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Beginning Android
Whether you're new to Arduino and Android development, or you've tinkered a bit with either one, this is the book for you.
Android has always been a natural fit with Arduino projects, but now that Google has released the Android Open
Accessory Development Kit (the Android ADK), combining Android with Arduino to create custom gadgets has become
even easier. Beginning Android ADK with Arduino shows how the ADK works and how it can be used with a variety of
Arduino boards to create a variety of fun projects that showcase the abilities of the ADK. Mario Böhmer will walk you
through several projects, including making sounds, driving motors, and creating alarm systems, all while explaining how
to use the ADK and how standard Arduino boards may differ from Google-branded Arduinos. You aren't tied to specific
hardware with this book; use what you have, and this book will show you how.
Beginning Android Tablet Programming starts off by showing how to get your system ready for Android tablet
programming. You won't need any previous Android experience, because you'll learn all about the basic structure of an
Android program and how the Android operating system works—and then you'll learn how to write your first Android tablet
application from scratch! Beginning Android Tablet Programming then equips you to build a set of interesting and fullyworking Android tablet applications. These projects will give you the inspiration and insights to build your own Android
programs in the future. You'll be introduced to 2D programming, and you'll see what you can do with a touch screen
interface and the Honeycomb SDK. Of course, 3D programming is even more alluring for many programmers. If that
includes you, you'll learn about how Honeycomb has changed the game for Android graphics programming, and get your
first taste of 3D programming on an Android tablet. Lights, camera, action! You'll learn along the way how Android
Honeycomb gives you access, through your programming, to all those interesting sensors that tablet computers are
equipped with today—beyond the touch screen itself. You'll learn, for example, how you to use a tablet GPS sensor to
locate your car! You'll also discover how you can access files on your tablet—or on the web—through programming, and
then build on that insight to create your own file browser application. This Android project contains many useful coding
techniques appropriate for many situations you might encounter in your future programming Android tablet applications;
you'll be glad to have them under your belt. So do you want to write programs that can receive and send reminder
messages via SMS? Do you want to write your first 2D or 3D game on Android? Perhaps you'd like to write an
application that sorts out all your contacts for you! Beginning Android Tablet Programming introduces you to Android
tablet programming, and shows how you can program your Android tablet from scratch to do what you want!
Learn how to develop applications for Android mobile devices using simple examples, ready to run with your copy of the
software development kit. Author and Android columnist, writer, developer, and community advocate Mark L. Murphy
shows you what you need to know to get started on programming Android applications–everything from crafting graphical
user interfaces to using GPS, accessing web services, and more! The Android development platform, created by Google
and the Open Handset Alliance, is a platform in its truest sense, encompassing hundreds of classes beyond the
traditional Java classes and open source components that ship with the SDK. Some Android books race through the
material, trying to cover as much ground as possible in as few pages as possible. Experienced writer and community
advocate Mark Murphy shows you how to develop Android applications simply and with care. The book includes dozens
of sample projects, ready to run with your copy of the SDK—not just one huge project where you have difficulty finding the
specific examples of the technique you are looking for. You can even get these sample programs online at Apress.com.
