined by the format of the /ocation argument, as follows:

If the /location argument is a quoted string, the cursor points at the first character in
the first occurrence of that string within the text contents of the specified (document)
window.

If the location is (the unquoted string name of) a menultem, the cursor points into
the specified menu item. If it occurs in an auxiliary menu, that menu is displayed
until "pointer-control mode" terminates.

If the location consists of a flavor-name pair such as document-memos, the location
of the cursor is determined by the window # argument: If the window # is zero, the
cursor points into the named icon of the given flavor on the Desktop. I[f the
window # is non-zero, the cursor points at the specified icon within that window.
This non-zero case applies to an open container window, where the cursor would
point to the named icon in that window.
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The cursor points into the various regions of the scroll bar, as described in System
Overview, for the following values of the Jocation argument reading from top to bottom:
scrollDown, scroliPrevious, scroliJump, scroliNext, scroliUp.

PointAt [window #, location] PA

The purpose of this command is either to draw the user’s attention to the general area of
an object of interest, or to allow the writer to move the cursor away from an object that
he has recently Point(ed)into. Thus, in each case the cursor should be located near, but
still outside, the specified object, preferably in gray or white space where a button click
would have no effect. The location is interpreted as follows:

menultem: The cursor is near, but not inside, the menu item.
flavor-name pair: The cursor is near, but not inside, the icon.

any of the scroll locations: The cursor is close to the right side of the window,
but not actually in the scroll area. Its vertical location is determined as in
Pointinto. [This assumes that the scroll area is always visible. If it is visible only when the
cursor is in the area, then no "scroll" locations are available with PointAt.]

Pointer-control mode refers to the system state in which the user's mouse actions do not
control the cursor, and/or in which an auxiliary menu continues to be displayed, as though
the user were holding the SELECT button down. This mode ends when the Introduction
executes any command that either requires a change in the mouse or cursor state, or
requires that control return to the user. For example, the writer may use a PointAt or
Pointinto command, then alter the contents of the Instruction space, without affecting the
cursor, but the execution of any monitoring command will return control of the mouse to the
user.

PutUplcon [flavor, name, real, icon#] PUI

The Introduction displays the icon of the specified flavor and name, in the specified
location in the Icon Area. The value of the real argument is either genuine or fake,
indicating whether or not the icon (document or folder) exists in the Introduction file
drawer. |f it exists, then it may be opened later in the Introduction and its contents will
appear; if not, then the icon has no contents and it cannot be opened. Any Star icon
type can be displayed with this command, but the value of real/ will be genuine only for
those documents and folders that will actually be opened. [The purpose of the real argument is
to have the implementation search the file drawer only if the object really exists.]

If the space designated by icon# is already occupied, the icon is displayed in any other
open space in the lcon Area.

To reduce complexity, the writer may specify only one icon of a given name at any time.
For example, the Desktop (and any container on the Desktop) may not contain both a
folder and a document named "Memos."

Openlcon [name] Ol
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The named icon opens into its window, displaying its contents. Only documents and
folders can be opened into windows, and among those, only icons representing objects
that exist in the Introduction file drawer can be opened. If the named icon is in a folder,
then the folder must be open at the time Openlcon is executed.

CloseWindow [window#] CW

The window returns to its iconic form. If it was opened from within a container window,
that container window remains displayed.

CloseAllWindows [window #] CAW

The window, and all that contain it, are closed. The container window returns to iconic
form.

Deletelcon [name] DI

The specified icon is deleted from the Desktop.

Selecticon [name] SI

The cursor points "into" the specified icon on the Desktop [such that the user can still see it, if
possible]. The icon is selected and highlighted.

SelectText [window #, text] ST

The cursor points to the end of the first occurrence of the specified (quoted) text in the
appropriate (document) window, and the text is selected and highlighted. The caret is
displayed following the selection.

If the text argument is an "@", no selection is made, but the caret is displayed at the top
of the window, preceding the first visible character.

InsertText [text] IT

The specified sequence of characters appears in the window following the caret, as
though it had been typed by a user. Typically, this command would be used after the
SelectText command.

HighlightMenu [window #, menultem] HM

The cursor is placed so that it points "into" the specified command in the given window.
The menu item is highlighted, as though the user had moved the cursor into it and
pressed the SELECT button. The menu command is not executed. The Introduction
Window menu is specified by a window # argument of 4; the Desktop transient menu by
a window# of zero (0).

UnHighlightMenu [window #, menultem] UHM

The menu command is un-highlighted, and the cursor is displayed below (but outside) its
box. Again, commands in the Introduction Window and the Desktop transient menu are
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accessible.

ForceScroll [window #, distance] FS

The contents of the window are scrolled by the given distance in number of lines
(smoothly, if implementable). A positive distance scrolls the window toward its end; a
negative distance scrolls it toward its beginning. The cursor is displayed in the
appropriate region of the scroll bar (i.e., in the upward region if the distance is positive, in
the downward region if it is negative).

If the distance is of the form p<number>, then the window is scrolled by pages. The
cursor and the number appear in the jumping region of the scroll area, and the window is
scrolled to the corresponding page. '

PutUpPropertySheet [psheet] PUPS

The property sheet whose string name corresponds to the psheet argument is displayed.
It must be one of the following: Character, Paragraph, Tab, or Document (Status and
Statistics, not Formatting), since those four are the only property sheets that can be monitored
in the Introduction. The settings on the property sheet reflect the properties of the
currently selected obiject. ' ' :

TakeDownPropertySheet [] TDPS

The currently displayed property sheet disappears. The selection is updated if necessary
to reflect the property sheet settings.

HighlightParameter [parameter, value] HP-
[Note: Some details of psheet manipulations, both here and in UserEdit/MarkParameter, may change.]

The cursor is displayed pointing "into" the parameter (state or choice) on the property
sheet currently displayed. The parameter is inverted as though it had been marked by
the user. No change is made to the selection until TakeDownPropertySheet is executed.

The parameter is the identifying name that appears nearest the parameter of interest. On
the Character property sheet, the valid parameters are Font, Size, Face, and Position.
For Paragraph properties, they are Alignment, Hyphenation, Between Lines, Before Para.,
After Para., and Keep On. The Document property sheet has no Highlight-able parameters, since it can
only appear with the Disblay choice of Status and Stat's turned on.

The value is the string that appears in the invertable box, except in the case of the Tabs
property sheet. Thus some combinations for the Character property sheet might be:

HighlightParameter [Font, CENTURY]
HighlightParameter [Face, ITALICS]

For Paragraph properties:

HighlightParameter [Alignment, FLUSH LEFT]
HighlightParameter [Before Para., 1 1/2]

On the Tabs property sheet, the tab types are indicated by integers, counting left to right,
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top to bottom, including the "Spaces" text parameters. Since the value of the tab types
are not strings, and are unambiguously specified by the integer, no value argument
appears. Thus, if the Tabs property sheet were currently displayed,

HighlightParameter [3]
would indicate the first centered tab symbol.

UnHighlightParameter  [parameter, value] UHP

The parameter is un-inverted and the cursor is displayed below (but outside) its box. The
screen feedback of UnHighlightParameter simulates the user’s action of moving the
cursor out of the box before releasing the button; all the parameters that were affected by
the preceding HighlightParameter command are returned to their original settings.

Note that the preceding two commands can cause parameters to become either black or white, depending on
their settings when the property sheet was displayed. State and choice pérameters work differently: If the writer
Highlights a state parameter that was black when the property sheet came up, it turns white. If he Highlights a
choice parameter that was black, it stays black. [f he Highlights a choice parameter that was white, it turns
black and all the other members of its set become white.

Monitoring Commands

The following groups of commands allow the writer to specify that the user is expected to
perform a discrete, program-detectable action. The detailed flow of control within each
command is not under the writer's control; the conditions under which feedback messages
are displayed, and the criteria by which the user’s action is evaluated, are built-in aspects of
the Introduction facility. The specification of each command below describes these features.

Features Common to All Monitoring Commands

For each command, the Introduction’s response to the correct user behavior is to display the
RightMessage (see below) in the Message Area, then to execute the next command in the
writer’s file. If any error condition occurs, the Introduction displays the appropriate message,
then waits for the user to try again. The Message Area is cleared whenever execution of a
monitoring command begins, and whenever the user presses a key or a mouse button.
(Thus any negative feedback disappears when the user begins an action.)

Throughout the Introduction, mouse-ahead and type-ahead (including repeated keys, usually
generated by the user’'s holding the key down) are disabled.

