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development tool. This tool can be installed on
the following four operating systems:
Windows, MAC, Android and iOS. Itis a
Chinese cultural software developed by the
Taiwanese. It uses Object-Pascal language to
easily and easily enter the field of mobile

sgekit | FFLABHREL PSS L BT & | programming. Very suitable for our students to
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T First arouse interest with a series of splendid
examples, then guide students to customize
topics, plan scripts and search for material
processing, then complete the creation of
mobile games, and finally show the students'
work at the end of the course.
v o2 ®
;.lft“ : Cognition -
DO RSB YsaE Hep 1 E itk | 1.Understand the material of mobile game and
;}'& " operation of software.
2. R B PREN AL BrRl 2 ¢ 2.querstand .the operation method of the
AU R R S PR s ] mobile game integrated software. .
Course g 3.Understapd the Manufacture flow of mobile
o = . game creation.
Objectives | 1. L F M= TFF 2 ER 22 L E | Jffection :
At

INES LR ERECE
2. $HEWF RpREin A 4
3. GGRALE 2 P P A

= N\
FEILE 5

1.Think who to express the abstract thought by
the mobile game creation.

skill -

1.The use of software development tool.
2.Analyze and ascertain software requirements.




a BNk 3.Can express oneself or others’ opinions in a
4 BT FEIEHLSJAETHR 2 A clear and effective manner, through oral or
S B written presentation.
7 4.Can exercise multiple thinking methods to
- e . ponder on the cause and format of issues and
> N Pkt > 2y £BE g e o explore their correlations.
B 5.Can make critical thinking based on logical
principles.
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Coverage Rate of the Course Subject Correspond to the Ordinary Ability and Professional Ability
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