Do you have an awesome idea for the next break-through mobile gaming title? This updated edition will help you kickstart your project as it guides you through the process of creating several example game apps using APIs available in
Android. You will learn the basics needed to join the ranks of successful Android game app developers. the book starts
with game design fundamentals using Canvas and Android SDK 10 or earlier programming basics. You then will
progress toward creating your own basic game engine and playable game apps that work on Android 10 or earlier
smartphones and tablets. You take your game through the chapters and topics in the book to learn different tools such as
OpenGL ES. And you will learn about publishing and marketing your games to monetize your creation. What You Will
Learn Gain knowledge on the fundamentals of game programming in the context of Android Use Android's APIs for
graphics, audio, and user input to reflect those fundamentals Develop two 2D games from scratch, based on Canvas API
and OpenGL ES Create a full-featured 3D game Publish your games, get crash reports, and support your users
Complete your own playable 2D OpenGL games Who This Book Is For Those with basic knowledge of Java who want to
write games on the Android platform, and experienced game developers who want to know about the pitfalls and
peculiarities of the platform
Beginning Android Games, Second Edition offers everything you need to join the ranks of successful Android game
developers, including Android tablet game app development considerations. You'll start with game design fundamentals
and programming basics, and then progress toward creating your own basic game engine and playable game apps that
work on Android and earlier version compliant smartphones and now tablets. This will give you everything you need to
branch out and write your own Android games. The potential user base and the wide array of available high-performance
devices makes Android an attractive target for aspiring game developers. Do you have an awesome idea for the next
break-through mobile gaming title? Beginning Android Games will help you kick-start your project. This book will guide
you through the process of making several example game apps using APIs available in new Android SDK and earlier
SDK releases for Android smartphones and tablets: The fundamentals of game development and design suitable for
Android smartphones and tablets The Android platform basics to apply those fundamentals in the context of making a
game, including new File Manager system and better battery life management The design of 2D and 3D games and their
successful implementation on the Android platform This book lets developers see and use some Android SDK Jelly
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Bean; however, this book is structured so that app developers can use earlier Android SDK releases. This book is
backward compatible like the Android SDK.
Learn all of the basics needed to join the ranks of successful Android game developers. You'll start with game design
fundamentals and Android programming basics, and then progress toward creating your own basic game engine and
playable game apps that work on Android smartphones and tablets. Beginning Android Games, Third Edition gives you
everything you need to branch out and write your own Android games for a variety of hardware. Do you have an
awesome idea for the next break-through mobile gaming title? Beginning Android Games will help you kick-start your
project. This book will guide you through the process of making several example game apps using APIs available in
Android. What You'll Learn Gain the fundamentals of game programming in the context of the Android platform Use
Android's APIs for graphics, audio, and user input to reflect those fundamentals Develop two 2D games from scratch,
based on Canvas API and OpenGL ES Create a full-featured 3D game Publish your games, get crash reports, and
support your users Complete your own playable 2D OpenGL games Who This Book Is For People with a basic
knowledge of Java who want to write games on the Android platform. It also offers information for experienced game
developers about the pitfalls and peculiarities of the platform.
Android Game Development Made Easy. If you've always wanted to make Android games but didn't know where to start,
this book is for you. Whether you are an absolute beginner with no programming experience or an experienced Java
developer wanting to get started with game development, this comprehensive book will help you accomplish your goals
and teach you how to build your own games from scratch-no game engines needed. In this beginner-friendly guide, you
will find focused, step-by-step approaches designed to help you learn and practice one fundamental concept at a time.
You will study Java and write object-oriented applications. You will experiment with the building blocks of Android and
create fun, interactive 2D games with touch controls. You will even learn how to integrate social features such as a global
leaderboard and publish your game to be shared with the billion Android users across the world. This book provides
access to an extensive library of sample Java and Android game projects via its companion website so that you can
continue learning on your own and grow as a game programmer. With this up-to-date guide in your hand, you will be able
to successfully navigate common pitfalls and get up and running with your own projects in no time. Tested on Android
Lollipop. All the code in the book has been tested on the Android Lollipop SDK (5.0), and is available under the open
source MIT license at the book's companion site. Table of Contents: *Unit 1: Java Basics *Chapter 1: The Fundamentals
of Programming, *Chapter 2: Beginning Java, *Chapter 3: Designing Better Objects, *Unit 2: Java Game Development,
*Chapter 4: Laying the Foundations, *Chapter 5: Keeping It Simple, *Chapter 6: The Next Level, *Unit 3: Android Game
Development, *Chapter 7: Beginning Android Development, *Chapter 8: The Android Game Framework, *Chapter 9:
Building the Game, *Unit 4: Finishing Touches, * Chapter 10: Releasing Your Game, *Chapter 11: Continuing the
Journey
"The rapid rise of the Android OS offers app developers one of the largest platforms available, and this easy-to-follow
guide walks you through the development process step by step. Android programming experts teach you how to
download the SDK, get Eclipse up and running, code Android applicaitons, submit your app to the Google Play Store and
share your finished Android apps with the world. This book explores everything from the simple basics to advanced
aspects of Android application development. We walk you through all the steps in developing applications for the Android
platform, including the latest Android features like scrollable widgets, enhanced UI tools and contact capabilities. We
break every aspect of the development process down into practical, digestible pieces. Whether you're new to Android
development or already on your way, Beginning Android Application is the guide you need!" -- p. [4] of cover.