The "Fall-Through" Feature. There will be occasions on which users, for whatever reasons,
cannot correctly complete the action required by the command. To allow the user to escape
from such a situation, each monitoring command is capable of modifying the state of the
user’s Desktop so that the action of the command is carried out. For example, if the user is
required to move a text sequence from one document to another, and he cannot do it
correctly, then the Introduction carries out the move itself. This "fall-through" occurs after
the user makes three incorrect responses, and is accompanied by a default message. (Both
the number of incorrect responses and the content of the message can be changed by the
writer, as described below.)
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Default Feedback Messages. For each error condition in each of the monitoring commands,
the Introduction provides a default Feedback message. However, since the writer knows the
instructional context in which the monitoring command will be carried out, he may choose to
replace the default with a more informative message. In order to keep the syntax of the
monitoring commands simple, it is necessary for the writer to establish the messages before
specifying the monitoring to be performed. If no message is established, the default is
displayed; once a message has been established, it remains as the content (for its particular
error condition) until another "Message" command is executed. For any "Message"
command, the writer may specify the argument default, which causes the system-supplied
default value for the message content to be restored.

Each monitoring command has a corresponding "Message" command, with one argument
for each of the error conditions. Each argument is a quoted text string; in the specification
of these commands, only the identifiers of the individual messages are listed. A complete
example is given under ClickButtonMessage, following the UserClickButton command, below.
If a Message command has only one argument, the identifier and the colon following it need
not appear; only the value of the argument (i.e., the quoted string) is significant.

Mouse-only actions. Some monitoring commands expect the user to carry out an action by
using only the mouse, and therefore include an implicit error condition in which the user
presses a key, causing the MouseOnlyMessage to be displayed. For any action that
spegcifically requires the SELECT button (e.g., selecting a single character), the implicit error
condition of pressing the ADJUST button elicits the SelectOnlyMessage. The incorrect
keystroke or button click is otherwise ignored. These implicit error conditions are indicated
in the commands below by the notations "(mouse-only)" and "(SELECT-only)" following the
command name.

Timing out. Each monitoring command requires the user to perform some number of
discrete actions, such as pressing and releasing a button, and/or pressing a key, etc. The
user is allowed as much time as he likes to begin any action, but once he has pressed any
key or button, he has one minute in which to proceed. Whenever one minute has elapsed
following any key press or button up/down, the message area displays the
TooMuchTimeMessage. Timing out is not considered to be an incorrect response; it simply
allows the user to ignore his workstation as his needs require.

Common Message Commands. The following commands allow the writer to change the
content of the "general purpose" messages. The default is shown.

RightMessage ["Good. You did the right thing."] RM

The specified text is established as the message that will appear in the Message Area
following the next "correct" action by the user.

If the writer wishes to incorporate positive feedback as part of the next piece of
information, he may set the RightMessage to nothing, by the command RightMessage
[""], causing the Message Area to remain blank after the user's correct action.

WrongMessage ["No. Re-read the instructions and try again."] WM
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The specified text will appear in the Message Area if the user performs some action that
is neither correct nor covered by a specific error condition.

FallThroughNumber [3] FTN

This command sets the number of incorrect responses triggering the Introduction’s "fall-
through" action. Any integer greater than zero is acceptable.

FallThroughMessage ["You’re having some trouble with this. Let's go on anyway. The
correct action will be done for you."] FTM

MouseOnlyMessage ["No, don’t use the keyboard. You need the mouse for this."] MOM
SelectOnlyMessage ["No, use the Left button."] SOM

TooMuchTimeMessage ["A very long time has passed. Please re-read the instructions and
continue your work."] TMTM

Monitoring the Mouse

A major purpose of the Introduction is to make the user familiar and comfortable with the
mouse. The value of the button argument is either L or R, for SELECT or ADJUST respectively.

UserClickButton [button] (mouse-only) UCB

The user is expected to click (press and release) the specified button. The cursor may
be anywhere on the screen. The only error condition is handled as follows:

Wrong button goes down: The message "No, that’'s the wrong mouse button." is
displayed. Note that the message is displayed as soon as the wrong button is
pressed. If it stays down for more than one second, the message " Release the
button, then try again." is appended to the Message Area.

ClickButtonMessage [wrong, release] CBM

The writer may replace the content of either feedback message that can be displayed by
the UserClick command. The messages are identified by the names wrong and release,
which allows the writer-to replace only one message if he chooses. The writer must use
the identifier, followed by a colon, before each of the messages whose content he wishes
to replace. For example, the writer might use any one of these three commands:

ClickButtonMessage [wrong: "No, you pressed the Right button instead of the Left."]
(The release content would remain unchanged.)

ClickButtonMessage [release: " Please release the Right button, then press and
release the Left button."] (The wrong content would remain unchanged.)

ClickButtonMessage [wrong: "No, you pressed the Right button instead of the Left.",
release: " Please release the Right button, then press and release the Left button."]
(Both feedback messages would be changed.)
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Once either default message has been changed, the writer may return to the system-supplied
default with any of these commands: '
ClickButtonMessage [wrong: default] (The release content would remain as it was.)
ClickButtonMessage [release: default] (The wrong content would remain as it was.)

ClickButtonMessage [wrong: default, release: default] (Both feedback messages
would revert to the system-supplied default.)

Finally, the various identifiers and arguments may be used in combination, as in:

ClickButtonMessage [wrong: "You pressed the button on the right. You should have
pressed the button on the left side of the mouse.", release: default]

Monitoring Text Actions

The commands in this group allow the writer to give the user practice in making text
selections and scrolling.

UserSelectCharacter [window #, character] (mouse-only) (SELECT-only) USC

The user is expected to select any instance of the character specified by the quoted
character argument (required to be a single character). The Introduction evaluates the
selection immediately after the user has pressed and released the SELECT button. The
error conditions are handled as follows:

Mouse click did not produce any selection: The message "No, you haven't
selected anything. Try again.” is displayed. If the mouse action would have invoked
a command, it is not executed.

Selection is in another window: The message "No, that's the wrong window. Try
again." is displayed. The incorrect selection remains.

Some object other than a character was selected: The message "No, you
didn’t select a character. Try again." is displayed. The incorrect selection remains.

A character was selectéd, but selected character is wrong: The message
"No, you haven't selected the correct character. Try again." is displayed. The
incorrect selection remains.

SelectCharMessage [noSelection, wrongWindow, notChar, wrong] SCM

UserSelectText [window #, text] (mouse-only) UST

The Introduction waits for the user to invoke the Continue menu item, then evaluates the
selection. The text may consist of one or more characters; this command is thus more
general and more lenient than UserSelectCharacter. The Feedback messages are
handled identically, except that the "notText" message (corresponding to "notChar")
says "No, you didn’t select any text. Try again.”, and the "wrong" message says "No,
you haven't selected the correct text.".
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UserSelectText is used whenever the writer wants the user to make a selection with his
own discretion, and/or a selection that requires the "select-adjust” mechanism.

SelectTextMessage [noSelection, wrongWindow, notText, wrong] STM

UserDoubleClick [window #, text] (mouse-only) (SELECT-only) UDC

This command evaluates the user’s action twice. The first button-click must result in the
selection of a character that is contained in the target word, and the second click must
be made when the cursor is still within that character, resulting in the correct word
selection. Error conditions are handled as follows:

First click does not result in any character selection: The message "No, begin
by selecting a character that is in the correct word." is displayed. The incorrect
selection, if any, remains. If the mouse action would have invoked a command, it is
not executed.

First click selects a character not within the word: The message "No, that
character is not in the correct word. Try again." is displayed. The incorrect button
click produces a character selection, which remains highlighted. The user’s next
click is interpreted as a first click. If it points at the same incorrect character, the
same message is displayed, but the click does not produce a word selection.

First click is correct, but second click is outside the character: The message
"No, the pointer was away from the selected character when you released the button.
Start all over again.” is displayed. The incorrect selection remains, and the user
begins again with his first click.

Note: The first selection must be a character that actually is in the target word, not simply
an instance of a character that occurs in the word. For example, if the correct word is
"amazing " and the user selects an "a" in the word "grace," the Introduction recognizes his
action as an error on the first click.

DoubleClickMessage [notChar, firstWrong, secondWrong] DCM

UserTripleClick [window #, text] (mouse-only) (SELECT- only) UTC

This command is exactly like UserDoubleClick, except that the first click must be within
the target sentence, the default "notChar" and "firstWrong" messages say "sentence"
instead of "word,"” and another error condition exists:

Third click is outside the word: The message "No, the pointer was away from the
selected word when you released the button. Start all over again."” is displayed, and
the incorrect selection remains. The user’s next click is interpreted as a first click. If
it is made at the same character, a character (not word) selection results; that
selection may or may not be in the target sentence.

TripleClickMessage [notChar, firstWrong, secondWrong, thirdWrong] TCM
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UserQuadrupleClick [window #, text] (mouse-only) (SELECT- only) UQC

This command is exactly like UserTripleClick, except that the first click must be within the
target paragraph, the default "notChar" and "firstWrong" messages say "paragraph"
instead of "sentence," and another error condition exists:

Fourth click is outside the sentence: The message "No, the pointer was away
from the selected sentence when you released the button. Start all over again."” is
displayed, and the resulting incorrect selection remains. The user’s next click is
interpreted as a first click. If it is made at the same character, a character (not word)
selection results; that selection may or may not be in the target paragraph.

