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B A PR KT C 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.
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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.
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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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