Learn Android programming with Kotlin! Learning Android programming can be challenging. Sure, there is plenty of
documentation, but the tools and libraries available today for Android are easily overwhelming for newcomers to Android
and Kotlin. Android Apprentice takes a different approach. From building a simple first app, all the way to a fully-featured
podcast player app, this book walks you step-by-step, building on basic concepts to advanced techniques so you can
build amazing apps worthy of the Google Play Store! Who This Book Is For This book is for anyone interested in writing
mobile apps for Android. Though no previous mobile experience is necessary, this book is also a great resource for
iPhone developers transitioning from iOS. Topics Covered in Android Apprentice Getting Started: Learn how to set up
Android Studio and the Android Emulator. Layouts: Create layouts that can be used for both Activities and Fragments
Debugging: No one's perfect! Learn how to dig down and troubleshoot bugs in your apps. Communication: Design
separate Activites and communicate and send data between them using Intents. Scrolling Layouts: Learn how to use
Recycler Views to make efficient, reusable views that scroll fluidly at a touch. Google Places: Integrate location APIs to
bring the magic of maps into your Android apps. Networking: Learn how to access resouces on the internet and handle
networked responses. Material Design: Make sure your apps conform to modern best practices by using Google's
standards of Material Design AndroidX: Learn how to use the AndroidX libraries to support older versions of Android. And
much, much more! One thing you can count on: after reading this book, you'll be prepared to write feature-rich apps from
scratch and go all the way to submiting them to the Google Play Store! About the Tutorial Team The Tutorial Team is a
group of app developers and authors who write tutorials at the popular website raywenderlich.com. We take pride in
making sure each tutorial we write holds to the highest standards of quality. We want our tutorials to be well written, easy
to follow, and fun. If you've enjoyed the tutorials we've written in the past, you're in for a treat. The tutorials we've written
for this book are some of our best yet - and this book contains detailed technical knowledge you simply won't be able to
find anywhere else.
In this book, we take you on a fun, hands-on and pragmatic journey to learning Android application development using
Kotlin. You'll start building your first Android app from scratch within minutes. Every section is written in a bite-sized
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manner and straight to the point as I don't want to waste your time (and most certainly mine) on the content you don't
need. In the end, you will have the skills to create an app and submit it to the app store. In the course of this book, we will
cover: Chapter 1: Introduction & BMI Calculator App Chapter 2: Quotes App Using RecyclerView Chapter 3: To Do List
App Using RecyclerView & Shared Preferences Chapter 4: To Do List with Realm Chapter 5: Connecting to an API:
Cryptocurrency Price Tracker Chapter 6: Connecting to GitHub API - Search GitHub Users App Chapter 7: Face
Detection, Text Recognition with ML Kit Chapter 8: Publishing Our App on AppStore The goal of this book is to teach you
Android development in a manageable way without overwhelming you. We focus only on the essentials and cover the
material in a hands-on practice manner for you to code along. Requirements No previous knowledge of Android
development or Kotlin required, but you should have basic programming knowledge. We will learn how to make Android
apps while at the same time learning the Kotlin programming language.
