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Learn Android Studio covers Android Studio and its rich tools ecosystem, including Git and Gradle: this book covers how Android Studio
works seamlessly with Git, for source control, and Gradle, a build and test tool. In addition, this book demonstrates how to
develop/collaborate with remote Git web-hosting services such as GitHub and Bitbucket. Four complete Android projects accompany this
volume and are available for download from a public Git repository. With this book, you learn the latest and most productive tools in the
Android tools ecosystem, and the best practices for Android app development. You will be able to take away the labs' code as templates or
frameworks to re-use and customize for your own similar apps. Android Studio is an intuitive, feature-rich, and extremely forgiving Integrated
Development Environment (IDE). This IDE is more productive and easier to use for your Android app creations than Eclipse. With this book
you will quickly master Android Studio and maximize your Android development time. Source code on the remote web-hosting service is
targeted to the latest Android Studio release, version 1.2.
Fully updated for Android Studio 4.2, the goal of this book is to teach the skills necessary to develop Android-based applications using the
Kotlin programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up an Android
development and testing environment followed by an introduction to programming in Kotlin including data types, flow control, functions,
lambdas, and object-oriented programming. An overview of Android Studio is included covering areas such as tool windows, the code editor,
and the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications
and user interfaces using the Android Studio environment. Chapters are also included covering the Android Architecture Components
including view models, lifecycle management, Room database access, the Database Inspector, app navigation, live data, and data binding.
More advanced topics such as intents are also covered, as are touch screen handling, gesture recognition, and the recording and playback of
audio. This edition of the book also covers printing, transitions, cloud-based file storage, and foldable device support. The concepts of
material design are also covered in detail, including the use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation
drawers, and collapsing toolbars. Other key features of Android Studio 4.2 and Android are also covered in detail including the Layout Editor,
the ConstraintLayout and ConstraintSet classes, MotionLayout Editor, view binding, constraint chains, barriers, and direct reply notifications.
Chapters also cover advanced features of Android Studio such as App Links, Dynamic Delivery, the Android Studio Profiler, Gradle build
configuration, and submitting apps to the Google Play Developer Console. Assuming you already have some programming experience, are
ready to download Android Studio and the Android SDK, have access to a Windows, Mac, or Linux system, and ideas for some apps to
develop, you are ready to get started.
Fully updated for Android Studio 3.6, Android 10 (Q), Android Jetpack and the modern architectural guidelines and components, the goal of
this book is to teach the skills necessary to develop Android-based applications using the Kotlin programming language. Beginning with the
basics, this book provides an outline of the steps necessary to set up an Android development and testing environment followed by an
introduction to programming in Kotlin including data types, flow control, functions, lambdas, coroutines and object-oriented programming. An
overview of Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the
architecture of Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio
environment. Chapters are also included covering the Android Architecture Components including view models, lifecycle management, Room
databases, app navigation, live data and data binding. More advanced topics such as intents are also covered, as are touch screen handling,
gesture recognition and the playback and recording of audio. This edition of the book also covers printing, transitions, cloud-based file
storage and foldable device support. The concepts of material design are also covered in detail, including the use of floating action buttons,
Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to covering general Android development
techniques, the book also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and
submitting apps to the Google Play Developer Console. Other key features of Android Studio 3.6 and Android 10 are also covered in detail
including the Layout Editor, the ConstraintLayout and ConstraintSet classes, constraint chains and barriers, view binding, direct reply
notifications and multi-window support. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Feature
Modules, the Android Studio Profiler and Gradle build configuration. Assuming you already have some programming experience, are ready to
download Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you
are ready to get started.
Fully updated for Android Studio 3.4, Android 9, Android Jetpack and the modern architectural guidelines and components, the goal of this
book is to teach the skills necessary to develop Android-based applications using the Kotlin programming language. Beginning with the
basics, this book provides an outline of the steps necessary to set up an Android development and testing environment followed by an
introduction to programming in Kotlin including data types, flow control, functions, lambdas and object-oriented programming. An overview of
Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the architecture
of Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio environment.
