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About This Manual 

This manual is designed to let you set up and start using your Amiga 500 with a 
minimum of effort. The manual includes nine chapters, a set of appendices, a 
glossary and an index. Here's a brief description of each part of this manual: 

Chapter 1, Introduction, summarizes the general features and capabilities of the 
Amiga 500. 

Chapter 2, Setting Up the Amiga 500, shows how to put your Amiga together. If 
you're using an Amiga for the first time, read Chapter 3, Getting Started, to learn 
the basics. 

Chapter 4, Using the Workbench, describes the nuts and bolts of using Work­
bench—to familiarize yourself with elements like icons, menus, and using the 
mouse. 

Chapter 5, Workbench Tools, tells about the useful tools available through the 
Workbench disk, including Amiga's built-in clock, calculator, notepad, icon 
editor, speech synthesizer, graphic dump, and international keymap selector. 

Chapter 6, Using Preferences, explains how to customize your Amiga by 
changing the settings on the Preferences utility of Workbench. 

Chapter 7, AmigaDOS and the CLI, explains how to use the Amiga Disk 
Operating System by typing in commands directly, via the Command Line 
Interface (CLI). 

Chapter 8, Adding to the Amiga 500, describes printers, extra memory, disk 
drives, modems and other hardware peripherals available for your Amiga. 

Chapter 9, Caring for the Amiga 500, gives advice on how to keep your Amiga 
in good working order. 

Appendix A, Technical Reference, contains technical specifications, diagrams 
of input/output connectors, theory of operation, memory map and a block 
diagram. 

Appendix B, AmigaDOS Reference, contains summaries of AmigaDOS CLI and 
screen editor (ED) commands, as well as a list of Amiga error numbers and what 
to do when you get the errors. 



Appendix C, Using the Amiga 500 Keyboard, describes the four sections of the 
keyboard and tells you which keys to use to perform typical mouse functions, 
such as moving the pointer, selecting, and using menus. This appendix also 
includes key maps for different Amiga 500 keyboard configurations. 

Appendix D, Printer Escape Codes, summarizes the escape codes the Amiga 
uses to communicate with printers. 

Appendix E, Amiga Bibliography, lists the guides and reference books for the 
Amiga system available from publishers. 

Appendix F, Amiga Schematics, contains detailed technical diagrams of the inner 
workings of the Amiga. 

The Glossary defines important special terms. (Terms from the glossary are 
shown in italics when they first appear in the text.) 

The Index lists the pages containing information on any specific subject. 

For More Information 

The capabilities of the Amiga 500 are so extensive that they cannot be fully 
covered in a single book. For more information on how the Amiga works, see the 
Amiga Hardware Manual, the Amiga ROM Kernel Manual, the AmigaDOS 
Manual, and Intuition: The AMIGA User Interface. These manuals are available 
from your Amiga dealer, or your local bookstore. 

See Appendix E for a listing of current Amiga reference guides and other books. 
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Chapter 1 

Introducing the Amiga 500 

This chapter introduces you to the Amiga 500 by briefly describing its capabili­
ties and potential. 

The first part of the chapter describes the components of the Amiga system and 
summarizes how they work; this section is addressed primarily to those who are 
not familiar with microcomputers in general or with the Amiga series of comput­
ers in particular. 

The second part of the chapter summarizes the key features of the Amiga 500. 
This material will be of interest to programmers, developers, etc. However, you 
can set up and run application software without understanding (or even without 
reading) this material. 

The third part of the chapter shows how the varied features and capabilities of the 
Amiga 500 have been incorporated in a variety of software programs. You will 
find that whatever your level of experience or your interests, there are Amiga 
programs that meet your computing needs. And you will also find that these 
programs are substantially less expensive than similar programs for other micro­
computers—even though in many cases the Amiga programs let you do things 
that are just not possible with the other computers. 
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Introducing The Amiga 500 

The Amiga 500's spectrum of capabilities is wide, sophisticated, versatile and 
yet affordable. And all this power and sophistication have been made so accessi­
ble, so easy to control that even a computer novice can be up and running with a 
minimum of effort. 

The Amiga 500 retains all the features that inspired reviewers to dub the original 
Amiga 1000 "the Maserati of microcomputers"—high speed/high efficiency 
processing; superb graphic and video resources; advanced stereo sound and 
music capabilities; the ability to perform a number of tasks simultaneously 
(multitasking operation); a unique file structure that allows programs to exchange 
data of various types (program code, graphics, sound); easy expandability; and 
more. In the Amiga 500, these features are enhanced and new ones are added. 
For example, the Amiga 500 comes equipped with 512 K of RAM, expandable 
to a full megabyte internally (by adding the A501 memory expansion unit). All 
this RAM is directly accessible, eliminating the time that other microcomputers 
must spend in indirectly accessing expansion RAM (e.g., by using a RAM disk 
scheme). This gives the Amiga a considerable advantage in processing speed. 

Later in this chapter there is a section describing the major features of the 
Amiga 500. These descriptions demonstrate that in selecting the Amiga 500 you 
have chosen one of the most advanced microcomputers available today. 

The Amiga 500 combines a number of components—keyboard, disk drive, and 
CPU—in one unit, called the main unit. A typical Amiga 500 system consists of 
the main unit and additional components. The capsule descriptions following 
identify these components and describe their basic functions. Chapter 2 tells how 
to connect all the components so you can begin computing. 

• The Main Unit contains the computer circuitry, the keyboard, and a 
built-in 3½ inch floppy disk drive. The main unit houses the CPU 
(central processing unit) and other microchips containing memory 
and processing circuitry (e.g., the sound and graphics chips). On the 
bottom of the main unit there is an expansion slot into which you can 
insert optional additional memory. On the back, there are several 
jacks, connectors and ports, into which you can plug peripherals 
(optional external equipment, like printers, modems, and extra disk 
drives). 
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• The Keyboard, on the main unit, resembles a typewriter keyboard 
with some extra keys. The keyboard is used to enter commands and 
data and to respond to prompts (messages) sent from the computer. 
With 94 keys, the Amiga keyboard is among the most complete 
keyboards available in the microcomputer field. See Appendix C for 
details on keyboard layout and functions. 

Note on the Keyboard: 
Your Amiga keyboard may have a Commodore key replacing the 

Amiga key to the left of the space bar. These keys are functionally 
identical, differing only in what is painted on the key cap. All 
references in software package instructions to the left Amiga key are 
valid for the Commodore key. All references to the Commodore key 
apply to the left Amiga key. 

• The Disk Drive is located on the right side of the main unit. When 
you insert the software disks into the disk drive, the computer can 
read information from them and write information to them. 

