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• ��%�+	,
	+�-
. (/���0) (Pre-requisite Course, if any) 
 ?SC131 ���
�C<�9DE5:0<���=F���89���G��7��
���:�80;H  

(Introduction to the Object-Oriented Programming) 
• 
5�
6�+�������%� (Course Description) 
 � �!���=F���89�.�G�G��=25:G.��86.1���DF5�.=FP��Q

H98�0��:R S
����
���T����P�<��99/8
U8/ (Touch/ 
Multi-Touch), ���
89������DF5�SY� (Accelerometer) ��T�0<� �����Z92<5
C�7�����2<5
C�S�P�<U���.�:�C�799 
XML  ��
; :� �!�2<5
���8�7�� 2<5������8:P����68]��^5_.17��1PY<�895H���*1.=F
=2<5
���8�0��:R �6DF5���
�
����H�01P����68]����
 Y�D5 
8�0�
���=�7566�����8F� 9� iPhone G.��86.1���DF5�.=F799/8
U8/ (Touch Phone) 

��9��!8. Apple  
 

• �	9/:#�$;,
< (Course Objectives) 
�������	
��
������	��������
������
��
���������
������������
� !��� 2�"#" �
$%�
��%��&'���
%(�
���)��*�) (Touch Phone)   
 

 
 

�Y8/���� (Course Code)   SA304 
�DF5���� (Course Title)  ���
�����
$%�
��%��&'���
%(�  

(Mobile Game Application) 

�����Y������0 (Number of Credits)  3 Y������0 
9�����/��9//8���Y1 (Lecture/period/week) 2 ��9//8���Y1 
5�
���1UC</5� (Lecturer)  5�
���1 /H6
�1 /�800��:�1 
/;��.=F0��0�5 (Office)  Y<5:68�5�
���1/�2������5
6���05�175���
�8F� 5���� 1 �8E� 2 
����.=F0��0�5S�< (Office Hours) �8�  ���� �.  
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• �	9/:#�$;,
<C%�,DE9����� (Behavioral Objectives) 
1. 
��
����)����-��	��������
������
��
���������
������������
$%�
��%��&'���
%(�./	 
2. 
��
����)����-�������'����
�������������#	
./	 
3. 
��
����)����-���
�������� ��'#"�(�/(2�����"�&3��
�
 iPhone ./	 
4. 
��
����)����-
5�&���� 	���3	�
������
�����
$%�
��%��&'���
%(�./	  

 

 

• ��60���;
. (Teaching Approach) >�$���I	J���C�0�.���;
.�0KC.�.LM�C�0�.C#N.;5�
	O  
    (Student R Centered Approach) 
  �  ���9����� (Lecture)*    �    �����=���C<G��P�<Y8�2<5�QjY� (Problem-based Learning) 
  �  ���kl��m�980� (Practice)    �   �����=���C<G����
���
G��::�� (Project-based-Learning)  
  �   ���5������ (Discussion)     �����=���C<G����
���
�����
8� (Research-based-Learning) 
   ���/8

�� (Seminar)     � �����=���C<U������D52���5���.5�1��Z0 (Online Learning/Internet-based-Learning) 
   � ��*=� �!� (Case Study)      5DF� R (Others) (Please specify)..............................................                                                                 
 

• ;SK
���;
. (Teaching Aids/Instructional Media) 
   �  �C���6 (Pictures)   �  /DF5����/�5P��C�799 PowerPoint 
   25:
��: (Authentic Material)  �  /DF55���Z�.�5���/1 (Electronic Media) ���� Option Finder, VCD, 
         5DF� R Others (Please specify)tttttttt..t       DVD, e-book u�u 
 

• ��I����;5���	+.	�WX�Y� (Student Activities) 
  �  ����<���<�2<5
C� (Data/Information Search)      �   ��
/1 (Games) 
   �    ������
/
5: (Brainstorming)          □ /;�����*1
���5: (Simulation) 
   �    �������/�5 (Presentation)          ���/����
2<5
C� (Survey)  
   ���7/�:9.9�./

0� (Role Play)       ���kl����/��
 (Field Work)   
   �   ���.��5: (Experiment)             ���� �!��C:�� (Field Trip) 
        �   5DF�R (��9H) Others (Please specify). Lab Work 
 

• 95���/C
�;��#�$�
+���;
. (Textbooks/Instructional Material) 
- PowerPoint & Sheet 