QuadrupleClickMessage [notChar, firstWrong, secondWrong, thirdWrong, fourthWrong] QCM -

UserScrollWindow [window #, direction] (mouse-only) USW

The user is expected to scroll the designated window in the correct direction, where the
direction argument is one of the following: down, previous, next, or up. These identifiers
correspond to the regions of the scroll area, from top to bottom (except for the jumping
region). The user’s action is correct if he activates the appropriate region of the scroll
area for any period of time; it is not possible to evaluate scrolling (other than to the
previous or next page) by specified distances.

Error conditions are handled as follows, with the window restored to its pre-scrolled state
in each case:

User tried to scroll in wrong window (including the Introduction Window):
The message "No, that’s the wrong window. Try again." is displayed.

A button-up mouse event occurred, but no scrolling resulted: The message
"You need to move the pointer close to the right edge of the window. Try again." is
displayed. if the scroll area is always visible, this message says "into the scroll region at the right
edge .." instead of "close to the right edge .."

User scrolled in wrong region: The message "No, you used the wrong scroll
region. Start again." is displayed.

Direction was previous or next, but either button-down or button-up
occurred elsewhere: The message "No, when you turn pages, keep the pointer
inside the labeled box and click the button. Try again." is displayed.

ScrollWindowMessage [wrongWindow, noScroll, wrongRegion, down/upOutside] SWM

UserTypeText [window #, caretLocation, text] UTT

The user is expected to type the specified text into the window. The system examines
the location of the caret as soon as the first character is typed. The correct location of
the caret is determined by the location of an @ character within the caretLocation
argument, which is a quoted string. The user’s initial action of positioning the caret is
correct if the caret appears in the same relative position as the writer's @ within the
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quoted string. For example, a caretLocation of "@The user" would indicate that the user

must position the caret before the first word of this paragraph; "of characters.@" would

indicate a caret following this paragraph; "ex@pected" indicates that the caret should be
between the x and the p. The user may position the caret by any means he chooses,

including (but not limited to) selecting a sequence of characters.

Any mouse or keystroke actions within the span of typed-in characters following the
correctly-placed caret are carried out; mouse actions outside the text contents of the
window (in the menu, for example) cause the Introduction to complain.

When the user invokes the Continue menu item in the Introduction Window (the only
allowable mouse action outside the specified interaction window), the Introduction
examines the contents of the window to determine whether or not he inserted the correct
text following the caret.

Error conditions (including those described above) -are handled as follows:

Caret missing or in wrong place when first character is typed: The message
"Please place the caret correctly before you begin typing." is displayed, and the
typed character is otherwise ignored.

Mouse action outside the text contents of the window: The message "No, you
don’t need to do anything outside the window." is displayed, and the mouse action is -
ignored. Any text correctly typed so far remains in the window.

After user invokes Continue, first character of his type-in is incorrect: The
message "The first thing you typed was wrong. Invoke Continue when you're ready
to start again.” is displayed. The Introduction waits for the user to invoke Continue
(ignoring any other mouse action or keypress), then his type-in is cleared, leaving the
correct caret (and selection, if any).

After user invokes Continue, something after first character is incorrect:
The message "Something that you typed was wrong. Invoke Continue to try again,
starting from the place where you first went wrong." is displayed. The Introduction
waits for the user to invoke Continue (ignoring any other mouse action or keypress),
then the characters beginning with the first incorrect character are cleared. The
caret appears following the last character that was correctly typed.

User’s type-in begins correctly, but he attempts to modify other parts of the
window’s contents: The message "No, you don’t need to change anything there.
Check your typing, and invoke Continue when you're finished." is displayed. The
attempted modification is not carried out. The selection (if any) is killed, the caret is
displayed following the last character that was typed in the correct place, and the
Introduction continues to wait for type-in or mouse action within the span of typed-in
characters.

TypeTextMessage [wrongCaret, outsideWindow, wrongFirst, wrongLater, extraChanges] TTM

UserTypeAnything [window #, caretLocation] UTA
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The user is expected to type a sequence of characters that will not be evaluated by the
Introduction. The cursor and the caret are displayed at the caretLocation as determined
in UserTypeText. (The location is always specified by the writer, not left to the user.)
Until the user invokes Continue, he is free to type, and his characters are added to the
document. Function keys (DELETE, FIND, etc.) are ignored. Text-related functions such as
backspace and backword operate normally. No mouse actions other than Continue are
allowed. The only error condition is:

Mouse action outside the Continue menu item: The message "No, you don't
need the mouse. Just invoke Continue when you’re ready to go on.” is displayed,
and the mouse action is otherwise ignored.

TypeAnythingMessage [mouseAction] TAM

UserDeleteText [window #, selection] UDT

The user is expected to delete the selection (a quoted text argument) from the window.
The system examines the user’s selection when the DELETE key is pressed, complaining if
it does not match the selection; if it is correct, it is deleted. :

Error conditions are handled as follows:

Mouse click outside contents of any window: The message "No, use the mouse
to make the correct text selection, then press the <DELETE> key." is displayed. The
mouse click is otherwise ignored; e.g., no menu command is carried out.

User presses a key other than pDELETE: The message "No, use the <DELETE> key."
is displayed, and the keystroke is otherwise ignored.

Non-existent or wrong selection when DELETE is pressed: The message "No,
you don’t have the correct selection. Select correctly, then press the <DELETE> key."
is displayed.

DeleteTextMessage [outside, notDelete, wrongSelection] DTM

UserMoveText [window #, selection, destination] UMT

The user is expected to move the selection to follow the destination (which are both
quoted text arguments). The system examines the user’s selection when the MOVE key is
pressed, complaining if it does not match the selection argument. After the user
completes the move by clicking the button at the new location, the system checks the
result. The user’s action is correct if he moved the selected text to follow the last
character of the destination.

Error conditions are handled as follows:

Mouse click outside contents of any window: The message "No, use the mouse
to make the correct text selection, then press the <MOVE> key." is displayed. The
mouse click is otherwise ignored.
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User presses a key other than MOVE: The message "No, use the <MOVE> key." is
displayed, and the keystroke is otherwise ignored.

Non-existent or wrong selection when MOVE is pressed: The message "No, you
don’t have the correct selection. Select correctly, then press the <MOVE> key." is
displayed.

Any keystroke after move is in progress: The message "No, you don’t need to
type anything." is displayed, and the keystroke is otherwise ignored.

User attempts to terminate the move in an illegal location: The message "No,
the system can't leave the text there. Try again, starting with the <MOVE> key." is
displayed. The selected text returns to its original location and remains selected..

User terminates the move in an incorrect location: The message "No, you
moved the text to the wrong place. Invoke Continue when you're ready to try again,
then press the <MOVE> key." is displayed. The Introduction waits for the user to
invoke Continue (ignoring any other mouse action or keypress), then replaces the
text at its original location and leaves it selected. [Implementation may require that an
incorrect move be aborted at button-up, instead of carried out and then undone.]

MoveTextMessage [outside, notMove, wrongSelection, keystroke, illegal, incorrect] MTM

UserCopyText [window #, selection, destination] UCT

This command is identical to UserMoveText except that the user is expected to copy
rather than move the sequence of text. "<copy>" replaces all occurrences of "<MOvVE>",
and in the case of an illegal or incorrect destination, the copied text simply disappears
after the user invokes Continue, leaving the correct selection highlighted.

CopyTextMessage [outside, notCopy, wrongSelection, keystroke, illegal, incorrect] CTM
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Monitoring Menu Actions

UserMarkMenu [window #, menultem] (mouse-only) UMM

The user is expected to invoke the specified menu command, and it is then executed. If
the user invokes a menu item other than the correct one, it does not take effect. A
window # argument of 4 specifies the Introduction Window.

The window menu commands that can be monitored and executed in the Introduction are
Close, Close All, Show Next, Show Previous, and all of the commands in the Introduction
Window. The Set Window, Redisplay, and "?" menu commands are inoperable, and
cannot be required of the user. Error conditions are handled as follows:

Mouse click outside any menu: The message "No, move the pointer into the <1> '
menu command, then press and release the Left button." is displayed. The <1>
variable is replaced by the menultem argument.

Wrong window’s menu: The message "No, that menu is not in the right window.
Try again.” is displayed.

Wrong menu item: The message "No, you marked the wrong menu item. You
need the <1> command. Try again." is displayed.

