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Using Kotlin as main language to learn the Android App programming,
teaching students to understand the skills of mobile phone design., Through
the group discussion, students can learn and understand the process of App
development and the design concepts of Ul and UX. Cultivate students'
ability to discover and solve problems, and learn App market analysis.




AGFARE P HRERT TR 0 PR HE

Bafe 8 pAEL B4R T e (Cognitive) | ~ THR (Affective) | ¥ T it (Psychomotor) |
Gk p KA o

\

- F.\ﬁ'\?(Cognmwe) FELOGHPD NREF A S ,;;t;:,;m; ey ;p;«axng W oo
=~ (Affective) ! FE AP BB FE LR -LA-FERFLEY o
= ~ #i (Psychomotor) @ F & izl p ensflds (T8 Hbefk (v 5 Y -

\

B , . , e

- KE PR 2) #EPER(E?)
1B FEEEHEAETR Development of information literacy.
2IRFEAETAARIER KA Development of the computer skills.

3|1EFRR B A )'1577‘]1;}’@ & b4 €| Students may have the abilities of facing the
Z PEX, 35‘1«‘?4})1‘}1'4 & b=z % EA| challenges form information impact,

h
b2
4 | 2 ¥ Y Kotlintk & Android® App#% | Using Kotlin as main language to learn the Android
AKE App programming,
S|ZEB R B IE, EZ A Z | Through the group discussion, students can learn
I T # App Eﬂ%é‘]i@ﬁ, VA and understand the process of App development and
R UL UX&FTHMR the design concepts of Ul and UX,
KEPH2Z PG ~Poid - ARFRARE > 287510
B e | oy (7)) ¥ P R
1| @4 | BC 1257 EAUIES = TF w7 %
¥ oMmEP)NF AT
2(zrg~Fa)
2| #it | BCE 257 R LI i = BEIER S A
) RIESEE(G T
BEw)
3| #& | EGH 125 EREs BEAGE S AR
) HE(FrEF
W)
41 #i | BCE 1257 EEISRET I EEE A S A
M)~ FESFLE(F T
TR
50 #i | CEG 1257 i UL REICE S A
_p)‘?ﬁ-‘ﬁ;:r{ gr
BoFa)
® ok E R £
i,r p ez n % (Subject/Topics) #ix
109/09/14~ _ .
W oong/o | Kotn EaEFEE — AR5
109/09/21 ~ , i L
2| ggronsg7 | Kotlin RBEHZFE — 474
109/09/28~
3 Kotlin A## % - HX

109/10/04




109/10/05~ N
. m ,
H ooy | Kotlin EaHE — Hitda
109/10/12~ .
: B A
S| 191005 | Kotlin BBEHEE - &S
109/10/19~ ) N
6 Joon0/05 | Android BAFKIILI#8
109/10/26~
7 log/1100 | Android JA A T HA B
109/11/02~
81 1gg/11/05 | Android FAHE R 7T+ B By
109/11/09~ o en
1 109/11/15 o B ARR B
109/11/16~ .
101 00/11/22 kit
109/11/23~ . e A N P
U o109 | Activity & B3 448 S A AL G
109/11/30~ o |
120 i | Intentsk A R 4R I8 7§ ]
109/12/07~| e 4y
B 09/12/13 A A
109/12/14~]| . .
141 |gg/12/90 | FireBase R R A7 (Word)
I e s A
#& (PPT)
109/12/28~ - b
16| Loo0s | BAR A E 1 SRR IR B KM AET FRE T
110/01/04~
A
17 110/01/10 AR S
110/01/11~ .
8 100117 A A
o 1. RZFA2H P BRI B,
PHE | 20 THARC/Cr+ET
AREE 3 %ﬁ"%%ﬁzﬁﬁﬁ?}"ﬂ‘ﬂ B
2 H Y Kotlintk A Android 49 App#2 X X 3F, £:Z 18 B K940 2 A A K Ak oo &2
wEXRH | T, B
st B HFRREDH
ELa )
P Android Programming: The Big Nerd Ranch Guide (2nd Edition)
77 7T | Kotlin # % %% Android B%
L AL PRSPV NN A2 L 2 = PSPV LS s 2 N
’ gﬁ 2 (R w4 T E L PR
®LFE: 100 % @FEHFE 400 % SHFFE: %
N Iz,j: . o
FHEE ) emrE: %
A b

QL ARRERET) 1500 %




"HkEFEEAFE R R : https://info. ais. tku. edu. tw/csp # ¢ ¥ e
B % | FEoRBTR TREFELAER AN, 2o

4

KA BRERRZOFL FRYLERPE HFEREEAFE AR -
TETXE3E3992 0A % 4

P/ £ 4% 2020/7/30 14:13:23




