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Course Overview

This is a 3 day intensive in-depth Advanced
Papervision3D Training Course for experienced
professionals who want to be able to create advanced
interactive 3D experiences.

The course will focus on the techniques, workflow and
planning necessary to overcome the creative and
technical challenges of real time 3D in Flash.

You will learn a wide range of innovative tips and skills as
well as how to make sound decisions from the beginning

to save unnecessary challenges further down the pipeline.

Dive deep into the third dimension with the creator of
Papervision3D and discover the secrets behind award
winning interactive 3D experiences.

Dates

6 - 8 April 2009

Location

London, UK

Duration

21 hours

Number of participants

Spaces are limited to 20

Prerequisites

This course is geared towards developers who have
significant development experience with ActionScript 3
and working knowledge of Papervision3D.

Since this is an advanced course, it's not suitable for
people who have limited experience using the above
technologies.

PC Requirements

Each participant should come with his/her own notebook
with an ActionScript developer environment capable of
compiling PV3D projects.

Price

Early Bird
Until February 9th
£595.00

Regular
From February 10th
£995.00

Morning tea and coffee, lunch and drinks will be provided
to all participants.

VAT has been added at a rate of 15% in all circumstances.
A separate VAT receipt can be issued on request. All
prices in GBP.

More Information and Sign Up
http://papervision3d.eventbrite.com

Corporate Training

This course is also available as an in-house workshop.
Please contact us for more details.

Instructor

Carlos Ulloa has been passionately involved with
interactive entertainment since the early 90s, both
developing and leading PC & PlayStation titles for
Psygnosis and Sony Computer Entertainment Europe.

In 1999 Carlos moved into Flash development working in
design and advertising agencies in Madrid, Barcelona and
London. Since then, his work has evolved into the fields of
graphic and typographic effects, motion design,
interactivity and mainly 3D.

Carlos is a regular presenter at industry conferences and
events and is an active member of the Flash OS
community. He is the founder and creator of the Open
Source project Papervision3D, and works as Creative /
Technical Director at his own studio in London,
HelloEnjoy™.

Organized by carlosulloa.com.
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Advanced Papervision3D
with Carlos Ulloa

Course Outline

Course topics may be modified by the instructor based upon
the knowledge and skill level of the course participants.
Copyright © 2009 carlosulloa.com Itd. All rights reserved.
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