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Caracterizacao da Unidade Curricular / Characterization of the Curricular Unit
Designacao da Unidade Curricular (UC) / Title of Curricular Unit (CU): Fundamentos de Programacao
Mobile / Fundamentals of Mobile Programming

Area cientifica da UC / CU Scientific Area: Ciéncias Informaticas / Computer Science

Semestre / Semester: 2°

Namero de créditos ECTS / Number of ECTS credits: 6

Carga horaria por tipologia de horas / Workload by type of hours: TP: 45; OT: 6; 0: 9

Carga letiva semanal / Weekly letive charge: 3h

Objetivos de aprendizagem (conhecimentos, aptidoes e competéncias a desenvolver pelos
estudantes):

Ao completar esta unidade curricular, o aluno sera capaz de compreender e aplicar os conceitos fundamentais
da programacdo em dispositivos mdveis, desenvolvendo aplicages simples e funcionais em ambientes mdveis.
Os estudantes desenvolverdao as capacidades essenciais a logica de programacdo, construgdo de interfaces
basicas e gestdo de ciclo de vida de aplicacoes.

Intended learning outcomes (knowledge, skills and competences to be developed by the students):
Upon completion of this course, students will be able to understand and apply the fundamental concepts of
mobile programming, developing simple and functional applications in mobile environments. Students will

develop essential skills in programming logic, basic interface design, and application lifecycle management.

Conteuidos programaticos:

1. Introducdo a Programacao Movel

1.1 Conceitos basicos de dispositivos méveis

1.2 Tipos de aplicagdes méveis (nativas, hibridas, multiplataforma)

1.3 Evolucdo e panorama atual do ecossistema moével

2. Ambientes e Ferramentas de Desenvolvimento
2.1 Instalagao e configuragao de IDEs (Android Studio, Xcode ou multiplataforma)

2.2 Emuladores e ambientes de teste

3. Linguagens de Programacao Mével
3.1 Nogdes fundamentais de Java, Kotlin e Swift
3.2 Estrutura basica de projetos de aplicagdes moveis

4. Algoritmos e Légica de Programacao Aplicada
4.1 Variaveis, operadores, estruturas de decisdo e repeticdo
4.2 Manipulacdo de dados simples (entrada/saida)
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5. Construcao de Interfaces Graficas Simples
5.1 Componentes basicos de interface grafica (botdes, textos, caixas de entrada)
5.2 Organizacado de layouts e navegacdo basica entre ecras

6. Gestao de Ciclo de Vida das Aplicacoes
6.1 Estados de uma aplicagdo movel
6.2 Eventos principais no ciclo de vida

7. Introducédo a Persisténcia de Dados
7.1 Armazenamento simples: ficheiros, preferéncias

7.2 Principios de seguranca basica de dados

8. Projeto Pratico
8.1 Desenvolvimento orientado de uma aplicagdo mdvel basica

Syllabus:

1. Introduction to Mobile Programming

1.1 Basic concepts of mobile devices

1.2 Types of mobile applications (native, hybrid, cross-platform)

1.3 Evolution and current panorama of the mobile ecosystem

2. Development Environments and Tools
2.1 Installation and configuration of IDEs (Android Studio, Xcode or cross-platform)

2.2 Emulators and testing environments

3. Mobile Programming Languages
3.1 Fundamental notions of Java, Kotlin and Swift
3.2 Basic structure of mobile application projects

4. Algorithms and Applied Programming Logic
4.1 Variables, operators, decision and repetition structures
4.2 Simple data manipulation (input/output)

5. Building Simple Graphical Interfaces
5.1 Basic components of a graphical interface (buttons, text, input boxes)
5.2 Layout organization and basic navigation between screens

6. Lifecycle Management of Applications
6.1 States of a mobile application

6.2 Main events in the lifecycle
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7. Introduction to Data Persistence
7.1 Simple storage: files, preferences
7.2 Basic data security principles

8. Practical Project

8.1 Guided development of a basic mobile application
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