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Description

A hands-on course that explores various aspects of the design, development,
implementation, and evaluation of applications for mobile communication devices. The
course covers tools for mobile programming development: languages and development
environments for creating responsive and/or adaptive “apps” for various platforms.
Application optimization. Students will work on a project involving the design,
development, and deployment of a mobile application.

Justification

Within the field of Computer Science, the area that has seen the most development in
recent years has been the Internet. And the Internet and the World Wide Web are
expected to remain the fastest-growing areas in the future. Above all, however, the
mobile web and mobile applications are the areas that have experienced exponential
growth in recent years. The principle of the Single Web—which can be accessed, is
useful, and is usable consistently from a desktop computer, a laptop, a tablet, or a
smartphone—is the principle that currently governs the development of websites and
programmed applications. A Computer Science specialist must be familiar with the
fundamental elements of designing, implementing, and optimizing applications for
mobile devices. In this way, they will be equipped to meet the demands of this field of
computer science.



COMPETENCIES
The course develops the following competencies in students:

Research and Exploration
Innovation and Entrepreneurship

OBJECTIVES
Upon completion of the course, students will be able to:

1.

Clearly describe a computational problem, and study, specify, design, program,
debug, optimize, and document the solution to the problem.

Understand, use, and compare different tools available for developing responsive
and mobile web pages, and select the best tool for the problem at hand.

Understand, use, and compare different tools available for developing mobile
applications, and select the best tool based on the problem at hand.

Design and create correct, efficient, and well-documented programs to run on
different types of mobile devices.

Use technology appropriately and responsibly, demonstrating a sense of ethics in
both professional and personal conduct.

6. Integrate theory and practice through a project to develop a mobile application.

7. Recognize the impact of mobile devices such as tablets and smartphones on

various areas of human activity.

. Recognize the differences between developing applications for a general-

purpose computer and for a mobile device.

Content

Introduction

A. Design for Mobile Devices
1. Definition
2. Characteristics

B. Types of Mobile Devices

1. Tablets
2. Smartphones
a. Android

b. i0S



c. “Legacy” devices: Windows Phone, BlackBerry
[I.  Mobile Web Design

A. Tools / Programming Languages
B. User Interface
1. Mobile device screen
2. Orientation
C. Adaptive Design
D. Responsive design

[ll.  Mobile app design for both iOS and Android platforms

A. Tools / Programming Languages
1. SDK: Development Platforms
2. Languages

3. Virtual devices

Activities or “intents”

User Interface Design

1. Mobile Device Screen
2. Orientation

3. Views
4.
5.

O w

Images
Good User Experience
D. Data
1. Preferences
2. “Persistence”
3. Use of Databases
4. Use of cloud data
E. Services
1. Messaging
2. Email
3. Location
4. Phone call
5. Other
F. Mobile App Optimization

METHODOLOGIES

The following strategies from the active learning methodology are recommended:
Practice exercises and discussion

Individual and collaborative lab work

Critical analysis of readings from various sources
Incorporation of online resources and web tools



e Project to develop a mobile app
e Oral presentation using multimedia resources (digital presentation)
e Teamwork

RESOURCES

Microcomputers

Web development environments Mobile app
development environments Internet

ASSESSMENT
Part-time jobs 40%
Oral presentations 20%
Essays 10%
Project or (final) exam 30%
Total 100%

Student Learning Assessment

The institutional assessment rubric is applied to the core activity of the course.
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ELECTRONIC RESOURCES
www.oracle.com

www.w3c.org
www.w3schools.com.
developer.android.com/index.html
openmobilealliance.org

You can find more information resources related to the course topics on the library’s
website at http://biblioteca.sagrado.edu/

Reasonable Accomodation

For detailed information on the process and required documentation, please visit the
appropriate office. To ensure a level playing field, in compliance with the ADA (1990)
and the Rehabilitation Act (1973), as amended, any student who needs Reasonable
Accomodation or special assistance must complete the process established by the
Vice-Presidency for Academic Affairs.


https://ocw.mit.edu/courses/electrical-engineering-and-computer-science/6-831-user-interface-design-and-implementation-spring-2011
https://ocw.mit.edu/courses/electrical-engineering-and-computer-science/6-831-user-interface-design-and-implementation-spring-2011
https://creativecommons.org/licenses/by-nc-sa/4.0/
http://www.oracle.com/
http://www.w3c.org/
http://www.w3c.org/
http://www.w3schools.com/
http://www.w3schools.com/
http://biblioteca.sagrado.edu/

ACADEMIC INTEGRITY

This policy applies to all students enrolled at the Universidad del Sagrado Corazén to
take courses with or without academic credit. A breach of academic integrity is any act
or omission that fails to demonstrate the honesty, transparency, and responsibility that
should characterize all academic activity. Any student who violates the policy on
honesty, fraud, and plagiarism is subject to the following sanctions: a grade of zero on
the assessment and/or having to redo the seminar assignment; a grade of F(*) in the
seminar; or suspension or expulsion, as set forth in the Academic Integrity Policy
document effective November 2022.
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