
1. CS442 - Mobile Applications Development
2. 3 Credit Hours (3 lecture hours)
3. Course Manager – Dr. Ioan Raicu, Assistant Professor 
4. Various depending on iOS or android platform
5. Students will learn a variety of software engineering techniques and design patterns to assist in the rapid development and prototyping of applications, leveraging frameworks and APIs provided by current mobile development platforms (such as Android and iOS). Application lifecycles, data management and persistence mechanisms, and user interface design, among other topics, will be covered. Industry speakers will be invited to speak about best practices. Students (individually or in teams) will take ideas from concept to final implementation and will present their work at the end of the semester. When appropriate, students may take the additional step of deploying their work on the appropriate application marketplace(s).

Prerequisites: CS331 and CS351

Elective for Computer Science majors

6. Students should be able to:
· Acquired the skills needed to build applications targeting the Android or iOS mobile platforms, making use of the substantial set of existing application and system level frameworks and development stacks

· Know how and when to use the model-view-controller, delegation, decorator, target-action, and observer software design patterns (among others) in complex software projects

· Weigh the relative pros/cons of different approaches to data management and persistence, and use existing implementations of them in software projects

· Take a mobile development project from concept and mockup to final, robust implementation

· Have the experience of presenting their ideas and approaches to an audience of their peers

· Understand the limitations and necessary tradeoffs involved in designing software applications for resource-constrained platforms (such as the mobile platforms targeted by the course)

· Have experience using various facilities for concurrency and operation management, as alternatives to the traditional explicit multi-threaded model
The following Program Outcomes are supported by the above Course Outcomes:

b. An ability to analyze a problem, and identify and define the computing requirements appropriate to its solution

c. An ability to design, implement and evaluate a computer-based system, process, component, or program to meet desired needs

f. An ability to communicate effectively with a range of audiences.

h. Recognition of the need for, and an ability to engage in, continuing professional development.

i. An ability to use current techniques, skills, and tools necessary for computing practices

k. An ability to apply design and development principles in the construction of software systems of varying complexity

Major Topics Covered in the Course

Syllabus & Course overview & Project guidelines

1.5 hours
Intro to Objective-C & Foundation Kit


7.5 hours
iOS SDK Overview





4.5 hours
Elevator Pitches





4.5 hours
Communicating with Controllers
 
 

4.5 hours
Cars Demo (plist, original dataset)
 


1.5 hours
Persistence






6 hours
Core Data






6 hours
Custom Drawing and Animation



9 hours
Final Exam 






-

45 hours