• The Mouse is a small hard ball enclosed in a palm-sized housing. 
You use the mouse to move a pointer from place to place on the 
display screen in order to select Amiga functions and capabilities. 
The mouse is connected to one of the ports on the main unit. 

• The Software Disks are 3½ inches square and contain instructions 
that tell the computer what to do. 

• The Power Supply has two cables. One cable plugs into a port on the 
main unit; the other cable plugs into an electrical receptacle. The On/ 
Off switch for the computer is located on the power supply. 

• The Monitor displays information in response to actions taken by you 
or the computer. The monitor (which may be one of several types, 
and which is not included as part of the Amiga 500 package) is 
connected to the back of the console unit. 

See Chapter 2 for setup and connection instructions. 
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How the Amiga Works 

The Amiga 500 is a window/icon/mouse/menu/pointer type system. In general 
terms, this means that you use the mouse to move a pointer (shaped like a small 
arrow) around the display screen to point to icons (i.e., small pictures) that 
identify some item or function that you want to select. In some cases the 
selection involves the display of a menu (a list of options), from which you can 
choose the appropriate item. The display and selection process may also involve 
one or more windows (i.e., discrete areas of the display that can accept or display 
information). In working with the Amiga, you will often be using a software tool 
known as the Workbench, which incorporates menus and windows and other 
Amiga items as well. For more details on how the Amiga icon-driven system 
works, see Chapters 3, 4, 5 and 6. 

If you don't want to use the Workbench system of menus and icons, you can 
communicate directly to the AmigaDOS via the keyboard using the CLI (Com­
mands Line Interface), which is described in Chapter 7. 
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Key Features of the Amiga 500 

The Amiga's list of features is second to none in the microcomputer field. Many 
features are unique to the Amiga; others are advanced beyond similar features on 
other microcomputers. The key features of the Amiga 500 are summarized in the 
following paragraphs. 

Sophisticated Color Graphics 

The advanced graphics capabilities of the Amiga 500 can produce colorful, high 
resolution screen in static or animated mode. Normal screen resolution is 320 x 
200 or 320 x 400 pixels. High resolution is 640 X 200 or 640 x 400 pixels. 
Depending on the graphic mode, you can select 16 or 32 colors for display at a 
time; you can select from a palette of 4096 colors. 

Digitized Stereo Audio 

The Amiga 500 provides a versatile two-channel, four-voice stereo sound capa­
bility, with the four voices being output as two voices per channel. Various 
options (such as a MIDI interface) can be added to take advantage of the Amiga 
500's sophisticated digitized stereo sound and music capabilities. 

Multitasking—Running Several Programs at the Same Time 

Multitasking—the ability of a computer to perform a number of tasks simulta­
neously—is a capability unique to Amiga computers among microcomputers in 
or near their price range. For example, with the Amiga 500 you can run an 
accounting program and a word processing program at the same time. If there is 
any competition between the programs for system resources, the computer 
allocates the system resources according to priorities you set. Because multi­
tasking lets you do things like printing out one report while you're working on 
another, your productivity is greatly enhanced. 
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Direct Text-to-Speech Conversion 

Typed words can be directly converted into speech through use of the SAY speech 
synthesizer. This is another feature unique to Amiga microcomputers. 

Standard File Format for Easy Interchange of Data Among Programs 

The Amiga computers use a special file format known as Interchange File 
Format or simply IFF. This format provides a standard structure for all Amiga 
files, regardless of what kind of data a file contains: e.g., program code, graphic 
data or sound data. With the IFF format, the Amiga 500 can interchange data 
among programs of different types. This file handling ability is unique to the 
Amiga among microcomputers. 

Graphics, Windows, and Sound Support for Standard Languages 

The Amiga's sophisticated graphics, windowing and sound features can be used 
in both of the Amiga's standard programming languages: BASIC and C. 
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Multiple Disk Type Capability 

The Amiga 500 can use 3½ inch and 5¼ inch Floppy disks. 

Expandability 

Among the most important features of the Amiga 500 are its versatile expansion 
capabilities, which include: 

Internal Memory Expansion 

The Amiga 500 memory is internally expandable up to 1 MByte (by adding the 
A501 memory expansion unit), and the operating system directly addresses it all. 
This results in a considerable speed advantage, since the Amiga does not have to 
resort to time-consuming indirect methods of accessing expanded RAM, such as 
the RAM disk schemes used by almost every other microcomputer. 

Addition of External Disk Drives 

You can attach up to two external disk drives: another 3½" drive and one 5¼" 
drive. 

MIDI Interface 

Equipped with an optional MIDI interface, the Amiga 500 allows you to connect 
and control a wide variety of sophisticated computer-compatible music compo­
nents, like synthesizers and drum machines. By coupling these MIDI capabilities 
with the Amiga's extremely flexible built-in multivoice stereo sound generation 
capabilities, you have at your disposal a state-of-the-art digital music and sound 
system. 
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Amiga 500 Software 

Software is what puts all the power of the Amiga 500 in your hands. 

As the following paragraphs show, Amiga 500 software covers a wide and ever-
expanding range, including business and productivity graphics, sound, educa­
tion, recreation, programming, and telecommunications. 

Productivity 

The Amiga 500 gives you a powerful business tool. You can do recordkeeping, 
budgeting, accounting, word processing, forecasting, scheduling, and more. The 
Amiga's excellent graphics can enhance business reports and presentations. 
Sophisticated spreadsheets let you analyze numerical data and financial budgets, 
and even include what-if capabilities. You can keep ledgers, and use the data to 
create bar graphs and pie charts. The Amiga can strengthen your control over 
business activities, with programs for time management and tracking orders and 
expenses. Database programs let you create a sophisticated filing system on your 
Amiga where you can keep track of everything from client lists to digitized 
pictures. With the power of the Amiga, complex data management becomes 
easy. 
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Graphics and Art 

The Amiga offers almost unlimited capabilities for graphic design and creation. 
These capabilities are unlocked by a variety of graphics programs available for 
the Amiga. You can control all the 4,096 colors the Amiga uses to create your 
own art masterpieces. Some programs allow you to animate your images, or 
produce video effects. You can create storyboards and graphic presentations, 
slide shows, and other special effects. 
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Education 

Computers are popular in education, and the Amiga's capabilities send it to the 
head of the class. Education programs utilize the Amiga's graphics, sound and 
speech capabilities to create exciting, interesting learning experiences. Learning 
on the Amiga is not just for kids—there are programs to teach you to type, to 
prepare for the SAT, to learn French—even to develop and master business 
skills. 