Android games programmers now have the power to write games for Android tablets. Beginning Android Tablet Games
Programming explains how to enhance your Android games using the new tablet interface and the additional screen
estate. You'll learn how to bring your programming skills up to date and into a world where touch screens, games
physics, and artificial intelligence come together in new and surprising ways. Beginning Android Tablet Games
Programming shows how to quickly and easily set up an Android development environment—in no time at all, you'll be
programming away. You'll begin with some simple games using sprites and choreographed movement. Next, you'll learn
how to handle user input in the modern age of touch screens and motion. Along the way, you'll discover how to use that
extra screen space on a tablet to provide more relaxed and more interesting user interactions in your games. You'll learn
how to use sound and music, for instance, to make your application menus more user-friendly. The Android operating
system has recently acquired multicore functionality to meet the demands of multicore devices now entering the tablet
market. With Beginning Android Tablet Games Programming, you'll discover how to harness that new power with your
games programming through more process-demanding and fun techniques, including physics modeling, rich game world
representation, artificial intelligence, and multiplayer interactions. Throughout each chapter of Beginning Android Tablet
Games Programming, you'll find code that you can add or adapt to your own games to create the components you want.
You can also work up to wrapping everything together into a complete Mario-type example game. Finally, when you have
your first games ready, learn how developers have released their games and made a profit. You'll find tips on how to
present your games in the Android and other application markets, and a solid approach to games marketing and
monetization.
In this book, you'll learn all the major aspects of game design and programming using the Android NDK and be ready to
submit your first professional video game app to Google Play and Amazon Appstore for today's Android smartphones
and tablet users to download and play. The techniques contained in this book include building a game engine, writing a
renderer, and building a full game app with entities, game levels and collisions. As part of the tutorial you'll also learn
about inserting perspectives using cameras and including audio in your game app.
A full-color, fast-paced introduction to developing tablet applications using Android The new release of Android 3 brings
the full power of Android to tablet computing and this hands-on guide offers an introduction to developing tablet
applications using this new Android release. Veteran author Wei-Meng Lee explains how Android 3 is specifically
optimized for tablet computing and he details Android's tablet-specific functions. Beginning with the basics, this book
moves at a steady pace to provide everything you need to know to begin successfully developing your own Android tablet
applications. Serves as a full-color, hands-on introduction to developing tablet applications with the new Android 3 Offers
a helpful overview of Android 3 programming for tablets Details the components of Android tablet applications Highlights
ways to build the Android user interface for tablets, create location-based services, publish Android applications, use
Eclipse for Android development, and employ the Android emulator Beginning Android Tablet Application Development is
an ideal starting point for getting started with using Android 3 to develop tablet applications.
The vibrant and rich Android development platform, created by Google and the Open Handset Alliance, continues to be a
platform in its truest sense, encompassing hundreds of classes beyond the traditional Java classes and open source
components that ship with the software development kit. Android's continued growth includes support for Flash and Flash
gaming apps, Wi-Fi tethering, improved performance, WebM or WebMedia integration for HTML5-based video and other
multimedia APIs, Chrome OS (WebOS) integration, and more. With Beginning Android 3, you’ll learn how to develop
applications for Android 3 mobile devices using simple examples that are ready to run with your copy of the software
development kit. Author, Android columnist, developer, and community advocate Mark L. Murphy will show you what you
need to know to get started programming Android applications, including how to craft graphical user interfaces, use GPS,
multi-touch, multi-tasking, and access web services.
Beginning Android 4 is an update to Beginning Android 3, originally written by Mark Murphy. It is your first step on the path to
creating marketable apps for the burgeoning Android Market, Amazon's Android Appstore, and more. Google’s Android operatingsystem has taken the industry by storm, going from its humble beginnings as a smartphone operating system to its current status
as a platform for apps that run across a gamut of devices from phones to tablets to netbooks to televisions, and the list is sure to
grow. Smart developers are not sitting idly by in the stands, but are jumping into the game of creating innovative and salable
applications for this fast-growing, mobile- and consumer-device platform. If you’re not in the game yet, now is your chance!
Beginning Android 4 is fresh with details on the latest iteration of the Android platform. Begin at the beginning by installing the tools
and compiling a skeleton app. Move through creating layouts, employing widgets, taking user input, and giving back results. Soon
you’ll be creating innovative applications involving multi-touch, multi-tasking, location-based feature sets using GPS. You’ll be
drawing data live from the Internet using web services and delighting your customers with life-enhancing apps. Not since the PC
era first began has there been this much opportunity for the common developer. What are you waiting for? Grab your copy of
Beginning Android 4 and get started!
