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Course Syllabus
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Uranus ¥ - 2B T S B 51 2
PIEFTZENNT e LAY i
Windows ~ MAC ~ Android 2 i0OS » & 4
T2 ¢ 2 i gick8 > @ * Object

Uranus is a cloud cross-platform mobile
development tool. This tool can be installed on
the following four operating systems:
Windows, MAC, Android and iOS. It is a
Chinese cultural software developed by the

PfSFa' w5 M = CREr 8 A2 K3 | Taiwanese. It uses Object-Pascal language to
A AR AR ? Voo MY 2 easily and easily enter the field of mobile
Sgeky i | FUIESTEF L LHREL SBEE > | programming. Very suitable for our students to
Course Apha R EES T HEE D f;;; Z_£1#7%c | study. The example programs in this study are
- FHN i aKE P A4 2l £ 4 | mobile games that are generally familiar to
Description . . . g .
ST Y JOHE 3 X ] §E studepts. The main focus is on mnoyatlve
AaTAER ~ AU AZ FHEH 41 0 82 teaching modes that match st_udents _
T LR ]I B fs A (v preferences and sense of achievement, which
= 54
can produce good performance in teaching.
,i_ﬁp HEFERETXEE T o 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.
¢ 2 B’
;.afr' : Cognition :
ORI BRSO E e pM I L R 1.Understand the material of mobile game and
;,& i3 operation of software.
ORISR L Rl i 2.Understand the operation method of the
3.7 2L PSS T 3 4 2 Bl (e AT mobile game integrated software. _
BAEPE | L. . 3.Understand the Manufacture flow of mobile
Course 1)3 :,i P, game creation.
o A WERTIFAER FLEE affection :
Objectives | 3 i 1.Think who to express the abstract thought by
Lt g 1 & enig the mobile game creation.
2‘%’%%‘%&*’ s T A skill :
3 n‘; R E S B AP EHA S AAE | 1.The use of software development tool.
i &Pk 2.Analyze and ascertain software requirements.
4.;; FHEFLEE S N EETHR 2 A 3.Can express oneself or others’ opinions in a

clear and effective manner, through oral or




e FHEESHY = written presentation.

i3 4.Can exercise multiple thinking methods to

5.4l F AR X F BT ¢ ponder on the cause and format of issues and
explore their correlations.

ki 5.Can make critical thinking based on logical
principles.
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Assessment standards
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Textbook ( Title, Author, Publisher, Remarks )
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Title Author Publisher Remarks
ZHERARN K R gzt | [SBN @ 978-986-9720-60-1
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Reference Materials ( Title, Author, Publisher/Journal, Remarks )
dreR Ak [Hp T
=32 % e %
. Publisher/Jour
Title Author Remarks
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Week Course Subject Teaching Method Course Schedule
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General Learning Outcomes
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Coverage Rate of the Course Subject Correspond to the Ordinary Ability and Professional Ability
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, ) 50 50 100%
# < ! Advanced design ’
a, . }% ‘FX/& 50 50 100%
#% < Built-in resources
LR O IRt
— . ) 50 50 100%
#% < ! Dynamic source
el iERRE R 50 50 100%
# = @ Work design and application °




ﬂ,é :#%;kéﬁaj 50 50 100%
# < ! Special category
LR =)

- 50 50 100%

# = ' Web application