From helping preschoolers recognize shapes and colors to quizzing high-
schoolers on trigonometry, you and your family will find education on the Amiga 
colorful and stimulating. 
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Recreation 

The Amiga's spectacular graphics, digitized sound, and realistic animation make 
for excellent entertainment. No matter what your own special interests are, the 
Amiga has something for you. The Amiga's processing speed and graphic and 
sound capabilities give game designers the tools to create breathtaking games, 
and the available memory allows the game play to match the appearance. 
Whether you enjoy a reflex-challenging shoot-em-up, or prefer the intense 
concentration of a high-level chess challenge, you'll find your thirst for recrea­
tion quenched by the Amiga. 
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Music and Sound 

You can make beautiful music with the Amiga's high-quality digitized stereo 
sound. You can play synthesized instruments, write pieces for more than one 
voice, or just play around on a keyboard. You can even " j a m " along with the 
computer. You can design realistic sound effects, or utilize the Amiga's speech 
capabilities to make your computer " ta lk ." Programs are also available to utilize 
sophisticated recording studio capabilities. Compose, edit, record, play, listen— 
the potential of sound on the Amiga is incredible. 
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Telecommunications, Computer Languages.. .And More 

There are many other types of useful programs available for the Amiga. Tele­
communication programs let you do your banking, send and receive mail elec­
tronically, and access information services and other computers all over the 
world, through a modem and a regular phone line. There are also many different 
languages available for programming on the Amiga, including LISP, C, and 
PASCAL. Still other programs let you explore artificial intelligence, repair 
damaged disks, debug code, and develop software. 
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Chapter 2 

Setting Up the Amiga 500 

Your Amiga takes only a few minutes to put together. Here are the pieces of the 
Amiga 500 to set up: 

• the main unit 

• the power supply 

• the mouse 

• the monitor (available from your Amiga dealer) 

• A501 memory expansion unit (optional) 

Where to Find the Connectors 

On the back of the main unit, you'll find a number of connectors. These are 
places where you attach cables and other devices: 
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Before You Start 

Before setting up your Amiga, be sure to read each instruction carefully. 
While it's not difficult to assemble the Amiga, it is possible to damage it if you 
don't follow the instructions. 

Note the cardboard sleeve in the disk drive. Believe it or not, many Amiga 
returns are made simply because care was not taken in removing the cardboard 
piece protecting the disk drive. This sleeve sits inside the disk drive opening and 
was designed to protect the drive during shipping. Make sure you press the drive 
button before you remove the cardboard piece, to release the cardboard piece so 
it slides out easily. Also, save the piece to replace in the drive unit opening for 
protection during transportation. 

Turn the computer off before inserting or removing any connectors. 

Note where the on/off switch is located: it's on the power supply. 
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You may find this inconvenient to reach, but do not turn the Amiga off by 
pulling out the plug. That could damage the power supply or the Amiga. 

We suggest getting a multi-outlet electrical power strip from a hardware store. 
This would allow you to connect all the electrical plugs from your Amiga system 
components, and power them all on or off with a single on/off switch—no plug-
pulling, no deep-knee bends. 

Also, when connecting cables to the Amiga, make sure you're plugging the 
correct cable into the proper connector. The diagram below should help you with 
these connections. Remember, don't try to force a cable into a connector; 
double-check to make sure the cable matches that connector. 

Attaching the Mouse 

Before attaching a new mouse, turn the mouse upside down and pull out the 
piece of foam that holds the mouse ball in place. (If you don't get all the foam 
out, see the "Cleaning the Mouse" section in Chapter 9 to find out how to 
uncover the mouse ball.) 
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To attach the mouse, just plug the end of the mouse's cable into the connector 
labeled JOY 1 on the back of the main unit. It's a tight fit; this helps keep the 
plug in place. Be sure to press firmly. 

If you're right-handed, you'll probably want to place the mouse to the right of the 
computer. If you're left-handed, try putting the mouse to the left. Make sure that 
the place you set aside for the mouse is at least 12 inches by 12 inches (30 
centimeters by 30 centimeters) and that it's clean and flat. 

Attaching the Video Monitor 

The video monitor displays visual information. There are three kinds of video 
monitors you can use with the Amiga: 

• an analog RGB color monitor. The Amiga Monitor available from 
Amiga dealers is an RGB monitor. RGB monitors normally produce 
the best-quality display. The Amiga 1080™ and 2002™ monitors 
feature an analog RGB input which allows display of the Amiga's 
4,096 colors on a screen with 640 x 400 pixel resolution. 

• a digital RGB color monitor. Digital monitors, such as those used 
with an IBM-PC® can only display sixteen colors instead of the full 
range of 4,096. While it is possible to use this monitor with the 
Amiga (with the correct cable), it is not recommended. 
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• a monochrome (composite video) monitor. Monochrome monitors 
display output in a single color. Monochrome monitors provide a 
sharp picture for text, and some are suitable for using the Amiga in 
interlace mode (see Chapter 6 for more on interlace mode). The 
monochrome composite video output provides a grey scale which 
utilizes 4,096 different shades (not just black and white). 

• a television. Conventional televisions (those without video input 
connectors) can also be used as monitors for the Amiga with an 
optional modulator that plugs into the RGB port. 

When choosing a monitor, note that televisions and NTSC monitors cannot 
display as much information as RGB monitors. RGB monitors can show 80 
characters clearly on each line on the display, while most televisions and NTSC 
monitors can show only 60 characters clearly. 

Attaching an RGB Monitor 

To attach an Amiga RGB Monitor, use the video cable supplied with the 
monitor. Plug the small end of the video cable into the connector on the back of 
monitor: 
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Plug the large end of the cable into the RGB connector on the back of the Amiga: 

To attach other RGB monitors, see your Amiga dealer for the correct cable and 
instructions. 

Attaching a Monochrome Monitor 

To attach a monochrome composite video monitor to the Amiga, use a shielded 
cable with an RCA phono plug at each end. (You can get this cable from your 
Amiga dealer.) Plug one end of the cable into the appropriate connector on the 
monitor, then plug the other end into the monochrome video jack on the back of 
the Amiga: 

2-6 Setting Up the Amiga 500 



Attaching a Television 

To use a conventional television as a monitor, you need: 

• a TV modulator 

• a TV modulator cable 

• a TV switch box 

You can get these from your Amiga dealer. You'll find instructions packaged 
with them. 

Connecting Audio Equipment 

The Amiga produces digitized sound. There are two connectors on the back of 
the Amiga for connecting the Amiga to audio equipment: 

Unless you've attached a conventional television to the Amiga with a TV 
modulator, you need to connect the Amiga to either an audio system or the audio 
connector found on some monitors to hear sounds produced by the Amiga. 
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Connecting the Amiga to a Stereo System 

To connect the Amiga to a stereo system, you need two cables. Each cable must 
have on one end a plug that fits the input connector on your amplifier or receiver 
(this is most often an RCA phono plug) and on the other end an RCA phono plug 
to fit into the Amiga. 

