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AIM(S)
· To provide students with grounding in essential concepts, methods and techniques for mobile application development.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate a sound understanding of mobile application frameworks, architectures and development methods.
2. Deploy mobile frameworks and evaluate the development of interactive mobile applications.

INDICATIVE CONTENT
· Mobile applications architecture: Native e.g. iOS, OS + Virtual Machine e.g. Android, Browser - HTML + JavaScript.
· Mobile platforms and frameworks e.g. iOS and Objective-C, Android, Blackberry and Java, Windows Phone. Creating appropriate installation packages for diverse devices.
· Development methods including software design patterns, debugging and testing strategies for mobile applications.
· User interface development for mobile applications - APIs for haptic user interface developments e.g. Android, iOS.
· Developing mobile software using appropriate build frameworks and version control systems. Device testing through simulation, emulation and cross-device deployment.


LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus, with the theory supported with practical laboratory based exercises and demonstrations. Lectures will be used to introduce the key ideas and underlying theoretical concepts of the module. Typically, the lectures will be mixed with laboratory work to ensure the symbiosis of theory and practice. Laboratory work will be used to reinforce the concepts introduced, and include tutorials and practical hands-on experience of developing mobile applications.
[bookmark: _GoBack]
The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%



ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework -50%
An assignment in the first semester focused on developing student understanding of mobile programming concepts, this will include a short evaluation of the tools deployed. 

Exemplar:   ‘Produce a Body Mass Calculator using the Android framework’

Assessment Component 2 – Coursework -50%
End-of-year assignment - this will require students to utilise existing libraries and/or frameworks to implement a software solution to a given problem possibly with reference to a given design. This may include a report in which students describe techniques used in or relevant to their practical assignment.

Exemplar:  ‘Compare and contrast the development of mobile applications using multiple architectures’
	
Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%









BIBLIOGRAPHY
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AIM(S)
· To provide students with grounding in essential concepts, methods and techniques for data driven mobile application development.

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate a sound understanding of the essential concepts, principles and practice used in the design and development of distributed data-centric mobile applications. 
2. Select and evaluate the technologies and techniques in the creation of a web service based mobile information system.


INDICATIVE CONTENT
· Persistent application data, that is, data manipulation and storage techniques for mobile applications e.g. SQLite, JDBC, Core Data.
· Mobile platforms and frameworks e.g. iOS and Objective-C, Android, Blackberry and Java, Windows Phone. Creating appropriate installation packages for diverse devices.
· Consuming Web Services using REST and SOAP, data exchange formats and data parsing.
· Networking principles including protocols and standards e.g. TCP/IP. IP addresses, port numbers, etc.
· Cross-platform and third-party mobile application solutions and tools e.g. HTML, CSS and JavaScript (PhoneGap, Titanium), C# and .NET (MonoDroid and MonoTouch), Marmalade, etc.


LEARNING AND TEACHING STRATEGY
Essentially this module will have a vocational focus, with the theory supported with practical laboratory based exercises and demonstrations. Lectures will be used to introduce the key ideas and underlying theoretical concepts of the module. Typically, the lectures will be mixed with laboratory work to ensure the symbiosis of theory and practice. Laboratory work will be used to reinforce the concepts introduced, and include tutorials and practical hands-on experience of developing mobile applications.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	60
	30%

	Independent learning
	140
	70%

	Placement learning
	0
	

	TOTAL
	200
	100%



ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework -50%
Student will develop an application which will utilise a range of data sources  both local and remote and evaluate the tools and techniques applied. 

Exemplar:  ‘Develop a phone-book backup system’

Assessment Component 2 – Coursework -50%
End-of-year assignment - this will require students to develop a suitable web services  in the production of a software system. 

Exemplar:  ‘Develop a shared phone-book’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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