Understanding ActionScript overview
ActionScript, the scripting language of Macromedia Flash MX, allows you to create a movie that behaves exactly as you want. You don't need to understand every ActionScript element to begin scripting; if you have a clear goal, you can start building scripts with simple actions. You can incorporate new elements of the language as you learn them to accomplish more complicated tasks. 

Like other scripting languages, ActionScript follows its own rules of syntax, reserves keywords, provides operators, and allows you to use variables to store and retrieve information. ActionScript includes built-in objects and functions and allows you to create your own objects and functions. 

The ActionScript syntax and style closely resemble that of JavaScript. Flash MX understands ActionScript written in any previous version of Flash. 

This chapter introduces you to ActionScript as an object-oriented scripting language and provides an overview of ActionScript terms and basic programming concepts such as functions, variables, statements, operators, conditionals, and loops. It also deconstructs a sample script so that you can begin to understand ActionScript syntax. The online ActionScript Dictionary contains a detailed entry for every ActionScript element. 

How scripts flow 
Flash executes ActionScript statements starting with the first statement and continuing in order until it reaches the final statement or a statement that instructs ActionScript to go somewhere else. 

Some actions that send ActionScript somewhere other than the next statement are if statements, do..while loops, and the return action. 
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	A flow chart of the if..else action


	A flow chart of the do..while action



Commenting in Actionscript
In the Actions panel, use comments to add notes to scripts. Comments are useful for keeping track of what you intended, and for passing information to other developers if you work in a collaborative environment or are providing samples. 

When you choose the comment action, the characters // are inserted into the script. Even a simple script is easier to understand if you make notes as you create it: 

on (press) {
//when the button is pressed
setProperty("ball", _alpha, 10);
// change the alpha of the instance called ball to 10
}
on (release) {
//when the button is released 
setProperty("ball", _alpha, 100);
// change the alpha of the instance called ball to 100
}
When Colored Syntax is turned on in the Actions panel, comments are pink by default in the Script pane. Comments can be any length without affecting the size of the exported file, and they do not need to follow rules for ActionScript syntax or keywords 