MarkMenuMessage [noMenu, wrongWindow, wrongltem] MMM

UserEndSession [] (mouse-only) UES
The user is expected to invoke the End Session command in the Desktop transient menu,
and it is then executed. Error conditions are handled as follows:

Mouse click outside transient menu symbol: The message "No, move the
pointer to the box in the upper right corner, then hold down the Left button to get
the menu." is displayed. The mouse action is otherwise ignored.

Wrong menu item in the transient menu: The message "No, the pointer was
away from the End Session command when you released the button. Try again.” is
displayed. The incorrect command is not executed. The user must begin again,
holding down the button to display the menu.

EndSessionMessage [outsideMenu, wrongltem] ESM

UserMarkPsheetMenu [menultem] (mouse-only) (SELECT-only) UMPM

This command is identical to UserMarkMenu except that it applies to the property or
option sheet currently displayed. The error conditions are handled identically, except that
the "wrongWindow" message is "No, the pointer should be in the property sheet menu.
Try again.” [The writer must change the content of the message when this command is used to monitor
option sheet actions like UserMovelcon to a printer.]

MarkPsheetMenuMessage [noMenu, wrongWindow, wrongltem] MPMM
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Monitoring Icon Actions

UserSelecticon [name] (mouse-only) (SELECT-only) USI

The user is expected to select the specified icon. His actions are evaluated immediately
after he presses and releases the SELECT button.

Error conditions are handled as follows:

Mouse click outside any icon: The message "No, move the pointer into the icon
named <1>, then press and release the Left button." is displayed. The variable <1> is
replaced with the name argument. If the mouse click resulted in a selection, it
remains highlighted; however, if the mouse click would have invoked a menu
command, it is not executed.

Wrong icon selected: The message "No, you didn’t select the icon named <1)>.
Try again." is displayed. The incorrect selection remains.

SelecticonMessage [outside, wronglcon] SIM

UserOpenlicon [name] UOI

The user is expected to press the OPEN key when the correct icon is selected. Only
documents and folders may be opened.

Error conditions are handled as follows:

Mouse click outside any icon: The message "No, use the mouse to select the
icon named <1>, then press the <OPEN> key." is displayed. The mouse action is
otherwise ignored.

Any key other than oPeN pressed: The message "No, you need the <OPEND> key.
Try again." is displayed.

Non-existent or wrong selection when OPEN is pressed: The message "No,
select the icon named <1>, then press the <OPEN> key." is displayed. The keystroke
is otherwise ignored.

OpenlconMessage [outside, notOpen, wronglcon] OIM

UserDeletelcon [name] UDI
The user is expected to press the DELETE key when the correct icon is selected.
Error conditions are handled as follows:

Mouse click outside any icon: The message "No, use the mouse to select the
icon named <1>, then press the <DELETE> key." is displayed. The mouse action is
otherwise ignored.

Any key other than DELETE pressed: The message "No, you need the <DELETE>
key. Try again."” is displayed.
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Non-existent or wrong selection when DELETE is pressed: The message "No,
select the icon named <1>, then press the <DELETE> key." is displayed. The keystroke
is otherwise ignored. ‘

DeletelconMessage [outside, notDelete, wrongicon] DIM

UserMovelcon [name, destination] UMI

The named icon may be either on the Desktop or in an open folder window. The
destination may be either the word desktop or one of these icon flavors: printer, folder, or
filedrawer.

If the destination is a folder, filedrawer, or printer, then the name argument must name a -
document or a folder, since these three destinations will behave as though they had
received the moved icon. Upon successful completion of the move, the folder will contain
the target document. The filedrawer will show the normal "receiving" highlighting, but no
fiing will actually take place.

When an icon is correctly moved to the printer, the printing option sheet appears, and the
UserMovelcon command has completed its execution. The writer must then call
UserMarkPsheetMenu [Start] so that the user is required to make the option sheet
disappear.

After three seconds, an icon that was correctly moved to a printer is returned to an empty
location on the Desktop. [Placeholder: The actual printing of a document will be described here. It will
appear to the user exactly as though "normal” Star printing were in operation, which may or may not actually be the
case.]

If the destination is a folder, then it may be either a window or an icon, depending on the
state of the user’s Desktop at the time. The writer may have only one icon or window of
the specified destination flavor on the Desktop when this command is executed, so that
the Introduction can unambiguously determine the correct destination object.

If the destination is desktop, the user must move the icon to an empty "slot" within the
Icon Area, different from the icon’s original location. If the named icon’s original location
was inside a folder window, then a correct UserMovelcon to the desktop removes the
icon from the folder.

The user is successful if he selects the target icon, presses the MOVE key, and clicks
either mouse button at the specified destination.

Error conditions are handled as follows:

Mouse click outside any icon: The message "No, use the mouse to select the
icon named <1>, then press the <MOVE> key." is displayed. The mouse action is
otherwise ignored.

User presses a key other than MOVE: The message "No, use the <MOVE> key." is
displayed, and the keystroke is otherwise ignored.

Non-existent or wrong selection when MOVE is pressed: The message "No,
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select the icon named <1>, then press the <MOVE> key." is displayed. The incorrect
selection remains selected.

Any keystroke after move is in progress: The message "No, you don’t need to
type anything. Click the button to finish the move." is displayed, and the keystroke is
otherwise ignored. '

User attempts to terminate the move in an illegal location (such as inside a
non-container window, or over a non-container icon): The message "No, the system
can’t leave the icon there. Try again, starting with the <MOVE> key." is displayed.
The selected icon is replaced at its original location, and remains selected.

User attempts to terminate the move in an incorrect location (i.e., over a .
"receiver" icon, or outside the lcon Area, when the destination is desktop; or in any
legal location that is not the correct "receiver" icon or window when the destination
is folder, filedrawer, or printer): The message "No, you should have moved the icon
to the <1>. Try again, starting with the <MOVE> key." is displayed. The variable <1> is
replaced with the word desktop, folder, filedrawer, or printer, as appropriate. The
selected icon is replaced at its original location, and remains selected.

MovelconMessage [outside, notMove, wronglcon, keystroke, illegal, incorrect] MIM

UserCopylcon [name, destination] UCI

This command is identical to UserMovelcon, except as follows: If the user selects the
correct icon and presses the copy key, but then attempts to leave the copied icon in an
illegal or incorrect location, the copy disappears and the original icon remains selected.
The user must again press copPy and place the copied icon at the correct destination.
The content of the default error messages is the same, except that the word "<cory>"
replaces the word "<MOVE>."

CopylconMessage [outside, notCopy, wronglcon, keystroke, illegal, incorrect] CIM

Monitoring Property Sheet Actions

The first two of these commands (UMP and UEP) can be executed only when a property
sheet has already been opened. Both expect the user to change only one parameter. (A
sequence of property sheet actidns can be carried out by a sequence of separate commands; the property sheet
is not removed until its "Done" has been invoked by means of the UserMarkPsheetMenu command.) The third
command (UCP) requires the user to select an object, press the PROPS key, then madify the
property sheet as instructed.

The parameter and value arguments are identical to those described under
HighlightParameter command, with the addition of a Display parameter for all except the
Document property sheet.

All of the parameters on the four available property sheets can be monitored by the
Introduction, with the following exceptions: (1) on the Character, Paragraph, and Tab
property sheets, the only operable "Display” options are CHAR, PARA, and TABS; (2) the OTHER
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choices are not operable in the Position or Space parameters; (3) the Name property of
Characters is not operable; (4) on the Document property sheet, only the Name parameter
can be monitored.

UserMarkParameter [parameter, value] (mouse-only) (SELECT-only) UMP

The user is expected to mark the appropriate value of the given parameter in the property
sheet currently displayed. (For the Tabs property sheet, only a single argument appears,
as explained under HighlightParameter.) This command applies to state and choice
parameters only, and the user’s action is evaluated as soon as he has pressed and
released the SELECT button. The selection is changed to reflect his actions only if he is
correct, and only if the Character property sheet or a Display choice was involved.

Error conditions are handled as follows:

User clicks outside property sheet: The message "No, the pointer should be
inside the property sheet. Try again.” is displayed. The button click is otherwise
ignored.

User clicks in property sheet menu: The message "No, you don't need the
menu until you've marked the <1> parameter. Try again." is displayed. The variable
<1> is filled in from the parameter argument. The menu command is not executed.

User clicks in wrong parameter: The message "No, that's the wrong parameter.
You need the <1> parameter.” is displayed. The <1> is replaced by the parameter-
value pair. The incorrect parameter is reset to its original value.

MarkParameterMessage [outside, menu, wrong] MPM

UserEditParameter [parameter, value] UEP

This command applies to text parameters. For the Paragraph property sheet, the valid
parameters are (for the margins) Left and Right. For Tabs, the integers 1, 6, 11, 16, etc.
specify the "Spaces" parameters. For Document properties, only Name is valid.

