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Uranus # - 2 =T S e @31 2 > | Uranus is a cloud cross-platform mobile
L m — e e e development tool. This tool can be installed on
i R E L R L S the following four operating systems:
Windows ~ MAC ~ Android % iOS » § ] 4 Windows, MAC, Android and i0S. It is a
Chinese cultural software developed by the
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v B
;&fr : Cognition :
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game creation.

affection :

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

BN

g pL# A gl A | 1.The use of software development tool.
2.Analyze and ascertain software requirements.
R R I 3.Can express oneself or others’ opinions in a

clear and effective manner, through oral or
written presentation.

4.Can exercise multiple thinking methods to
ponder on the cause and format of issues and

* explore their correlations.
5.Can make critical thinking based on logical
principles.
EEARE
Assessment standards
R % M #HewL 25 % [ TEd %
L] 8% A % M#@Hpx3EFEL 25 % M PR 30 %
M &R 20 % [] rEsks % [] .,’ri? %
i E (F 615~ DAt #30)
Textbook ( Title, Author, Publisher, Remarks )
A i AR AL ==
Title Author Publisher Remarks
ZH AR AR K % e icgaaa | [SBN - 978-986-9720-60-1

TEE (F 6 g s dURA S I )

W

Reference Materials ( Title, Author, Publisher/Journal, Remarks )

4 - ik ’aﬁbj»?ri/ﬁF ol .y
Title Author Publisher/Jour Remarks
nal
FoATAR N K A A B R Aramvgaap | [SBN @ 978-986-9447-62-1
Course Schedule
TP AR AEFHEL AL (BBN46FARD) TERER | S E R PR HA LR
. F P AR e e oo
\‘/;\ie’ekk Course Subj'ect Teajrffg M};thod Coﬁjcsfh)fdule
(3.3 4-6 3 40)
1 ER g S ESA IR S i
2 Bt e = 5 BB A R B K
3 Uranus 1 & =T & F: Sl Bl » A 2T ReAr
4 Uranus 1 % FEs T Uranus #iz 88 % %47 o fi A%
5 Uranus 1 £ PR F T ZHr@aT R
6 | Tt ok R R T ) a2
7 [l Ty P T ET B g
8 ARSHEE P T F4L TR AL g
9 RS w3 e e EELs
10 A Sl Tk R E T PEca s
11 Tk st B F R FET R3O




12 AREE Y o PR TR Timer ~ &

13 Aoy PR TR 7 EfhE

14 | FERFEEY SERCRBEE | Fo G habigs
15 | TERFER - e 2 TR AL 13 I

16 AFEE Sl Sk TR [ 0

17 (RSl M R4 b I R A SV

18 e 3 4 k2 5L

[l
THP AR AEPAEZ CHALHE (BB 465AR) TkeR | S F k2 [ H

Kl
e
=&

- a4 ik
General Learning Outcomes

- g 4
- AR a
WAL aES AR ‘7;}_g,fﬂ§ﬁjﬁj\#xﬁﬁg% .
& E‘Zi%%ﬁ*fﬁf VRIS S Re g1 A e pma £ o
Y VAR éy}iggﬁﬁ_‘_ﬂ%\; , ﬁfﬁ:% a6 B <
S PMEEH
mAT R B AR B ALEE AR
B nERplipedd 2oL
ROIRBFRAABAETE S N A g (ra Y o
plR e it
Al AL p L BHA CRBAM A BT AL L o
Mt i s s B oMIBAL § ER 0 55 A -
BOURASPNRE G 2 S RBABMESEL o
i
AT RGEEHE R L AR L
Fd:af22) PEEL g

¥
RN rgFIEec S FHARp e o

’

)‘éT»

’

Jin

FRAE G- R /BERA 2EEF (BREP)
Coverage Rate of the Course Subject Correspond to the Ordinary Ability and Professional Ability
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