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The Android development platform, created by Google and the Open Handset Alliance, is a platform in its truest sense,
encompassing hundreds of classes beyond the traditional Java classes and open source components that ship with the SDK. With
Beginning Android 2, you’ll learn how to develop applications for Android 2.x mobile devices, using simple examples that are
ready to run with your copy of the software development kit. Author, Android columnist, writer, developer, and community advocate
Mark L. Murphy will show you what you need to know to get started programming Android applications, including how to craft
graphical user interfaces, use GPS, and access web services.
"As the fastest-growing mobile platform today, the Android OS is a powerful and flexible platform for mobile devices and the new
Android 5 release boasts significant new features and enhancements for both smartphone and tablet applications. This full-color
resource takes a hands-on approach to teaching you how to create Android applications for the latest OS and the newest devices,
including both smartphones and tablets." -- Publisher annotation.
A hands-on introduction to the latest release of the Android OS and the easiest Android tools for developers As the dominant
mobile platform today, the Android OS is a powerful and flexible platform for mobile device. The new Android 7 release (New York
Cheesecake) boasts significant new features and enhancements for both smartphone and tablet applications. This step-by-step
resource takes a hands-on approach to teaching you how to create Android applications for the latest OS and the newest devices,
including both smartphones and tablets. Shows you how to install, get started with, and use Android Studio 2 - the simplest
Android developer tool ever for beginners Addresses how to display notifications, create rich user interfaces, and use activities and
intents Reviews mastering views and menus and managing data Discusses working with SMS Looks at packaging and publishing
applications to the Android market Beginning Android Programming with Android Studio starts with the basics and goes on to
provide you with everything you need to know to begin to successfully develop your own Android applications.
With Beginning Android Web Apps Development, you'll learn how to apply HTML5, CSS3, JavaScript, Ajax and other Web
standards for use on the Android mobile platform, by building a variety of fun and visually stimulating games and other web
applications! If you've done some basic web development, and you want to build your skills to create exceptional web apps, you'll
find everything you seek in the discussions and examples in this book. Each application you'll build in Beginning Android Web
Application Development will show you solutions that you can apply to many of your own projects. Each example shares
techniques and coding solutions that will inspire your own work. You'll learn how to tie your Android apps into Twitter through two
apps that you'll build: Who's that Tweet?!, a quiz game based on celebrity accounts, and I Love Ham, a coding investigation into
search phrases and rhyming. Your Android web app development skills will then proceed in another direction, as you discover the
power of HTML5 in two game apps: Scavenger Hunt, which introduces you to the HTML5 GPS location API, and Spies!, a locationbased application that shows you how to use CSS3, Ajax, and HTML5 within multi-player environments. You'll also create an
Android web application which checks the arrival time of buses and light-rails through the use of Portland, Oregon's open Tri-Met
data API! This app is a great template for other apps you may want to build in the future, and showcases the important techniques
for incorporating cloud-based apps into web games. After reading Beginning Android Web Apps Development, you will have built
real apps and developed along the way the skills you'll need to create highly interactive, professional web applications... and, your
journey will be engaging and enjoyable!
Get started in creating marketable apps for the burgeoning Android market. Begin your journey by learning the essentials of
programming for phones and tables that are built around Google's wildly-successful Android platform. Beginning Android, Fifth
Edition is fresh with details on the latest iteration of the Android 5 and earlier versions. Google’s Android operating-system has
taken the industry by storm, going from its humble beginnings as a smartphone operating system to its current status as a platform
for apps that run across a gamut of devices from phones to tablets to netbooks to televisions, and the list is sure to grow. Smart
developers are not sitting idly by in the stands, but are jumping into the game of creating innovative and salable applications for
this fast-growing, mobile- and consumer-device platform. If you’re not in the game yet, now is your chance! Begin at the beginning
by installing the tools and compiling a skeleton app. Move through creating layouts, employing widgets, taking user input, and
giving back results. Soon you’ll be creating innovative applications involving multi-touch, multi-tasking, and more! You’ll be
drawing data live from the Internet using web services and delighting your customers with life-enhancing apps. Not since the PC
era first began has there been this much opportunity for the common developer. What are you waiting for? Grab your copy of
Beginning Android and get started!
