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(Student — Centered Approach)
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N1TUT5918 (Lecture) mmaugi%hmm@ﬂmﬂm (Problem-based Learning)
MIANHIA (Practice) M3iFous laenanisn1nsa91u (Project-based-Learning)
M30n1310 (Discussion) M5130U3 1ABNINTTUNITIVG (Research-based-Learning)
o . 1 [ Aa 3 . . .
NNIFUUUI (Seminar) N3 Gaui’ FUIAT0UEDUINDST 1R (Online Learning/Internet-based-Learning)

ATAANTN (Case Study) U 6] (Others) (Please SPECify)......cvvvvueeereriererieeereeerereerenen,

® Jonsaou (Teaching Aids/Instructional Media)

31N (Pictures) dorinauolugiuny PowerPoint
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Y3959 (Authentic Material) FodLanniound (Electronic Media) 1% Option Finder, VCD,
U 6] Others (Please Specify)..........cccovvvinininnns. DVD, e-book 10

® HONITNAHSVUNANY (Student Activities)

ﬂ”li?zlluﬂ’gﬁslgllmgja (Data/Information Search) Lﬂllf?} (Games)
NITTANANDY (Brainstorming) O @914N159191004 (Simulation)
M3HUAUD (Presentation) M3d159990Ya (Survey)
ﬂWﬂLﬁﬂ\‘]‘Ucﬂ‘U'lcﬂﬁlllla (Role Play) ﬂ15ﬂﬂﬂ’lﬂﬁuu~l (Field Work)
N1INANDY (Experiment) m‘iﬁﬂiﬂﬂﬂu (Field Trip)

ﬁuq (321)) Others (Please specify). Lab Work

® d15enasilszneumsaon (Textbooks/Instructional Material)
- PowerPoint & Sheet
® misianazdsyiliuna (Evaluation)
- Awinazinye (Knowledge and Skills)
. . . 9
- @oUNA1NNIA (Midterm Examination) 3080 (percentage) 20%
- govlatema (Final Examination) $ouaz (percentage) 30%

- MIMNUNTONINTTUMSITBUMTETOU (Assignments/Teaching-Learning Activities)
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-1/ Tasamsn JASuNeUTNNY (Assigned Tasks/Projects)
Nupe Sovaz (percentage) 15%
ﬂuﬂﬁju $ouny (percentage) 25%
59U 40%
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® 131/0115183%1 (Course Details)

M319M3U55eN/AUHUANS (Lecture/Lab Timetable)

Hlawint 0 RAET - avemsussene/l §Ams (Topics) S fonssw
(Week Sufiidou M/ Fomaaeu
Number) (Week: dani (Activities/Use of
Date/Month) (Period/we | Instructional Media)
ek)
- Course Outline
 RERLIGTR TN Mobile Application
- GﬂJ ng UN1 iPhone Application
1 3/11 - XCODE Objective C Part I 3 PowerPoint/Lab
O Variable
O iffelse if and switch case
O while/for/do... while
- Object Oriented Concept
- Objective C Part 11
2 10/11 o ooc lu Objective C 3 PowerPoint/Lab
O Function/Procedure
O Method
-  UlView
3 17/11 3 PowerPoint/Lab
- MINANN U Game Scene
4 24/11 - 35Uy Inputﬂlu iPhone 3 PowerPoint/Lab
- MIIAATYNAIN Graphic
5 1/12 . o 3 PowerPoint/Lab
AN IULIDY
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- MSIAATINNIN Graphic T1H5U

6 8/12 . 3 PowerPoint/Lab
DU (F19)
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 - MITNANIN Animation 1IN 3 PowerPoint/Lab
11 12/1 - M59ANIT Sound 11LNY 3 PowerPoint/Lab
A 9
- XML IJaNAU

<3
- M3vonuUUMIINUToYaR Y

12 19/1 XML 3 PowerPoint/Lab
- 115N Load/Save MDY

MIVANIT Tile §28 XML

13 26/1 - 1WoUADN Web 3 PowerPoint/Lab
14 2/2 - Selected Topic 401 Case Study 3 PowerPoint/Lab
15 9/2 - Selected Topic LU Case Study 3 PowerPoint/Lab
- Preparation for Final
16 16/2 3 PowerPoint/Lab
Examination/Project
17 23/2 Final Examination

® e sUszneUMIAUAINNALD1999 (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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