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The default access specifier for declarations is now
internal instead of public, meaning that the definition is
visible only to the package containing the definition,
not to all code.

Use package declarations to put a class definition into
a package. The package keyword is new to
ActionScript 3.0.

Dereferencing a null or undefined reference will throw
an exception

Flash Player APl has been reorganized into packages,
for example; MovieClip is now | 1[0 e T-e )

and -1 and FEITETE D have been moved to the

flash.utils package.
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TIP u

ActionScript 3 now has a new collection of "display
objects" which includes those objects that can be seen
on the screen or added to the "display list." AS3 display
objects include

* AVM1Movie

* Bitmap

* Loader

* MorphShape (cannot create them via ActionSscript)
* MovieClip

* Shape

* SimpleButton

* Sprite

* StaticText (cannot create them via ActionSscript)
* TextField

* Video

TIP m

Declare types for all variables, parameters, and return
values.

* It is considered best practice

* It will help the compiler give you more helpful error
messages

* It also increases runtime performance because the
virtual machine will know the types you're working
with ahead of time.
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TIP n

Variable Types

ActionScript 3 supports a wide range of variable types
including some which were not present in previous
versions of ActionScript. Basic types for AS3 include:

Primitive:

* Number

* String
Boolean
int
vint
null
undefined

*

* ¥ *x ¥

Complex:
* Object
* Array
* Date
* Function
* RegExp
* XML
* XMLList
* Error

There's a new * type that is used to represent any data
type. This should be used instead of ommitting typing
information for your variables.

For example, var anything:*;
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TIP m

Capturing keyboard input

Display objects that inherit their interaction model from
the InteractiveObject class can respond to keyboard
events by using event listeners. For example, you can
place an event listener on the Stage to listen for and
respond to keyboard input. In the following code, an
event listener captures a key press, and the key name
and key code properties are displayed:

TIP E

Masking the display object

To indicate that a display object will be the mask for
another display object, set the mask object as the mask
property of the display object to be masked:

// Make the object maskSprite be a mask for the object
mySprite.
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