Each book aims to teach an important technology or programming language and is designed to take a person from being a novice
to a professional by including the most essential information and explaining step by step how to put together real-world projects.
Beginning Android 4 Games Development offers everything you need to join the ranks of successful Android game developers.
You'll start with game design fundamentals and programming basics, and then progress toward creating your own basic game
engine and playable game that works on Android 4.0 and earlier devices. This will give you everything you need to branch out and
write your own Android games. The potential user base and the wide array of available high-performance devices makes Android
an attractive target for aspiring game developers. Do you have an awesome idea for the next break-through mobile gaming title?
Beginning Android 4 Games Development will help you kick-start your project. The book will guide you through the process of
making several example games for the Android platform, and involves a wide range of topics: The fundamentals of Android game
development targeting Android 1.5-4.0+ devices The Android platform basics to apply those fundamentals in the context of making
a game The design of 2D and 3D games and their successful implementation on the Android platform
Beginning Android3D Game Developmentis a unique book for today's Android and game app developers who want to learn how to
build 3D game appsthat run on the latest Android KitKat platform using Java and OpenGL ES. ADrone Grid game case study is
included.
In this straightforward guide, Android programming experts Chris Haseman and Kevin Grant show you how to use the powerful set
of Android tools to begin writing the next generation of Android applications. After a tour of how to install and configure the Android
Studio and Eclipse, you jump right in, building your first Android project. The pair demonstrate how to use the major building blocks
for creating an intuitive and good-looking interface. Next, they shows you how to retrieve data and use lists to display data. Chris
and Kevin then explore how to use services—important, and often under-utilized, components of the Android platform. The two
examine how to handle media and location services before showing you how to write applications for the diverse Android
ecosystem and—finally—publish your application.
In this book, we take you on a fun, hands-on and pragmatic journey to learning Android application development using Kotlin.
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You'll start building your first Android app from scratch within minutes. Every section is written in a bite-sized manner and straight
to the point as I don't want to waste your time (and most certainly mine) on the content you don't need. In the end, you will have
the skills to create an app and submit it to the app store. In the course of this book, we will cover: Chapter 1: Introduction & BMI
Calculator App Chapter 2: Quotes App Using RecyclerView Chapter 3: To Do List App Using RecyclerView & Shared Preferences
Chapter 4: To Do List with Realm Chapter 5: Connecting to an API: Cryptocurrency Price Tracker Chapter 6: Connecting to GitHub
API - Search GitHub Users App Chapter 7: Face Detection, d104 Recognition with ML Kit Chapter 8: Publishing Our App on
AppStore The goal of this book is to teach you Android development in a manageable way without overwhelming you. We focus
only on the essentials and cover the material in a hands-on practice manner for you to code along. Requirements No previous
knowledge of Android development or Kotlin required, but you should have basic programming knowledge. We will learn how to
make Android apps while at the same time learning the Kotlin programming language.
Understand Android OS for both smartphone and tablet programming This fast-paced introduction to the newest release of
Android OS gives aspiring mobile app developers what they need to know to program for today's hottest Android smartphones and
tablets. Android 4 OS is, for the first time, a single solution for both smartphones and tablets, so if you master the information in
this helpful guide, you'll be well on your way to successful development for both devices. From using activities and intents and
creating rich user interfaces to working with SMS, messaging APIs, and the Android SDK, what you need is here. Provides clear
instructions backed by real-world programming examples Begins with the basics and covers everything Android 4 developers need
to know for both smartphones and tablets Explains how to customize activities and intents, create rich user interfaces, and
manage data Helps you work with SMS and messaging APIs, the Android SDK, and using location-based services Details how to
package and publish your applications to the Android Market Beginning Android 4 Application Development pares down the most
essential steps you need to know so you can start creating Android applications today.