On most stereo systems, there are extra inputs, often labeled "Auxiliary" or 
" A u x , " to which you attach one end of each cable. On the back of the Amiga are 
two audio connectors, one for the left audio signal and one for the right audio 
signal. Insert the other end of each cable into the appropriate audio connector: 

Sound Connections for Monitors 

Some monitors, including the Amiga 1080 and 2002 Monitors, have a built-in 
speaker. To connect a monitor for sound, you need to connect the special " Y " 
cable (included with the Amiga monitor). 

You can get " Y " adapters and connecting cables from many stores that carry 
radio and electronic parts, if they are not supplied with your monitor. 
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To connect the monitor, insert the two phono plugs at the top of the " Y " into the 
audio connectors on the back of the Amiga: 

Now insert the single end of the " Y " adapter cable into the connector on the 
monitor: 
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Plugging It In 

You're almost done putting your Amiga together. Before you plug it in and turn 
it on, make sure there's nothing covering the ventilation slots on the main unit: 

Remember to turn the power off before hooking up the power supply. Plug the 
square end of the power cord into the main unit: 
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Plug the other end of the power cord into a grounded outlet, and you're ready to 
start using your Amiga. You'll find the on/off switch on the power supply unit. 
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Chapter 3 

Getting Started 

In this chapter, you'll learn the basics of using your Amiga, including: 

• how to use the mouse 

• using icons and menus 

• using disks 

When you're done, you'll be ready to start using the tools included on your 
Workbench disk that let you work with the Amiga. 

A Note About the Mouse 

The descriptions in this chapter (and throughout the rest of this manual) assume 
you're using a mouse. There are, however, certain keys on the keyboard you can 
use in place of the mouse. To learn how, see the section in the appendix on Using 
the Amiga Without a Mouse. 
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Using Disks 

Start by getting the two microdisks, the Workbench disk and the Extras disk that 
came with your Amiga. These disks contain important information used by the 
Amiga. In addition, have two blank microdisks ready. (You can get blank 
microdisks from your Amiga dealer.) You'll copy the information from the 
original disks onto these blank disks and keep the originals in a safe place. 

You must use high-quality double-sided double-density diskettes, typically iden­
tified with a " 2 D D " marking on the packaging. 

To ensure the data stored on your microdisk remains safe, observe the following 
precautions: 

• Store your disks in a clean, dust-free container. 

• Do not place disks on top of your monitor, power supply, telephone, 
or any other device with strong magnetic fields present. 

• Insert the disk straight into the disk drive opening, not at an angle; do 
not try to force it in. 

More information on the care of your disks can be found in Chapter 9. 

Your original Amiga disks may have write-protect tabs. These are small plastic 
tabs on the backs of the disks. If you find protect tabs on the original disks, slide 
each tab toward the edge of the disk until it clicks into place. When you do, 
you'll be able to see through a small hole in each disk: 
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By putting the protect tabs in this position, you prevent the information on the 
disks from being changed while they're in the Amiga. 

On each of the two blank disks, make sure that the protect tab is toward the 
middle of the disk, so that it covers the hole. With the tab in this position, you 
can add new information to a disk: 
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The On/Off switch is on the power supply. To turn on the Amiga, press the 
switch on the power supply, and the power light above the Amiga keyboard will 
light up. 

A word of warning: 

Whenever you turn off the Amiga, always wait AT LEAST 5 seconds before 
turning it on again. If you don't observe this precaution, you may damage the 
Amiga. 

Next, turn on the monitor or television attached to your Amiga. In a few 
moments, you'll see a picture of a hand holding a disk: 

Assuming that you have already removed the cardboard (or plastic) disk 
protector (see page 2-2), this is your cue to insert the Workbench disk metal end 
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in, label side up into the disk drive, the device that reads information from disks 
and adds information to them. Push in the disk until it clicks into place: 

After you put in the disk, you'll hear sounds from the Amiga. These are the 
sounds the disk drive makes as it gathers information. In less than a minute, the 
Amiga will get the information it needs from the Workbench disk with the help 
of the disk drive. Notice that while the disk drive is working, the disk drive light 
above the keyboard is on: 

A word of warning: 

NEVER remove a disk when the disk drive light is on. 

The disk drive light tells you that the Amiga is using the disk. 
Taking a disk out too soon may make it impossible for the Amiga to finish an 
important task, such as reading the information from the Workbench disk. Even 
worse, taking a disk out too early may ruin the information on a disk. Always 
wait for the disk drive light to turn off before you remove a disk. 
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In a few moments, you'll see the Workbench: 

At the top is a title bar that identifies the Workbench. On the Workbench is an 
icon, a small picture that represents the Workbench disk. You'll learn more 
about icons later in this chapter. 

Moving the Pointer 

You use the Pointer, the small arrow on the display, to point to the things you 
want to work with. Moving the mouse moves the Pointer. Without pressing 
either of the mouse buttons on top of the mouse, try rolling the mouse. Hold the 
mouse as shown below: 
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To point, move the Pointer so that its tip is over the thing you want to point to: 

When you first use the mouse, don't worry if it feels a bit clumsy. Once you're 
familiar with it, you'll find that using the mouse is very quick and convenient. 

If you run out of room for your mouse before you get the Pointer where you want 
it, just lift the mouse and put it down where there's more room. Lifting the 
mouse doesn't move the Pointer. 

The pointer doesn't have to be an arrow; you can design your own pointer as any 
shape you like, using the Preferences option. This is explained in Chapter 6, 
"Using Preferences." 
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Selecting Icons 

You use the Selection button, the left button on the mouse, to select icons and 
other features. Icons are the picture symbols on the screen. They can represent 
tools, projects, drawers or disks. When you want to use the item represented by 
the icon, you must select that item with the pointer. Try selecting the icon for the 
Workbench disk: 

Point to the Workbench disk icon, then click twice (press and 
quickly release) on the Selection button (the left button on the 
mouse). 

This operation, known as double-clicking, "opens" the selected icon. 
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The icon for the Workbench disk is highlighted at the first press of the mouse 
button, to indicate that it's selected. 

There are times when you double-click on an icon, but must wait for the 
Workbench to finish an activity before you can continue. When this happens, the 
Pointer changes shape and becomes a Wait Pointer: 

When the Pointer returns to its original shape, you can continue working. 

If you no longer want an icon selected, point to a place on the Workbench that 
isn't occupied by an icon or gadget, then click the Selection button. 
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Dragging 

You move icons, windows, and screens by dragging them. To drag an icon, you 
point to it, hold down the Selection button, and move the mouse. 

