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Visual learners can get up and running quickly on ActionScript
programming skills for Flash CS4 If you're a programmer who learns
best when you see how something is done, this book will have you up
and running with ActionScipt in no time. Step-by-step, two-page
lessons show you the core programming foundations you must master
to create rich Internet content using the preferred language for work



with Flash. The visual approach breaks big topics into bite-sized
modules, with high-resolution screen shots to illustrate each task.
You'll learn such skills as how to add interactivi