The user is expected to edit the contents of the parameter so that they become identical
with the (unquoted) value. This may involve making a selection in the text already there,
or placing the caret at the left side of the empty parameter and typing in the specified
text. [Although a Star document name may contain commas, the writer may not specify a name containing
commas in the Introduction. Thus the value argument is unquoted, and contains either an integer (for the
Paragraph Left-Right or Tabs "Spaces" values) or a sequence of characters (for the Document Name
parameter.]

The contents of the parameter are evaluated when the user invokes the Continue menu
item in the Introduction Window (but the user’s actions are reflected in the selection only
after he invokes Done, since this command does not apply to the Character property
sheet).

The first three error conditions are the same as in UserMarkParameter, and one more
condition is added:
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Value of parameter does not match value: The message "No, your typing was
not exactly right. Try again." is displayed. The selection and caret appear as the
user placed them, so that only the typing must be redone.

EditParameterMessage [outside, menu, wrong, noMatch] EPM

UserChangeProps [selection, window #, parameter-value, parameter-value, . . .] UCP

The user is expected either to have already, or to make, the correct text or icon selection,
then press PROPS to display the appropriate property sheet. If the selection argument is
quoted, then it specifies a sequence of characters. Otherwise, it is interpreted as the
name of a document icon. If the selection specifies text, the window # identifies the
interaction window; if the selection is an icon, the window # argument is ignored, but
may not be omitted. The other arguments specify any number of state and/or choice
parameters, as a list of parameter-value pairs separated by commas. Some valid pairs
are Face-BOLD, Alignment-JUSTIFIED, Display-PARA, 5 (i.e., the first decimal-aligned
tab).

If no parameter-value pairs are specified, then the purpose of the command is simply to
display the correct property sheet, and the user’s action is evaluated when he presses the
PROPS key. (For example, this is the mechanism by which the writer would have the user
display the Document property sheet, which has no state or choice parameters that can
be changed.)

If a list of parameter-value pairs is specified, they are checked when the user invokes the
Continue menu item in the Introduction Window; his actions are correct if each
parameter-value listed has changed from its original value, while the others remain
unchanged. In the case of the Character properties and the Display parameters, the
resulting changes to the selection (or property sheet displayed) are made only after the
user’s actions are all correct. Other changes are only made after Done is invoked, as in
"normal” Star.

The order in which the user clicks at the parameters is ignored, and any mouse action
within the property sheet (not including in the property sheet menu) is carried out, so that
the highlighting of the parameters accurately reflects the user’s actions; no changes are
made to the selection until the user's actions are correct.

Error conditions are handled as follows:

Mouse click outside contents of any window: The message "No, use the mouse
to make the correct text selection, then press the <PROPS> key." is displayed. The
mouse click is otherwise ignored.

Usei presses a key other than PrROPS: The message "No, use the <PROPS> key."
is displayed, and the keystroke is otherwise ignored.

Non-existent or wrong selection when PROPS is pressed: The message "No,
you don’t have the correct selection. Select correctly, then press the <PROPS> key."
is displayed. The incorrect selection remains.
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Any keystroke after property sheet displayed: The message "No, you don’t
need to type anything." is displayed. The keystroke is otherwise ignored; thus it is
impossible for the user to change a text parameter during the execution of this
command.

User clicks outside property sheet (other than Continue in the Introduction
Window): The message "No, you don’t need to do anything outside the property
sheet until you're ready to invoke the Continue command.” is displayed. The button
click is otherwise ignored.

State or choice parameter values incorrect: The message "No, the following
parameter(s) are not right: <1>, <1>, . . . Change them, then invoke Continue." is
displayed. The parameters whose values are wrong are listed by their string names
so that the user can locate and change them. [On the Tabs property sheet, this information
will be meaningless to the user. The writer should use the ChangePropsMessage to display something
more useful.] All parameters, both correct and incorrect, remain as the user set them.

ChangePropsMessage [outsideWindow, notProps, wrongSelection, keystroke, outsidePsheet,
wrong] CPM

Monitoring the Carriage

The first of these commands is the means by which the Carriage is displayed on the screen;
the others control the user’s settings of the various parts of the Carriage, and its menu.
Except for UserGetCarriage, all of the commands require that the Carriage be displayed on
the screen before the command is executed.

UserGetCarriage [selection, window#] UGC

When the MARGINS key is pressed, the Introduction checks the user’s selection, which
must correspond to the selection argument in the appropriate window. The Carriage is
then displayed. Error conditions are handled as follows:

Mouse click outside contents of any window: The message "No, use the mouse
to make the correct text selection, then press the <MARGINS> key." is displayed. The
mouse click is otherwise ignored.

User presses a key other than MARGINS: The message "No, use the <MARGINS>
key." is displayed, and the keystroke is otherwise ignored.

Non-existent or wrong selection when MARGINS is pressed: The message "No,
you don’t have the correct selection. Select correctly, then press the <{MARGINS>
key." is displayed. The incorrect selection remains.

GetCarriageMessage [outside, notMargins, wrongSelection] GCM

UserSetMargin [side, location] USM

The user is expected to select the side (left or right) margin marker in the Carriage, then
press the MOVE key, then click the button at the /ocation on the Carriage scale.
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Error conditions are handled as follows:

Mouse click outside the Carriage before any key is pressed: The message
"No, you must select the <1> margin marker inside the Carriage." is displayed. The
variable <1> is replaced by the side argument. The mouse click has no other effect;
i.e., the existing text selection is not changed, and no menu command is invoked.

User presses a key other than MOVE: The message "No, use the <MOVE> key." is
displayed, and the keystroke is otherwise ignored.

Correct margin box not selected when MOVE is pressed: The message "No,
select the small box on the <1> side of the Carriage, then press the <MOVE> key." is
displayed (with side replacing the <13). -

Mouse click outside the Carriage after MOVE was (correctly) pressed: The
message "No, you need to click the button when the pointer is above <1> on the
Carriage scale." is displayed. The variable <1> is replaced by the /ocation argument.
The mouse action is otherwise ignored.

Any keystroke after move is in progress: The message "No, you don’t need to
type anything now." is displayed, and the keystroke is otherwise ignored.

User moves the marker to the wrong place: The message "No, the marker
should be above <1> on the scale. Try again, starting with the <MOVE> key." is
displayed {with /ocation replacing the <1>). The margin marker remains selected and
in its incorrect location.

SetMarginMessage [outside, notMove, wrongMargin, extraClick, keystroke, wrongPlace] SMM

UserEraseTab [location] UET

The user is expected to select the tab marker in the specified location on the Carriage,
then hit the DELETE key. Errors are handled as follows:

Mouse click outside the Carriage before any key is pressed: The message
"No, you must select the tab marker above <1> on the Carriage." is displayed (with
<1> replaced by location). The mouse click has no other effect.

User presses a key other than DELETE: The message "No, use the <DELETE> key."
is displayed, and the keystroke is otherwise ignored. '

Correct tab not selected when DELETE is pressed: The message "No, select the
tab marker above <1> on the Carriage, then press the <DELETE> key." is displayed
(with <1> replaced by /ocation).

EraseTabMessage [outside, notDelete, wrongTab] ETM

UserRelocateTab [from, to] URT

The user is expected to select the tab marker appearing at the from location, and move it
to the to location.
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Errors are handled as follows:

Mouse click outside the Carriage before any key is pressed: The message
"No, you must select the tab marker above <1> on the Carriage." is displayed (with
<1> replaced by from). The mouse click has no other effect.

User presses a key other than MOVE: The message "No, use the <MOVE> key." is
displayed, and the keystroke is otherwise ignored.

Correct tab not selected when MOVE is pressed: The message "No, select the
tab marker above <1> on the Carriage, then press the <MOVE> key." is displayed (with
<1> replaced by from).

Mouse click outside the Carriage after MOVE was (correctly) pressed: The
message "No, you need to click the button when the pointer is above <1> on the
Carriage scale." is displayed (with <1> replaced by to), and the mouse action is
otherwise ignored.

Any keystroke after move is in progress: The message "No, you don’t need to
type anything now." is displayed, and the keystroke is otherwise ignored.

User moves the marker to the wrong place: The message "No, the tab should
be above <1> on the scale. Try again, starting with the <MOVE> key." is displayed
(with <1> replaced by to), and the tab marker remains selected and in its incorrect
location.

RelocateTabMessage [outside, notMove, wrongTab, extraClick, keystroke, wrongPlace] RTM

UserPlaceTab [type, location] UPT

The value of type is either left, centered, decimal, or right. The user is expected to select
the marker of the specified type in the Carriage source, hit copy, then click at the
location position in the Carriage scale. [Note that a tab could also be set by copying an existing
tab from above the units scale on the Carriage, rather than copying from the source. This command does
not expect or allow the user to set a tab this way] Errors are handled as follows:

Mouse click outside the Carriage before any key is pressed: The message
"No, you must select the correct tab type from the top line of the Carriage.” is
displayed. The mouse click has no other effect.