Chapters are also included covering the Android Architecture Components including view models, lifecycle management, Room databases,
app navigation, live data and data binding. More advanced topics such as intents are also covered, as are touch screen handling, gesture
recognition, camera access and the playback and recording of both video and audio. This edition of the book also covers printing, transitions
and cloud-based file storage. The concepts of material design are also covered in detail, including the use of floating action buttons,
Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to covering general Android development
techniques, the book also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and
submitting apps to the Google Play Developer Console. Other key features of Android Studio 3.4 and Android 9 are also covered in detail
including the Layout Editor, the ConstraintLayout and ConstraintSet classes, constraint chains and barriers, direct reply notifications and multiwindow support. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Feature Modules, the Android Studio
Profiler and Gradle build configuration. Assuming you already have some programming experience, are ready to download Android Studio
and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
Fully updated for Android Studio Arctic Fox, the goal of this book is to teach the skills necessary to develop Android-based applications using
the Kotlin programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up an Android
development and testing environment followed by an introduction to programming in Kotlin including data types, control flow, functions,
lambdas, and object-oriented programming. An overview of Android Studio is included covering areas such as tool windows, the code editor,
and the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications
and user interfaces using the Android Studio environment. Chapters are also included covering the Android Architecture Components
including view models, lifecycle management, Room database access, the Database Inspector, app navigation, live data, and data binding.
More advanced topics such as intents are also covered, as are touch screen handling, gesture recognition, and the recording and playback of
audio. This edition of the book also covers printing, transitions, cloud-based file storage, and foldable device support. The concepts of
material design are also covered in detail, including the use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation
drawers, and collapsing toolbars. Other key features of Android Studio Arctic Fox and Android are also covered in detail including the Layout
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Editor, the ConstraintLayout and ConstraintSet classes, MotionLayout Editor, view binding, constraint chains, barriers, and direct reply
notifications. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Delivery, Gradle build configuration, and
submitting apps to the Google Play Developer Console. Assuming you already have some programming experience, are ready to download
Android Studio and the Android SDK, have access to a Windows, Mac, or Linux system, and have ideas for some apps to develop, you are
ready to get started.
Android development can be challenging, but through the effective use of Android Developer Tools (ADT), you can make the process easier
and improve the quality of your code. This concise guide demonstrates how to build apps with ADT for a device family that features several
screen sizes, different hardware capabilities, and a varying number of resources. With examples in Windows, Linux, and Mac OS X, you’ll
learn how to set up an Android development environment and use ADT with the Eclipse IDE. Also, contributor Donn Felker introduces
Android Studio, a Google IDE that will eventually replace Eclipse. Learn how to use Eclipse and ADT together to develop Android code
Create emulators of various sizes and configurations to test your code Master Eclipse tools, or explore the new Android Studio Use Logcat,
Lint, and other ADT tools to test and debug your code Simulate real-world events, including location, sensors, and telephony Create dynamic
and efficient UIs, using Graphical Layout tools Monitor and optimize you application performance using DDMS, HierarchyViewer, and the
Android Monitor tool Use Wizards and shortcuts to generate code and image assets Compile and package Android code with Ant and Gradle
What will you learn from this book? If you have an idea for a killer Android app, this book will help you build your first working application in a
jiffy. You’ll learn hands-on how to structure your app, design interfaces, create a database, make your app work on various smartphones and
tablets, and much more. It’s like having an experienced Android developer sitting right next to you! All you need is some Java know-how to
get started. Why does this book look so different? Based on the latest research in cognitive science and learning theory, Head First Android
Development uses a visually rich format to engage your mind, rather than a text-heavy approach that puts you to sleep. Why waste your time
struggling with new concepts? This multi-sensory learning experience is designed for the way your brain really works.
Summary Android in Practice is a treasure trove of Android goodness, with over 90 tested, ready-to-use techniques including complete end-toend example applications and practical tips for real world mobile application developers. Written by real world Android developers, this book
addresses the trickiest questions raised in forums and mailing lists. Using an easy-to-follow problem/solution/discussion format, it dives into
important topics not covered in other Android books, like advanced drawing and graphics, testing and instrumentation, building and deploying
applications, and using alternative languages. About the Book It's not hard to find the information you need to build your first Android app.