A copy of the icon moves and is repositioned at the point where you release the 

Selection button. 

Using Menus 

For most tools, including the Workbench, there are menus that list choices you 
can make. To use menus, you use the Menu button, the right-hand button on the 
mouse. The best way to learn how menus work is to try one: 
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Select the icon for the Workbench disk if it isn't already se­
lected. Press the mouse button only once. 

Hold down the Menu button (the right button on the mouse). 
When you do, the Menu Bar appears. In the Menu Bar are titles 
of menus: 

Without releasing the Menu button, point to the title Workbench 
in the Menu Bar. The Workbench menu appears: 
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While keeping the Menu button down, point to Open in the 
menu. Open is highlighted: 

Choose Open by releasing the Menu button while Open is 
highlighted. 

By choosing the Open item from the Workbench menu, you open a window for 
the Workbench disk: 

In the window, you see icons that represent the contents of the Workbench disk. 
This operation involving the menu is comparable to selecting an icon by double-
clicking. 
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If you decide you don't want to choose a menu item, move the Pointer off the 
menu before releasing the Menu button. 

To browse through a tool's menus, just hold down the Menu button while 
moving the Pointer along the Menu Bar. Without choosing an item, you'll get to 
look at the menu items that are available. 

In some tools, not all menu items are available at all times. Menu items that you 
cannot choose appear as ghost items: 

Commands and Options 

In menus, there are two kinds of items. Commands are items that you choose to 
perform an action. One example of a command is the Open item in the Work­
bench menu. You chose Open to open a window. 
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Options are choices that persist until you choose other, mutually exclusive 
options. Examples of options are the type styles available in the Amiga Notepad. 
Options you've chosen are indicated by check marks to the left of the menu 
items: 

Duplicating Your Disks Using a Menu 

It's important to make duplicates of your original disks and keep the originals in 
a safe place. You can use these duplicates, called working disks, for everyday 
use. Before you do anything else with the Workbench, follow these directions for 
duplicating disks: 

Select the icon for the Workbench disk, then choose Duplicate 
from the Workbench menu: 
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A requester appears. A requester is something the Amiga uses to communicate 
with you. Here, the requester tells you how many times you'll have to change 
disks as you copy. Select Continue to go on: 

A new requester asks you to put the disk you want to duplicate in drive df0: 
(Drive 0 is the disk drive in the main unit. Drive df1: is an external disk drive.) 
Since the Workbench disk is already in drive df0:, select Continue to go on. 

Next you'll see a requester that asks you to insert the disk to receive the copy. 
Take out the Workbench disk, insert one of the blank disks, then select Continue. 

Finally, there is a series of requesters asking you to exchange disks. 
(In these requesters, "volume" is another term for "disk.") Insert the disk each 
requester asks for, then select Continue. 

When you've finished copying the disk, remove the copy and label it using one 
of the self-adhesive disk labels packaged with most new disks. 

Two warnings: Copying a disk destroys any previous information stored on the 
disk that receives the copy. If, when you copy a disk, you insert the destination 
disk in place of the source disk, you will not get a message telling you that 
you've inserted the wrong disk. Be sure to insert the correct disk. 

Copy the other disk in the same way: insert the disk you want to copy, select the 
icon for the disk, choose Duplicate from the Workbench menu, then follow the 
instructions in the requesters. Be sure to label the copies when you're finished. 
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With an optional A1010 external 3.5 inch disk drive (available from your Amiga 
dealer), you eliminate the disk swapping involved in copying disks with a single 
drive. 

When you've made copies of both disks, put the original in a safe place and use 
only the working disks. That way, if you lose or damage a working disk, you'll 
be able to make another copy from the original. 

To learn about proper care for your disks, see Chapter 9, "Caring for the 
Amiga." 
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Resetting the Amiga 

Before going on, you need to insert the newly copied Workbench disk, then reset 
the Workbench. To reset, make sure the disk drive light is off, hold down the 
CTRL key, the Commodore key, and the Amiga key at the same time for at least 
half a second, then release the keys. When you reset the Workbench, you clear 
the Amiga's memory the electronic circuits the Amiga uses to store information 
then the Workbench reappears. You're back to where you were when you first 
inserted the Workbench disk. 

Two warnings: 

NEVER reset the Workbench when a disk drive light on. Resetting when the 
light is on may damage the information on the disk. 

When you reset the Workbench, any work that has not been saved to disk is 
lost. When you begin using the tools on the Amiga, remember to save your work 
before you reset. 

Now that you're acquainted with the mouse, menus, and disk operations, you're 
ready to use the Workbench tools. Chapter 4 starts you working on Workbench 
projects, and Chapter 5 covers the many other things you can do with the 
Workbench. 
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Chapter 4 

Using the Workbench 

The Workbench is a tool you use to control the Amiga. This chapter describes the 
Workbench and the tasks you perform with it. 

What Is the Workbench? 

The Workbench is: 

• a tool you use to control the Amiga. You open the Workbench by 
inserting a disk, called a Workbench disk, that contains the Work­
bench tool. 

• an area of the display—a screen—set aside for the Workbench. 
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What's on the Workbench? 

When you open the Workbench disk, here are the things you see on the 
Workbench screen: 

Icons 

Icons are small pictures that appear on the Workbench. They represent: 

• tools 

• projects 

• disks 

• drawers, places where you keep tools, projects, and other drawers 

• the Trashcan, which you use to discard tools, projects, and drawers 

Windows 

Windows let you see the contents of projects, drawers, disks, and the Trashcan. 
Each window has a Title Bar at the top to identify it. In addition, a window may 
have one or more gadgets that let you change what's being displayed or that let 
you communicate with a tool. Gadgets are described later in this chapter in the 
section "Workbench Operations." 
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Screens 

On the Amiga, the way visual information is displayed can be different for 
different tools. To change the display, tools request different video attributes. 
These attributes include: 

• horizontal resolution, the number of pixels that appear on each line of 
the display 

• number of colors displayed in the screen 

• color palette, the colors that appear in the screen 

• interlace, which doubles the number of horizontal lines that appear in 
the screen 

Screens are areas of the display with the same video attributes. They are always 
as wide as the display. Each screen contains one or more windows: 

Creating a Project 

You'll use most Amiga tools to create projects. Using the techniques described 
in the last section, you can use the Workbench to work with tools, projects, 
drawers, and disks. You move the Pointer, double-click to select, and use menus 
as introduced in the last chapter. 
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One example of a project is a note you write with the Notepad, a tool that is 
included on your Workbench disk. Notepad is reviewed later in the next chapter 
on Workbench tools, but to give you some experience with projects, let's use it 
now. All the Workbench operations are explained thoroughly following this 
example, but let's try creating a project just to get you started really using 
Workbench. Here's how to write a note: 

Select the Utilities drawer on the Workbench, then choose 
Open from the Workbench menu, or simply double-click on the 
Utilities drawer. 