User presses a key other than copy: The message "No, use the <COPY> key." is
displayed, and the keystroke is otherwise ignored.

Correct tab type not selected when coPy is pressed: The message "No, select
the correct tab type from the top line of the Carriage, then press the <COPY> key." is
displayed.

Mouse click outside the Carriage after copy was (correctly) pressed: The
message "No, you need to click the button when the pointer is above <1> on the
Carriage scale." is displayed (with <1> replaced by /ocation), and the mouse action is
otherwise ignored.
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Any keystroke after copy is in progress: The message "No, you don’t need to
type anything now." is displayed, and the keystroke is otherwise ignored.

User copies the marker to the wrong place: The message "No, the marker
should be above <1> on the scale. Try again, starting with the <copY> key." is
displayed (with <1> replaced by location). The user's incorrectly placed copy
disappears, and the tab marker of the correct type in the Carriage source remains
selected.

PlaceTabMessage [outside, notCopy, wrongTab, extraClick, keystroke, wrongPlace] PTM

UserMarkCarriageMenu [menultem] (mouse-only) (SELECT-only) UMCM

This command is identical to UserMarkMenu except that it applies to the Carriage, which
must be displayed at the time the command is executed. The allowable menu items are
Done, Reset, and Defaults. (The Units command cannot be monitored.) Error conditions
are handled as in UserMarkMenu, except that the "wrongWindow" message is "No, the
pointer should be in the Carriage menu. Try again."

MarkCarriageMenuMessage [noMenu, wrongWindow, wrongltem] MCMM

Miscellaneous Monitoring

UserPressKey [name] UPK

The user is expected to press the key whose keytop says name. [The figure on p. 13 of FS
Version 5.2 is the authoritative source; the name comes from the bottom of the key, e.g., the slash rather
than the question mark] The writer may specify a combination of keys, such as keyboard-
bold, separating the two names with a hyphen. The effect of the keystroke (e.g., inserting
a special character) is not carried out by this command; its purpose is to provide early
instruction that helps the user feel comfortable with the keyboard. If the writer wants the
user to see the effect of the keystroke, he must use the appropriate monitoring command
(e.g., UserOpenicon), to insure that other conditions, notably the selection, are
appropriate.

Another use of the command, however, is to control the execution of the Introduction. If
the writer prefers to have the user signal his readiness to continue by means of the
keyboard (e.g., the NEXT key) instead of the Introduction Window menu, he may use a
command like UserPressKey [next] with appropriate instructions.

Error conditions are handled as follows:

User presses either mouse button: The message "No, you don’t need the mouse
for this. Press the <1> key on the keyboard." is displayed (with <1> replaced by
name), and the button click is otherwise ignored.

User presses a different key: The message "No, that’s the wrong key. Press the
<1> key." is displayed. The keystroke is otherwise ignored.
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PressKeyMessage [mouse, wrongKey] PKM

UserContinue [] (mouse-only) (SELECT-only) UC

This command allows the user to invoke any of the menu items in the Introduction
Window, or the End Session command in the Desktop menu. Normally, the user will
invoke Continue in order to see the next piece of information, but he may also choose to
repeat a section of instruction or log out. (See "Progressing Through the Introduction”,
below.) The only error condition is:

User clicks outside Introddction Window menu or Desktop transient menu:
The message "No, please invoke Continue when you're ready for more information."
is displayed. The button click is otherwise ignored.

ContinueMessage [] CM

UserFreeToContinue [] UFTC

This command allows the user to perform any sequence of Star actions he chooses. The
Introduction does not monitor his actions in any way. Execution from the writer's file
continues after the user invokes the Continue command in the Introduction Window.
(The other menu commands disappear until Continue is invoked.) The purpose of this
loophole is to allow the writer to present information describing a Star function that
cannot be monitored, then allow the user to practice with it as he chooses. It is only
appropriate in the later stages of the Introduction.

When the user invokes Continue, the Desktop is cleared of all icons and open windows,
to insure that nothing exists to conflict with the writer's subsequent commands. Any
object overlapping the Introduction Window (e.g., a property sheet) is also cleared. The
constraints associated with the Introduction Desktop (e.g., availability of only specified
property sheets, operability of only specified window menu items, etc.) are again in force.

Control Commands

In order to allow for some variation in users’ ability to acquire information and desire for
reinforcement, two levels of structure are available. These two levels are called "Unit" and
"Practice,"” and allow the user a degree of control over the sequence of instruction. In
addition, if the user ends his session before completing the Introduction, the Unit marker
serves as a restart point from which instruction will begin the next time he signs on.

Unit [label] U

This command is mainly a marker in the writer’s file. If the user ends his session before
completing the Introduction, the last Unit marker that he passed will be the point at which
instruction begins when he next signs on. Because a user may begin a Unit from a
"blank" Desktop (since he may just have signed on after ending a previous session), the
beginning of each Unit should contain whatever commands are necessary to establish the
environment in which the user is expected to work -- appropriate icons on the Desktop,
etc.
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The /abel argument is ignored by the Introduction, but may be used by the writer as a
comment.

EndUnit [label] EU

This command marks the end of a Unit. When it is executed, all icons, open Windows,
and objects covering the Introduction Window are cleared, so that subsequent instruction
proceeds from a clean slate.

Practice [label] P

A Practice block is used to allow the user more information and/or more work on a
particular topic. Commands within a Practice block are not special in any system-
significant way.

The writer may include as many Practice blocks inside a Unit as he chooses; the
beginning of each is indicated by this command. The end of the current Practice block is
indicated either by another Practice label or by an EndUnit label. Non-unique /abels in
Practice commands may produce unexpected results

ChoosePractice [label, userAnswer, label, userAnswer, . . .] CP

This command allows the user to enter a Practice block at his option. The argument is a
series of pairs, each of which consists of a label and a userAnswer. Each Jabel
identifies the Practice block from which instruction continues, if the user’s typed-in
response matches the corresponding userAnswer argument. If the user types anything
other than one of the userAnswers, then instruction continues from the command
following this current ChoosePractice command. The user’'s response appears on the
next blank line in the Introduction Window, and is terminated by NEXT.

If nothing follows the first /abel argument, then the labeled Practice block is entered
unconditionally.

Practice blocks are only entered directly from ChoosePractice commands, and must be
located at the end of a Unit. When the Introduction encounters a Practice label in the
course of execution, one of two things happens: (1) If the user is currently completing a
preceding Practice block, then instruction continues from the command following the
ChoosePractice that sent the user into the now-completed Practice block; (2) if the user
is not in a Practice block, then everything in the writer’s file up to the next EndUnit label
is skipped, and instruction continues from the following Unit label.

BeginTiming [timer], EndTiming [timer] BT, ET

The writer has access to five timers, identified by the letters A through E, which maintain
the elapsed time (in seconds) between the execution of the BeginTiming and EndTiming
commands. He may include as many commands between the BeginTiming and
EndTiming as he chooses, and the elapsed time will reflect the user’s pace in completing
the actions required by any monitoring commands (as well as system response time,
which is not eliminated from the elapsed time).
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SkiplfFasterThan [seconds, timer] SIFT

This command would normally follow an EndTiming command. The elapsed time
maintened by the timer is compared to the seconds argument; if the elapsed time is less,
then the command immediately following the SkiplfFasterThan is ignored, and instruction
continues from the next command (i.e., the second command after SkiplfFasterThan).
This allows the writer to have a slower user enter a Practice block unconditionally.

SkiplfSlowerThan [seconds, timer] SIST

This command is identical to SkiplfFasterThan, except that the next command is skipped
if the elapsed time in the timer is greater than the seconds argument.

BeginErrorCount [], EndErrorCount [] BEC, EEC

These commands are similar to BeginTiming and EndTiming. The writer uses them to
bracket a sequence of commands in which the user’s performance is to be monitored on
a larger scale. The Introduction counts the number of times that any monitoring
commands delivered negative feedback; the result refiects the number of errors that the
user made during that sequence of instruction.

SkiplfBetterThan [number] SIBT

This command is similar to SkiplfFasterThan, and would normally follow an
EndErrorCount command. If the user made fewer than number errors, the command
following the SkiplfBetterThan is skipped.

SkiplfWorseThan [number] SIWT

This command is similar to SkiplfSlowerThan. If the user made more than number errors,
the command following the SkiplfWorseThan is skipped.

ReadFromDocument [name] RFD

This command allows the writer to assemble a long Introduction from a number of shorter
documents. Its effect is to continue instruction from the first command in the named
document, which must be in the Introduction filedrawer. This command automatically
begins a new Unit, whether or not a Unit command appears.

