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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:

function reportKeyDown(event:KeyboardEvent):void
{
    trace("Key Pressed: " + String.fromCharCode(event.
charCode) + " (character code: " + event.charCode + ")");
}
stage.addEventListener(KeyboardEvent.KEY_DOWN, 
reportKeyDown);
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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.
mySprite.mask = maskSprite;
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