In the window that appears, you'll see the icon for the Notepad: 

Open the Notepad by selecting its icon, then choosing Open 
from the Workbench menu, or by double-clicking on the Note­
pad icon. 
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In a few moments, a window for the Notepad appears: 

Using the keyboard, type in your note: 
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To save your note, choose Save As from the Project menu. (Because the Notepad 
window is selected, you'll see menus for the Notepad in place of the Workbench 
menus.) Select the box that appears to the right of the word "Name:" , type in a 
name for your note (the name can be up to 25 characters long), press the Return 
key on the keyboard, then select the OK gadget. 

If you make a mistake in typing, don't worry. Just use the cursor keys to 
reposition the cursor next to the error. Then press the Backspace key to delete 
the character to the left, or the DELETE key to delete the character to the right. 
Then type the correct letters, and they are automatically inserted. 

When you're done, choose Quit from the Project menu. The next time you open 
the Utilities drawer, you'll see a new icon. This is the icon for your note: 

4—6 Using the Workbench 



If you want to get back your note, open it by pointing to its icon and double-
clicking the Selection button. When you reopen your note, the Notepad is also 
reopened. You can then add to or change the note. 

Now that you're acquainted with the Workbench, menus, and projects, you're 
ready to use other Amiga tools. Take time now to become familiar with the 
aspects of how to operate Workbench. When you're done, you can read Chapter 
5 to learn the many other things you can do with the Workbench. 

Operations Involving Tools and Projects 

Opening Tools and Projects 

When you open a tool or project, you open a window that lets you see the 
contents of the project or lets you communicate with the tool. To review, there 
are two ways to open a tool or project: 

• Select the icon for the tool or project, then choose Open from the 
Workbench menu. 

• Point to the icon, then double-click the Selection button. 

Opening a project automatically opens the tool used to create it. 

On the Amiga, you can have more than one tool open at the same time. This 
ability is called multi-tasking, meaning the Amiga is able to perform several 
tasks at once. Note, however, that each new tool you open requires a certain 
amount of memory. Memory is the set of electronic circuits within the Amiga 
used to keep information. 

If, when you try to open an additional tool, there isn't sufficient memory for it, 
the Workbench gives you the message "Cannot open [name of the tool]. Error 
103" at the top of the screen. 
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Duplicating Tools and Projects 

Duplicating a tool or project means making an identical copy in the drawer in 
which the tool or project resides. To duplicate, select the icon for the tool or 
project, then choose Duplicate from the Workbench menu. 

The name of the new tool or project is "copy of" added to the name of the tool or 
project that was copied. For example, duplicating the Clock gives you a new tool 
named "copy of Clock." 

Renaming Tools and Projects 

To rename a tool or project, select its icon, then choose Rename from the 
Workbench menu. A message appears in the Title Bar and a gadget in the middle 
of the screen containing the name of the icon. 

A gadget is a box Workbench gives you to enter information, to communicate 
with the Amiga. Type in a new name, and press the Return key. If you click the 
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Menu button while the gadget is displayed, your input will not be accepted. To 
reselect the gadget so that you can type in the name, point anywhere within the 
gadget and click the Selection button. 

About String Gadgets. The gadget that appears is called a String Gadget. (The 
term string refers to a set of one or more characters.) As you use the Amiga, 
you'll find that String Gadgets appear in requesters when a tool needs informa­
tion in the form of text. When you use String Gadgets, note that you can change 
the string that appears in the gadget. Press the DEL key to delete the characters at 
and to the right of the Text Cursor (the marker that appears in the gadget). Press 
the Backspace key to delete characters to the left of the text cursor. You can erase 
what appears in the gadget by pressing the Amiga key and the X key at the same 
time. You can get back what was in the gadget before you made any changes by 
pressing the Amiga key and the Q key at the same time. 

Getting Information About Tools and Projects 

To get information about tools and projects, select the icon for the tool or project, 
then choose Info from the Workbench menu. The information includes the type 
(project, tool, drawer, or disk) of the object you've selected, as well as various 
measures of its size (note that some of these are only of interest to software 
developers and others who must deal with the inner workings of the Amiga). You 
can also change the status of the object by selecting one of the gadgets below the 
word STATUS. The normal setting is DELETEABLE, which allows you to 
delete an object. Select NOT DELETEABLE if you want to prevent an object 
from being deleted. 

Using the Workbench 4-9 



Discarding Tools and Projects 

To discard a tool or project, drag its icon over a Trashcan icon. When you do, the 
tool or project is kept in a special drawer maintained by the Trashcan. 

It remains in this drawer until you select the Trashcan icon, then choose Empty 
Trash from the Disk menu. If you haven't emptied the trash since you last put 
something in the Trashcan, you can retrieve what you discarded by opening the 
Trashcan in the same way you open a project, then dragging its icon to an open 
drawer somewhere on the Workbench. Note that when you discard something, 
you do not reclaim disk space until you choose Empty Trash. 
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You can also discard a tool or project by selecting its icon, choosing Discard 
from the Workbench menu, then selecting Retry in the requester that appears. 
WARNING: When you choose Discard to discard a tool or project, you 
cannot get the tool or project back. 

Operations Involving Drawers 

Drawers are places where you can keep tools, projects, and other drawers. You 
can use drawers to keep order on the Workbench and to keep related items 
together. 

Opening Drawers 

You open a drawer in the same way you open a tool or project: either point to the 
icon for the drawer and double-click the Selection button or select the icon for the 
drawer, then choose Open from the Workbench menu. Opening a drawer gives 
you a window in the Workbench screen. 
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Moving Tools, Projects, and Drawers 

Another way to move a tool, project, or another drawer into a drawer is to drag 
the icon over the icon for the drawer into which you want to put it. 
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Duplicating Drawers 

To duplicate a drawer, select the icon for the drawer, then choose Duplicate from 
the Workbench menu. A new drawer, whose name is "copy of" added to the 
name of the drawer that was duplicated, appears in the window. 

To create a new drawer, you duplicate another drawer. The quickest way is to 
duplicate the empty drawer that appears on the Workbench, then give the new 
drawer a new name. 

Renaming Drawers 

To rename a drawer, select the icon for the drawer, then choose Rename from the 
Workbench menu. A message then appears asking you for a new name. Select 
the window that appears, type in a name, then press the Return key. 

Discarding Drawers 

To discard a drawer, drag the icon for the drawer over the Trashcan icon. Putting 
a drawer in the Trashcan does not free disk space until you select the Trashcan 
icon, then choose Empty Trash from the Disk menu. 