Comment [anything] C

This command is ignored by the Introduction, and allows the writer to insert comments or
reminders to himself.
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ACTIONS

Assemble Introduction File Drawer Contents

The writer creates his file with the Star editor, as a normal document, and names it
"Introduction Source". He may include any fonts and/or faces that he wishes the user to
see. Similarly, he creates the contents of any documents or folders that the user will deal
with. The writer moves or copies all of these objects into the Introduction file drawer, where
they can be accessed by the Introduction facility.

Start Introduction (Wfiter)

The writer must execute the Introduction in order to debug its contents, which he does by
selecting the document containing the first command, and pressing SHIFT-HELP. The
Introduction Desktop appears and commands are executed sequentially from the selected
document. The writer may terminate execution and return to his "normal" Desktop by
pressing STOP at any time. (The "normal” Desktop will appear as though the user had
logged off and logged on again; all windows will be closed.)

Start Introduction (User)

The Introduction begins as soon as the user logs on and the system recognizes him as
"new", that is, as not having completed the Introduction already. (The Introduction does not
provide instruction in logging in.) The Introduction Desktop, including the Message Area and
the transient menu, is displayed. Then the Introduction Window opens and instruction
begins, as commands from the writer's file are executed. The Directory, blank paper
document, and any other objects provided by the System Administrator, appear after the user
has completed the Introduction and is ready to begin real work.

If the user ends his session before execution of the writer's file is complete, the last-
encountered Unit label is stored as part of the information in the User Icon. The next time
he signs on, the Introduction continues from that Unit label.

Progressing Through the Introduction

The menu items in the Introduction Window allow the user to progress through the
instruction at his own pace, repeating instruction if he chooses. The user may invoke any
one of these menu items, or the End Session, whenever a UserContinue command is in
effect.

Continue: The next command in the writer's file is executed. This is the user’s
standard way of getting new information or instruction, and will certainly be the most-
frequently executed menu item in the Introduction.

Restart Unit: The Desktop is cleared of all icons and open windows, and
instruction continues from the last-encountered Unit label.

Restart Previous Unit: The Desktop is cleared of all icons and open windows, and
instruction continues from the Unit label preceding the last Unit encountered.
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Restart Practice: This command is visible only when the user is in a Practice
block. Its effect is to clear the Desktop of all icons and open windows, then continue
instruction from the command following the last-encountered Practice label. - Thus
the user will repeat his current Practice block of instruction.

User’s Option to Terminate the Introduction

Whenever a UserContinue command is in effect, the user may exit the Introduction by
pressing STOP. The Introduction Window displays the message:

"If you want to take a break now, and continue this instruction when you return, you
should use the End Session menu command. If you have completed the Introduction
before, or if you already know how to operate the Professional Workstation, you may
leave the Introduction and begin your normal work.

If you want to continue with the Introduction, press NEXT or use the
Continue menu command. If you really want to stop the Introduction, press
STOP again."”

If the user presses STOP a second time, the "normal” Star Desktop appears and the Message
Area displays:

"You have left the Introduction. The system is now at your command.”

User’s Option to Begin the Introduction

During "normal" Star operation, the user may invoke the Introduction by pressing HELP,
causing the Help Window to appear, then pressing SHIFT-HELP. (Whenever the Help window
is open, pressing SHIFT-HELP initiates this interaction.) The Message Area flashes once, then
displays "The Introduction is a long lesson. Press NEXT to begin, STOP to remain in normal
operation." If the user performs any mouse action or presses any other key, the Message
Area flashes the message again.

If the user presses NEXT, the Introduction Desktop obscures his current Desktop, and
commands are executed from the Introduction Source just as though he had logged on for
the first time. If he presses sTop, he remains in normal operation and the Message Area
displays "OK. Proceed with your normal work."

The user may begin the Introduction only at the beginning. Of course, if he logs off within
the Introduction, he returns to the last-encountered Unit label when he logs on again.
However, it is not possible to exit the Introduction via STOP, then return to the last-
encountered Unit via HELP, SHIFT-HELP. [The Introduction is not a general overview of system features. It
is a special-purpose mode of interaction with Star that is generally inappropriate for users with more than a few
hours’ experience on the system. Having the user think of "returning to the Introduction to review some
fundamental operations" is probably a mistake.]
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End Introduction (User or Writer)

When all the commands in the writer's file have been executed, the Introduction terminates.
The Message Area displays "Congratulations! You have completed the Introduction. Good
work!". The "normal" Star Desktop appears, with whatever objects are standard for the
user's site.

Handling Runtime Errors

As well as interacting with the user via Star software, the Introduction facility operates from
the writer’s file. It is open to possible runtime errors, some of which cannot be prevented
even by exhaustive software checks of the writer's file. [f the writer plans his instructions
scrupulously, errors of this kind can be minimized. At least during the development of the -
writer’s file, however, and also during genuine customer-site operation, runtime errors must
be dealt with in a uniform way.

Whenever the Introduction encounters an impossible situation (for example, an Openlcon of
an icon that is not displayed, or a UserEditParameter when no property sheet is displayed),
the message "Something has gone wrong with the Introduction. Please wait while the next
unit of instruction is found." is displayed. Then the Introduction Desktop is cleared of all
icons and open windows, and the next Unit command is located in the writer’s file. All other
intervening commands except ReadFromDocument are ignored, and execution proceeds
from the Unit command.

A notation is also added to the log containing all other software and hardware errors. Each
runtime error notation includes the date and time, the user’s name, the current command
and its arguments, and a description of the impossible situation, such as "Deletelcon:
Window named name not in iconic form."
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C. HELP AND TRAINING

This section describes the features that allow a user to seek on-line assistance, either brief
or detailed, while in the midst of normal Star operations. The Help and Training facility,
hereafter referred to simply as Help, provides a simple set of actions; the complexity,
organization, and depth of the set of materials made available to the user are determined by
the Help writer, not the facility itself. :

USER OVERVIEW

Help is a Star facility (encompassing both brief and detailed on-line assistance) available at
all times to provide users with information about the system, in the form of a set of Help
documents. As used here, the term "Help document" refers to a normal Star document,
written by a Help writer, containing zero or more Help References that give the user access
to other Help documents.

When the user wishes Help information, he can either press the HELP key, or invoke the
question mark in any window menu, property sheet menu, or the Message Area.

When the HELP key is pressed, the Help Window displays a top-level outline of the on-line
materials available. To the extent that these materials fall into different categories, the top-
level "map" directs the user to the appropriate system of documents. When the user opens
the Help window by invoking a question mark, a Help document containing an explanation of
the appropriate menu, property sheet, or message is displayed. Once the Help window is
open, the user can either open more detailed Help documents, or use the Search For
Keyword menu command. The system indicates which Help documents relate to the user’s
typed-in keyword by displaying another document whose Help references point to more
detailed information. The user can continue working on other documents while the Help
window is open.

Help materials consist of a set of documents created by Help writers. The Help writer
attribute allows the user to insert Help references into documents, and to examine the
system of Help documents for completeness.

The Introduction can also be invoked from the Help window.
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DETAILED SPECIFICATION

OBJECTS

Help Writer

The system administrator may designate a user as a Help writer at the time the user’s name
is registered in the Clearinghouse. Initially, only Xerox personnel who are developing Help
materials on their own Star workstations will be so designated.

Help Document

The term "Help document" refers to a normal Star object written by a Help writer, containing
zero or more Help References that give the user access to other Help documents. In
general, the on-line assistance to the user consists of a large set of documents, most of
which are accessed by a reference from another document; the rest are associated with
menus, property sheets, options sheets, or system messages.

Help Key

The HELP key provides one way to open the Help window. The user may press the HELP key
at any time while using Star, except during a multi-step process such as a MOVE. |If the user
presses the HELP key when the Help window is open, a Help document describing the Help
system is displayed.

Question Mark

A question mark is located in the menu of every Star window, in every Property Sheet, and in
the Message Area when a message is displayed. These question marks are invoked like
menu commands, and result in the Help window opening and displaying a relevant Help
document. The user can subsequently use the Help features in the standard way.

Help Window

The Help window is a Star window of standard document size usually located on the right
side of the screen. As described in the Desktop chapter, the location of the Help window
(right or left) depends on the "stimulus" by which the user invoked Help. That description is
amended as follows: The Help window never covers a property sheet or option sheet,
regardless of the location of the current selection. If a property or option sheet is displayed
at the time that Help is invoked, the Help window opens on the other side of the screen.
(The exact size and screen coordinates of the Help window are listed in the Desktop
chapter.)

When open, the Help window overlays any other windows in that area; it does not participate
in the normal screen division that takes place when a standard window is opened. The Help
window displays Help documents and can be scrolled normally. The menu commands in the
Help window are: ?, Close, Show Table of Contents, Show Previous View, Search For
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Keyword, and Check References (Help writers only).

A document appearing in the Help window is effectively locked; only the contents of fields
within the document can be modified. The user may copy material from the Help document
at will.