Beginning Android 4 Application DevelopmentJohn Wiley & Sons
Beginning Android C++ Game Development introduces general and Android game developers like you to Android's powerful
Native Development Kit (NDK). The Android NDK platform allows you to build the most sophisticated, complex and best
performing game apps that leverage C++. In short, you learn to build professional looking and performing game apps like the
book's case study, Droid Runner. In this book, you'll learn all the major aspects of game design and programming using the
Android NDK and be ready to submit your first professional video game app to Google Play and Amazon Appstore for today's
Android smartphones and tablet users to download and play. The techniques contained in this book include building a game
engine, writing a renderer, and building a full game app with entities, game levels and collisions. As part of the tutorial you'll also
learn about inserting perspectives using cameras and including audio in your game app.

Learn Android programming with Kotlin! Learning Android programming can be challenging. Sure, there is plenty of
documentation, but the tools and libraries available today for Android are easily overwhelming for newcomers to Android
and Kotlin. Android Apprentice takes a different approach. From building a simple first app, all the way to a fully-featured
podcast player app, this book walks you step-by-step, building on basic concepts to advanced techniques so you can
build amazing apps worthy of the Google Play Store! Who This Book Is For This book is for anyone interested in writing
mobile apps for Android. Though no previous mobile experience is necessary, this book is also a great resource for
iPhone developers transitioning from iOS. Topics Covered in Android Apprentice Getting Started: Learn how to set up
Android Studio and the Android Emulator. Layouts: Create layouts that can be used for both Activities and Fragments
Debugging: No one's perfect! Learn how to dig down and troubleshoot bugs in your apps. Communication: Design
separate Activites and communicate and send data between them using Intents. Scrolling Layouts: Learn how to use
Recycler Views to make efficient, reusable views that scroll fluidly at a touch. Google Places: Integrate location APIs to
bring the magic of maps into your Android apps. Networking: Learn how to access resouces on the internet and handle
networked responses. Material Design: Make sure your apps conform to modern best practices by using Google's
standards of Material Design And much, much more! One thing you can count on: after reading this book, you'll be
prepared to write feature-rich apps from scratch and go all the way to submiting them to the Google Play Store!
"""Seperti diketahui, sejak android dirilis 2007,54% pangsa pasar sudah dikuasai android. Bahkan terdapat 900 juta
perangkat android telah di aktifkan di seluruh dunia dan 48 miliar aplikasi telah dipasang di google play hingga Mei 2013.
Itu artinya, sistem operasi ini terlihat tidak akan padam menguasai pasar, terutama ketika akhirnya aplikasi BBM dapat di
unduh secara gratis lewat smartphone android. Lalu, apa pengaruhnya untuk para programmer newbie? Tentu saja ada,
Inilah saatnya anda menggunakan kesempatan ini untuk belajar dan membangun aplikasi yang dapat di pasarkan lewat
google play. Bahkan ini juga kesempatan anda dalam merancang dan membangun aplikasi android sebagai bahan tugas
akhir anda. Lalu bagaimana cara memulainya? Buku di tangan anda inilah jawabannya. Buku ini akan mengajak anda
mengenal android dan java lebih dalam menggunakan ADT Bundle. Dan yang paling penting adalah anda akan di
ajarkan bagaimana membuat beberapa aplikasi sederhana pada android. Pembahasan dalam buku mencangkup:
*Pengenalan android *Dasar-dasar Java *Download, Instalasi, dan Setup Kebutuhan Software *Compile & Build
Emulator *Compile & Build Device Android *Distribusi Aplikasi pada Google Play *Membuat Aplikasi Sederhana Android
pada Eclipse *Menambahkan Tools untuk Mempercanggih Aplikasi *Mendapatkan Keuntungan dari Aplikasi"""
Beginning Android Wearables gives you the skills you need to make effective apps for Android Wear-based
smartwatches, fitness bracelets, connected home wearable controllers, and Google Glass. Delight your users by giving
them access to the information they'll need at the tips of their fingers. This book is very practical and contains many
examples that not only show you how to write code for Glass and Android Wear, but also demonstrate how to apply this
code in the context of an app.
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