You can also discard a drawer by selecting the icon for the drawer, choosing 
Discard from the Workbench menu, then selecting Retry in the requester that 
appears. WARNING: When you choose Discard to discard a drawer, you 
cannot get the drawer back. 

Using the Workbench 4—13 



Special Drawers: Disks and the Trashcan 

Disks and the Trashcan are special kinds of drawers. Disks differ from other 
drawers in these ways: 

• You cannot discard a disk by dragging its icon over the Trashcan 
icon. 

• You cannot move a disk into another drawer. 

The Trashcan differs from other drawers in these ways: 

• You cannot move the Trashcan into another drawer. 

• You cannot duplicate the Trashcan. 

• You cannot discard the Trashcan. 

• You can discard all tools, projects, and drawers in the Trashcan by 
selecting the Trashcan icon, then choosing Empty Trash from the 
Disk menu. 

Operations Involving Windows 

When you open a tool, project, drawer, disk, or the Trashcan, a window appears 
on the Workbench. This newly opened window appears in front of any other 
windows with which it overlaps. 

Windows appear within screens. They cannot be moved from one screen to 
another. While all the windows in a screen can display information, only one 
window can accept information from you at a time. This window is called the 
selected window. 

To select a window, point anywhere within the window and click the Selection 
button. 
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Using Gadgets 

You change the size of a window, change what's displayed in the window, move 
the window, and do other things with windows with the help of gadgets. You 
also use gadgets to communicate with tools. Here are some common gadgets 
found in windows: 

Windows can contain all, some, or none of these gadgets. In addition, windows 
can contain other gadgets needed for a particular tool. 

Like menu items, gadgets in a window can appear as ghost gadgets. Here, a 
ghost Drag Bar indicates that the window is not selected: 
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Dragging Windows 

You drag a window by pointing anywhere in the window's Title Bar that is not 
occupied by other gadgets (the Drag Bar), holding down the Selection button, 
and moving the mouse: 
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Sizing Windows 

To change the size of a window, you drag its Sizing Gadget: 

Note that some windows have a maximum size that is smaller than the screen in 
which they reside, like the window for the calculator tool. 
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Moving Windows in Front of Other Windows 

When windows overlap, one window appears in front of the others. 

To move a window in front of other windows, select the Front Gadget: 
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Pushing Windows Behind Other Windows 

To move a window behind other windows with which it overlaps, select the Back 
Gadget: 

Scrolling the Contents of a Window 

For many windows, you can't display everything that can appear within the 
window at once. Because of this, windows often have Scroll Bars that let you 
move what appears in the window: 
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You can move half a window at a time by selecting a Scroll Arrow at either end 
of the Scroll Bar: 

4-20 Using the Workbench 



Pressing the Shift Key while selecting a Scroll Arrow moves the window one 
pixel. 

Scroll Boxes change size according to how much can appear in a window. If the 
window is as wide as what can appear, the Scroll Box in the horizontal Scroll Bar 
fills the entire space between the Scroll Arrows: 

If, for example, only half of what can appear is within the window, the Scroll 
Box fills only half the space between the Scroll Arrows. 

The position of the Scroll Box indicates what part you're seeing: 
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To move what appears in a window, you can drag the Scroll Box: 

Selecting the space to either side of the Scroll Box causes the box and the 
window to move in that direction. 
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Closing Windows 

To close a window, select the Close Gadget: 

You can also close a window for a drawer by selecting its icon, then choosing 
Close from the Workbench menu. 

Disk Gauges 

When you open a disk, the window that appears has a disk gauge along its left 
edge: 
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This gauge shows how full the disk is. The closer the colored center bar is to the 
top, the less free storage space there is on the disk. If the disk is completely full, 
the colored bar fills the entire space between the " E " and " F " marks. 

To free disk space, move tools, projects, or drawers to the Trashcan, select the 
Trashcan icon, then choose Empty Trash from the Disk menu. 

Operations Involving Screens 

As noted earlier, screens are areas of the display with different video attributes. 
When a window is opened for a tool, it appears in a screen whose video attributes 
are appropriate for it. 

Screens are always as wide as the display, and are no larger than the display. 
Although the height of a screen is fixed, part of a screen can be off the display: 

Screens, like windows, can contain gadgets. Note that a window within the 
screen can cover the screen's gadgets. If this happens, you must drag or resize 
the window to reveal the gadgets underneath. 
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Dragging Screens 

To drag a screen, point anywhere in the screen's Title Bar that is not occupied by 
other gadgets (the screen's Drag Bar), hold down the Selection button, then 
move the mouse: 

You can drag a screen down so that part of it is off the bottom of the display. 
Note that you cannot drag a screen up so that the bottom of the screen is above 
the bottom of the display. 

If a screen occupies less than the entire display area, when you drag it down the 
monitor will show all of the screen that will fit on the display. However, you will 
not be able to move the pointer to any icons that are below the bottom of the 
original screen position. 
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Moving Screens in Front of Other Screens 

To move a screen in front of other, overlapping screens, select the screen's Front 
Gadget: 

For the Workbench screen, there is a selection shortcut you can use to move it to 
the front: while holding down the Commodore key, press the N key. 
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Pushing Screens Behind Other Screens 

To move a screen behind other, overlapping screens, select the screen's Back 
Gadget: 

For the Workbench screen, there is a selection shortcut you can use to push it to 
the back: while holding down the Commodore key, press the M key. 
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The Memory Meter 

At the top of the Workbench screen is a memory meter: 

The meter shows the amount of free RAM (random-access memory) available to 
you. 

Operations Involving Requesters 

A requester is an area within a window that a tool uses to communicate with you. 
Requesters are automatically selected when they appear. 

A system requester is a requester that appears when AmigaDOS or another 
program needs a response from you. An example is a requester that asks you to 
insert a disk. 

A system requester can appear in any screen. If the screen containing a system 
requester is obscured by another screen, the screen containing the requester is 
brought to the front; this ensures that the requester is visible. 

When you've replied to the requester, you can move the screen to the back by 
selecting the screen's Back gadget (at the upper right of the screen). If the 
requester appears in the Workbench screen, you can also move the screen back 
by holding down the Commodore key while you press the M key. 
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Here is an example of a requester: 

To respond to a requester, use the gadget or gadgets it provides. Among the 
gadgets, there are always one or more exit gadgets that you select to close the 
requester. In many requesters, the OK gadget is an exit gadget. Many requesters 
also have a Cancel gadget you select if for any reason you don't want to perform 
an action. 

Autorequest requesters contain only two gadgets: a Retry or Continue gadget and 
a Cancel gadget. Select by pointing to the gadget and clicking on the Selection 
button in the usual way. 