Help Server, Help File Drawer

The complete set of Help documents, comprising the total of all on-line assistance, is
expected to be large. At the discretion of the Help writer, some of the documents will
reside in the Help folder (created by Xerox personnel, like the System Folder) on each
workstation’s rigid disk, and some will reside in the Help file drawer stored on a local file
server, referred to here as the Help Server. The System Administrator associates the name
"Help Server" with the local file server by means of the Clearinghouse. The distinction
between locally- and remotely-stored documents will be evident to the user only by virtue of
the time required to retrieve material from the server.

The Help file drawer will appear in the divider for its file server in the Directory, but its
access will be limited, using the normal file server mechanisms, so that ordinary users
cannot modify or overwrite the Help materials.

Although Help documents will be developed as normal non-special objects on the Help
writer's Desktop, the system of Heip materials available to the paying customer will all reside
in a privileged location referred to as "the Help system." Throughout this specification, Help
documents will be assumed to reside either on the rigid disk or on the Help Server; the
distinction will be made explicit only when it is meaningful.

Table Of Contents

The Table of Contents is a particular Help document, named "Table of Contents," that
appears immediately in the Help window when the user presses the HELP key. Its content is
determined by the Help writer who develops and coordinates the set of on-line materials.

Help Reference

A Help Reference is a special character that has associated with it the unique name of a
Help document. Help references exist within ordinary text like other special characters. The
creation and use of Help references are described under Actions. A Help reference can only
be invoked (with the SELECT button) when viewed through the Help window. When seen in a
document window, it is selected the way other characters are selected.

The Help Reference Property sheet has two text parameters and one state parameter. The
first text parameter is "Referenced Document," and contains the name of the Help document
pointed to by the reference. The second, "Page Number," contains the page to which the
document should be scrolled when it appears in the Help window. (lts default is 1). The
state parameter is "Use Help Server." If it is set on, the system searches for the Help
document on the Help Server; if it is off (the default), the system searches for the document
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in the local Help folder.

Practice Reference

For training purposes, it will be useful to provide the user with a document, folder, or record
file that can be manipulated like any "normal" Star object. For example, a folder might be
used to give the user practice in opening documents within the folder window, where the
contents of the folder are designed by the Help writer to present a particular training
example. A Practice Reference is a special character that points to such a practice object in
the same way that a Help reference points to a Help document. The Practice Reference
Property Sheet has one text parameter, called "Referenced Object," into which the Help
writer types the name of the document, folder, or record filexpointed to by the reference.
When the Practice reference is invoked, the associated object is opened at its beginning; no
page number can be specified. The practice object itself is stored on the Help Server.

The user’s action of invoking a Practice reference results in a window of the appropriate
type being opened, displaying the object named by the "Referenced Object" parameter.
Invoking a Practice reference is a shorthand for opening the Help file drawer, selecting the
associated document, record file, or folder, copying it to the Desktop, and opening it. See
Choose A Topic, under Actions.

Keyword Document

A keyword document is a Help document associated by means of its name with a word (or
phrase) that the user might be expected to ask about. For each keyword that the user might
usefully type, there exists a document whose name is of the form ExpectedWord.keyword
(e.g., Margins.keyword, or Rectangles.keyword). The keyword document contains Help
references to other documents that define or explain the word. The matching algorithm by
which the system retrieves the keyword document requires correct spelling but not
capitalization. The Help writer must include keyword documents for plurals and synonyms
(e.g., Margin.keyword, Rectangie.keyword, Box.keyword, etc.).

The Introduction

The Introduction is a separate Star facility that provides closely monitored instruction in the
fundamental concepts and operation of the system. As described in the appendix section
titled The Introduction, all new users are required to begin this sequence of instruction when
they log on for the first time. The user may begin the Introduction at any time during his
normal interaction with Star by pressing SHIFT-HELP when the Help window is already open.
Information to that effect will appear in the Table of Contents document. The details of
entering and leaving the Introduction at the user's option are listed in The Introduction.
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ACTIONS

Open Help Window

The user gets help by pressing the HELP key, or by invoking one of the question marks visible
in a menu or in the Message Area. In all cases, the Help window is opened and the user
sees a Help document. If the HELP key is pressed, the Table of Contents is displayed. If one
of the question marks is invoked, the displayed Help document explains the window menu,
the property sheet, or the message with which the question mark was associated. The
following menu commands appear in the Help window:

Show Table of Contents
The Table of Contents is displayed in the Help window.

Show Previous View

The document that is currently displayed in the Help window is replaced by the
document that was previously displayed. Show Previous View may be invoked
repeatedly up to ten times, during any single "Help session," after which the user will
be shown the Table of Contents.

Search For Keyword

This command helps the user locate documents containing information related to a
typed-in keyword. When the user invokes it, the Keyword Search Option Sheet is
displayed. The user enters the desired text string in the Keyword parameter, and
invokes Start. While Star is searching for the document whose name matches the
user’'s type-in, the message "Search in progress" is displayed. The user may cancel
the search by pressing the sTOP key. When the search succeeds in finding the
appropriate keyword document, the option sheet disappears, and the keyword
document is displayed in the Help window, containing Help references to other
documents related to the keyword. For example, if the user typed "margins," the
keyword document (named "Margins.keyword") might show a list of five Help
documents related to the topic of setting and changing margins.

If there is no document in the Help system whose name matches the word or phrase
typed by the user, the message "Sorry, no Help document is linked to that keyword"
appears in the Message Area. The contents of the Help window are not changed.

Check References

This menu item appears to Help writers only. It is used to check the Help system
structure for completeness. All the Help and Practice references in all the Help
documents on the rigid disk and on the Help Server are examined, to insure that they
refer to existing objects, and to insure that all Help and Practice objects are referred
to by some reference in the Help system. The Table of Contents and all documents
with names ending in ".keyword" are ignored for purposes of identifying documents
that are not referenced, but they are considered as pointers to other objects.

A document containing a two-column table is generated and displayed in the Help
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window, listing pairs of names. The first entry in each row is the name of the Help
document containing the dangling reference; the second is the name of the non-
existent object to which the reference points. In the case of an object that is not
pointed to by any reference, the first entry is left blank, and the second entry is the
name of the existing but un-referenced object.

Choose A Topic

The user chooses a topic in the Help window by invoking a Help reference with the SELECT
button. When a Help reference is invoked, the contents of the document whose name is
associated with it are displayed in the Help window, replacing the document already there.
Both the Help file drawer and the local Help folder have their "Uniquely Named Contents"
properties set on, insuring that only one document in either container is pointed to by any
reference. If a given name appears in both containers, precedence is enforced by the "Use
Help Server" parameter, specifying which container is to be searched, and by the fact that
Practice objects are all stored on the Help Server. If there is no document corresponding to
the Help reference at the time it is invoked, the message "Sorry, that Help document does
not exist" is displayed.

If the user invokes a Practice reference, the system opens a window on the non-Help side of
the screen, and displays the referenced object in that window. (The object itself is copied
from the Help Server to the user's Desktop, and it then exists as a normal Star object which
can be manipulated, stored, deleted, etc. in the normal ways.) If there is no room on the
non-Help side of the screen, a message is displayed advising the user to close at least one
window to provide space. Since the Practice object provides a workspace for the user, the
Help writer will presumably not lock Practice documents.

When a Practice window is closed, it returns to its Desktop location (one that was not
obscured by any window at the time the Practice reference was invoked, if possible).

Close Help Window

The user closes the Help window whenever he is satisfied with the on-line assistance he has
received. All Help documents that were copied from the Help Server are deleted
automatically and invisibly, except for objects that were accessed by means of a Practice
reference, which remain in their current state on the user’s Desktop as completely standard
objects.

Create New Summary Sheet

The Help writer creates a new Help document by typing into a blank document. The new
Help document is added to the Help system when it is moved or copied into the Help file
drawer or added to the Help folder.
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Create Help or Practice Reference

To create a Help or Practice reference, the Help writer inserts the appropriate reference
character into a document. This is done using the KEYBOARD key as described in Text
Editing. (This option is available only to Help writers.) The writer can select the reference
and move it around in the document. The writer brings up its Property Sheet and types the
unique name of the painted-to object into the Referenced Document or Referenced Object
parameter. For Help references, he types the page number at which the document is to be
scrolled, and sets the Use Help Server parameter appropriately.

CHANGES
Pressing HELP key when Help window is open displays Help document describing Help system.
Maximum width and height, screen coordinates for Help window copied from Desktop section.

To get The Introduction from Help window, press SHIFT-HELP.
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HELP REFERENCE PROPERTIES

Referenced Document | _SettingMargins-1 |

Page Number E
Use Help Server | YES [IIfTl

Figure HLP-1 - Help Reference Property Sheet
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PRACTICE REFERENCE PROPERTIES

Referenced Object | PracticeLetter 1

Figure HLP-2 - Practice Reference Property Sheet
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