
                                                                    

                                                                    
                                                                    
  

Flash Action Script 3.0 

About this Training

This course is aimed at Flash users who are familiar with Flash as a multimedia and 
animation tool and wish to move on to developing more sophisticated applications 
using Actionscript 3. The emphasis is placed on learning core techniques and 
principles to create a solid foundat
scripts and collaborating with other Actionscript 3 developers.
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Flash Action Script 3.0 – Intermediate

t Flash users who are familiar with Flash as a multimedia and 
animation tool and wish to move on to developing more sophisticated applications 
using Actionscript 3. The emphasis is placed on learning core techniques and 
principles to create a solid foundation for developing Flash applications using frame 
scripts and collaborating with other Actionscript 3 developers.
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