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	Course Number:  XXX-4XXX
Number of Credits: 3


	Subject Area: Mobile Computing

	Subject Area  Coordinator:

  Kip Irvine
email: irvinek@cs.fiu.edu

	Catalog Description:

The fundamental design and development of mobile applications. Introduction to the mobile application frameworks, including user interface, sensors, event handling, data management and network interface. This course requires an additional fee.

	· Textbook: 
iPhone and iPad Apps for Absolute Beginners
·                          Dr. Rory Lewis

·                         Apress;  First edition (June 7, 2010)



ISBN: 1430227001

	References:    Apple iOS Reference Library

                        Apple Developer Website http://developer.apple.com

	Prerequisites Courses: CEN4023


	Corequisites Courses: None




Type:  Elective 
Prerequisites Topics:

· Master the design and implementation of classes using inheritance and polymorphism

· Master the use and implementation of interfaces

· Master analyzing problems and writing programs in an object oriented language providing solutions to those problems using the above features
Course Outcomes:

1. Master the mobile applications framework
2. Master the development of mobile user interfaces. 

3. Master controller management.
4. Be familiar with data management techniques
5. Be familiar with network communications and sensors
School of Computing and Information Sciences
XXX-4XXX 
Mobile Application Development
Outline

	Topic
	Number of Lecture Hours
	Outcome

	1. Mobile application framework

a. Object oriented language concepts

b. Model View Controller

c. Core OS functions and APIs

d. Specialized Devices and Sensor

e. Application packaging and execution
	3
	1

	2. Mobile Software Development

a. Interactive Development Environment Overview

b. Desktop Simulator introduction

c. Debugging process

d. Application Deployment to device
	3
	1

	3. Views and Drawing

a. View controller 

b. Drawing objects

c. Controlling object behavior
	6
	1,2,3

	4. Event Management 

a. Event controller

b. Touch and Multi-touch handling

c. Optimization
	6
	1,2,3

	5. Navigation, Scroll and Tabs

a. U/I interface management techniques

b. API extensions
	3
	1,2,3

	6. Data management

a. Database storage techniques

b. Simple file management
	3
	4

	7. Images, Audio and Video

a. Audio management 

b. Image and Camera control

c. Video record and playback
	3
	3,4,5

	8. Web and Social Networking 

a. Networking API

b. Web browsing API

c. Social Networking API
	3
	3,5

	9. Controlling Sensors

a. Managing the Accelerometer 

b. Managing the Gyroscopes
	3
	5

	10. Gaming Aspects

a. 2D/3D Animation 

b. User interface controls

c. Sensor integration
	3
	2
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Course Outcomes Emphasized in Laboratory Projects / Assignments

	
	Outcome
	Number of Weeks

	1
	User Interface Development and Design
                                               Outcomes: 1, 2
	2

	2
	Complex Event Handling w/ Touch

                                               Outcomes: 1, 2
	2

	3
	Audio/Visual Storage Management
                                               Outcomes: 2, 3, 4
	2

	4
	Social networking using Web APIs 

                                               Outcomes: 3, 5
	2

	5
	Social Game Development
                                               Outcomes: 3, 4, 5
	2


Oral and Written Communication: No significant coverage
Number of written reports:


Approximate number of pages for each report:

Number of required oral presentations:
Approximate time for each presentation:
Social and Ethical Implications of Computing Topics
No significant coverage
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Theoretical Contents
No Significant Coverage

Problem Analysis Experiences

No Significant Coverage

Solution Design Experiences

	1.
	Implementation of mobile applications

	2.
	Real-time Device Control

	3.
	User Interface Design
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