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ey N | Chapter 1 Basic operation of Flash.

1.1 Understanding environment of Flash

1.2 The operation of motion picture windows
1.3 Understanding Scene

Chapter 2 Building motion picture easily.
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2.1 Building motion picture Frame by Frame.
Chapter 3 Symbol, Instance and Library.

3.1 Understanding Symbol and Instance

3.2 Types of Symbol

3.3 Building Symmbol

3.4 Operation of LibraryChapter

4 Basic concept of Time Axis Layer and Frame
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