You can also use the keyboard to select: hold down the Commodore key while 
pressing the V key to select Resume or Continue. To select Cancel using the 
keyboard, hold down the Commodore key and, with the key still down, press the 
B key. 

Some requesters use string gadgets that accept text. For example, the gadget that 
appears when you choose Rename from the Workbench menu is a string gadget. 
String gadgets contain a cursor you can move with the cursor keys or the pointer 
and Selection button. If you click the Menu button outside the gadget, the cursor 
goes away and the gadget is no longer selected. To select the gadget again, move 
the pointer to anywhere inside the gadget and press the Selection button. 

Alerts are messages the Amiga provides if there is something seriously wrong 
with your Amiga or with the tools you're using. Alerts are hard to ignore; they 
appear in boxes with flashing red borders. 

At the top of alerts are the words "Software Failure" or "Not enough memory." 
If you get an alert, jot the number at the bottom of the box on a piece of paper if 
you can; refer to Appendix B, "AmigaDOS Reference," for an explanation. 
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Operations Involving Disks 

Initializing Disks 

To use a new disk with the Amiga, it must be initialized. If you copy a disk, the 
new disk is initialized as it receives the copy. To initialize a disk without making 
a copy, insert the disk in a disk drive, select the disk icon that appears on the 
Workbench, then choose Initialize from the Disk menu. The disk drive light will 
come on until the initialization is completed. 

Duplicating Disks 

To duplicate a disk, select the icon for the disk, then choose Duplicate from the 
Workbench menu. Note that when you choose Duplicate, the Amiga makes use 
of only one disk drive even if there are two or more drives. 

Copying Disks 

In the last chapter, you saw how to copy disks using menus. The quick way to 
copy a disk is to drag its icon over the icon for a disk that will receive the copy. If 
you have more than one disk drive, a requester asks you to insert the disk you 
want to copy (the source disk) into one of the drives, and the disk to receive the 
copy (the destination disk) into another. (Note that "drive df0:" referred to in the 
requester is the internal drive. "Drive d f 1 : " is the external drive.) 

Two warnings: 

Copying a disk destroys any previous information stored on the disk that 
receives the copy. 

If, when you copy a disk, you insert the destination disk in place of the 
source disk, you will not get a message telling you that you've inserted the 
wrong disk. Be sure to insert the correct disk. 
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Moving a Tool, Project, or Drawer to a New Disk 

To move a copy of a tool, project, or drawer to a new disk, open the disk you 
want to move it to, then drag the icon into the window for the disk. 

Renaming Disks 

To rename a disk, select the icon for the disk, then choose Rename from the 
Workbench menu. A message then appears asking you for a new name. Select 
the window that appears, type in a name, then press the RETURN key. 

RAM Disk 

A RAM disk is an area of the Amiga's random access memory used for operations 
that normally involve disks. When you use the CLI to create a RAM disk, or 
when a program you are using creates a RAM disk for you, an icon for the RAM 
disk appears on the Workbench. The advantage in using a RAM disk is that 
programs stored in the RAM disk are accessed much faster than when loaded 
from a disk drive. 

Once an icon for a RAM disk appears on the Workbench, it remains there until 
you reset or turn off your Amiga. You cannot create a RAM disk directly from 
the Workbench. See Chapter 7 on the CLI for a brief discussion on how to do 
this, and the AmigaDOS Manual published by Bantam Books for a more 
thorough explanation. 

Expansion Drawer 

The Workbench contains an Expansion drawer into which you can place icons 
for expansion devices (such as a hard disk) that you may add to your Amiga 
system. To install these icons, first open the Expansion drawer. Then simply 
drag the icon that represents the driver file for the device into the Expansion 
drawer. The driver file and its icon are supplied by the manufacturer of the 
device. 
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Resetting the Workbench 

Resetting the Workbench means to set it up again. When you do, you start again 
with only the Workbench, and the Amiga's memory is cleared. If a tool 
malfunctions, you may be forced to reset before you can resume work. To reset 
the Workbench, hold down the CTRL key and both the Commodore and Amiga 
keys at the same time for at least half a second, then release the keys. 

WARNING: Always make sure the disk drive light is off before resetting the 
Workbench. 

Other Workbench Operations 

There are five other tasks you perform on the Workbench. You choose each 
task—straightening up the Workbench icons, displaying the last error message, 
redrawing the display, saving the positions of icons and windows, and showing 
the internal version number of the Workbench—from the Special menu for the 
Workbench. 

Cleanup 

If a drawer is open and the icon you selected to open the drawer is currently 
selected, choosing Cleanup straightens up icons in the drawer. 
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Last Error 

Redraw 

Choosing Redraw redraws some or all of what appears in the Workbench screen. 
Should a tool malfunction and disturb what appears in the Workbench screen, 
choosing Redraw may restore the screen. 

Snapshot 

Choosing Snapshot saves on disk the positions of currently selected icons. It also 
saves the sizes and the positions of windows that appear when you open any of 
the disk or drawer icons that are selected. (Note, however, that the positions of 
unselected icons within those windows are not saved.) Of course, to save this 
information on disk, the write-protect tab on the diskette must be "covered" to 
make the disk write-enabled. 

You can take a snapshot of more than one icon at a time by using Extended 
Selection, which is explained on the next page. 

Version 

Choose Version to display the internal version number of the Workbench in the 
Workbench Title Bar. This version number is important only for software 
developers and support personnel. 
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Choosing Last Error from the Special menu displays the last message that 
appeared in the Title Bar for the Workbench. Messages that appear in the Title 
Bar normally disappear as soon as you select something on the Workbench. (For 
explanations of error numbers that appear in the Title Bar, see Appendix B, 
"AmigaDOS Messages.") 



Mouse Tricks 

This section describes a few helpful techniques of mouse manipulation that may 
save you time once you get used to using Workbench. 

Extended Selection is a technique for selecting more than one icon in the same 
operation. To use it, hold down the Shift key while you select icons. Release the 
Shift key when you're done selecting: 

You may use Extended selection to move several icons as a group, retaining their 
relative positions. To do this, hold down the Shift key, move to the icons you 
wish to select, and press the Selection button. 

When you select the final icon to be moved, do not release the Selection button. 
Instead, release the Shift key. Now, while still holding down the Selection 
button, move the group of icons to the new location. 

Now release the Selection button. 

When you use extended selection for Cleanup or Snapshot, the entire group of 
icons you selected are affected. 
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Multiple Choice is a technique for choosing more than one menu item in the same 
operation. To use it, hold down the Menu button, then click the Selection button 
with the Pointer over each of the items you want to choose. 

When you're done choosing, release the Menu button. 
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