• ����	J>�$#�$C��.L� (Evaluation) 
    - ���
�C<7��.8�!� (Knowledge and Skills) 
 - /59���:��� (Midterm Examination)    �<5��� (percentage)    20% 
 - /59������� (Final Examination)      �<5��� (percentage)    30% 
    - ���.��:��Y�D5��
���
�����=�����/5� (Assignments/Teaching-Learning Activities) 
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      - :��/G��:���.=FS�<�89
59Y
�� (Assigned Tasks/Projects)  
  :����=F�� �<5��� (percentage)     15% 
  :����H�
 �<5��� (percentage)     25% 
   ��
    40% 
  Y���8�� �!�S
�/�::����=F��Y�D5��H�
 
�S�<���� F S
������*=P�R �Z0�
 
    - ����2<��8E���=�� (Attendance)          �<5��� (percentage)      10% 
* �8�� �!�
=/������
P�������Y��Y8�2<5 7����
���
�����=�����/5����
�89UC</5� 
 

• C.S]
�������%� (Course Details) 
 

9���,���+�����/#^�+	9���� (Lecture/Lab Timetable) 
 

;	#J��<�0K 
(Week 

Number) 


���9�<�0K -  
�	.�0K/CJS
. 

(Week: 

Date/Month) 

�	�c�
���+�����/#^�+	9���� (Topics) 
����� 
��9/ 
/8���Y1 

(Period/we
ek) 

��I����/ 
;SK
���;
. 

(Activities/Use of 

Instructional Media) 

1 3/11 

- Course Outline 

- ���68]�� Mobile Application 

- ���F
0<��89 iPhone Application 
- XCODE Objective C Part I 

o Variable 
o if/else if and  switch case 
o while/for/dot while 

3 PowerPoint/Lab 

2 10/11 

- Object Oriented Concept 
- Objective C Part II 

o OOC P� Objective C 
o Function/Procedure 
o Method 

3 PowerPoint/Lab 

3 17/11 
- UIView  
- ��������6P� Game Scene 

3 PowerPoint/Lab 

4 24/11 - ��99 InputP� iPhone 3 PowerPoint/Lab 

5 1/12 
- ���
8��0�=�
��6 Graphic 

/��Y�89��
 
3 PowerPoint/Lab 
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6 8/12 
- ���
8��0�=�
��6 Graphic /��Y�89

��
 (0�5) 
3 PowerPoint/Lab 

7 15/12 - Game Programming Concept 3 PowerPoint/Lab 
8 22/12 Midterm Examination 

9 29/12 - Game State Management 3 PowerPoint/Lab 

10 5/1 - ��������6 Animation P���
 3 PowerPoint/Lab 

11 12/1 - ���
8���� Sound P���
 3 PowerPoint/Lab 

12 19/1 

- XML �9DE5:0<� 
- ���55�799�����Z92<5
C��<�� 

XML  

- ���.�� Load/Save P���
 
- ���
8���� Tile �<�� XML 

3 PowerPoint/Lab 

13 26/1 - ��DF5
0�5�89 Web 3 PowerPoint/Lab 

14 2/2 - Selected Topic 7�� Case Study 3 PowerPoint/Lab 

15 9/2 - Selected Topic 7�� Case Study 3 PowerPoint/Lab 

16 16/2 
- Preparation for Final 

Examination/Project 
3 PowerPoint/Lab 

17 23/2 Final Examination 

 

• C
�;��#�$�
+���
�.
���>�$
��,
�, (Reference Materials) 
� Dark Mark and Jeff LaMarche, Beginning iPhone 3 Development Exploring the 

iPhone SDK, Apress, 2009 

� Stephen Kochan, Programming in Objective-C 2.0 (2nd Edition), Addison-Wesley Professional, 2009 

� Erica Sadun,The iPhone Developer’s Cookbook, Addison-Wesley Professional, 2009 
� Dave Mark, iPhone Games Projects, Apress, 2009 

� Bill Dudney, Core Animation for Mac OSX and the iPhone, The Pragmatic 

Programmers. 2008 

� http://developer.apple.com/iphone 

� http://www.71squared.com/ 
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+����� �	.-C��� �0KC�0�. ______________ ��
,C�0�. ______________ 

#g�+	9� �	.-C��� �0KC�0�. ______________ ��
,C�0�. ______________ 