Then what? If you want to build real apps, you will need some how-to advice, and that's what this book is about. Android in Practice is a rich
source of Android tips, tricks, and best practices, covering over 90 clever and useful techniques that will make you a more effective Android
developer. Techniques are presented in an easy-to-read problem/solution/discussion format. The book dives into important topics like
multitasking and services, testing and instrumentation, building and deploying applications, and using alternative languages. Purchase of the
print book comes with an offer of a free PDF, ePub, and Kindle eBook from Manning. Also available is all code from the book. What's Inside
Techniques covering Android 1.x to 3.x Android for tablets Working with threads and concurrency Testing and building Using location
awareness and GPS Styles and themes And much more! This book requires a working knowledge of Java, but no prior experience with
Android is assumed. Source Code can be found at https://code.google.com/p/android-in-?practice/ Table of Contents PART 1
BACKGROUND AND FUNDAMENTALS Introducing Android Android application fundamentals Managing lifecycle and state PART 2 REAL
WORLD RECIPES Getting the pixels perfect Managing background tasks with Services Threads and concurrency Storing data locally
Sharing data between apps HTTP networking and web services Location is everything Appeal to the senses using multimedia 2D and 3D
drawing PART 3 BEYOND STANDARD DEVELOPMENT Testing and instrumentation Build management Developing for Android tablets
Fully updated for Android Studio 4.1, Android 11 (R), Android Jetpack and the modern architectural guidelines and components, the goal of
this book is to teach the skills necessary to develop Android-based applications using the Kotlin programming language. Beginning with the
basics, this book provides an outline of the steps necessary to set up an Android development and testing environment followed by an
introduction to programming in Kotlin including data types, flow control, functions, lambdas, coroutines and object-oriented programming. An
overview of Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the
architecture of Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio
environment. Chapters are also included covering the Android Architecture Components including view models, lifecycle management, Room
databases, app navigation, live data and data binding. More advanced topics such as intents are also covered, as are touch screen handling,
gesture recognition and the playback and recording of audio. This edition of the book also covers printing, transitions, cloud-based file
storage and foldable device support. The concepts of material design are also covered in detail, including the use of floating action buttons,
Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. Other key features of Android Studio 4.1 and the
Android 11 SDK are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet classes, MotionLayout
animation, constraint chains and barriers, view binding, direct reply notifications and multi-window support. Chapters also cover advanced
features of Android Studio such as App Links, Dynamic Feature Modules, the Android Studio Profiler and Gradle build configuration.
Assuming you already have some programming experience, are ready to download Android Studio and the Android SDK, have access to a
Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
Presents instructions for creating Android applications for mobile devices using Java.
Offers software developers step-by-step instructions on how to create and distribute their first marketable, professional Android application.
Fully updated for Android Studio 3.6, Android 10 (Q), Android Jetpack and the modern architectural guidelines and components, the goal of
this book is to teach the skills necessary to develop Android-based applications using the Java programming language. An overview of
Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the architecture
of Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio environment.
Chapters are also included covering the Android Architecture Components including view models, lifecycle management, Room databases,
app navigation, live data and data binding. More advanced topics such as intents are also covered, as are touch screen handling, gesture
recognition and the playback and recording of audio. This edition of the book also covers printing, transitions, cloud-based file storage and
foldable device support. The concepts of material design are also covered in detail, including the use of floating action buttons, Snackbars,
tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to covering general Android development techniques,
the book also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and submitting apps to
the Google Play Developer Console. Other key features of Android Studio 3.6 and Android 10 are also covered in detail including the Layout
Editor, the ConstraintLayout and ConstraintSet classes, constraint chains, barriers, direct reply notifications, view bindings and multi-window
support. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Feature Modules, the Android Studio Profiler
and Gradle build configuration. Assuming you already have some programming experience, are ready to download Android Studio and the
Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
Learn how to make Android development much faster using a variety of Kotlin features, from basics to advanced, to write better quality code.
About This Book Leverage specific features of Kotlin to ease Android application development Write code based on both object oriented and
functional programming to build robust applications Filled with various practical examples so you can easily apply your knowledge to real
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world scenarios Identify the improved way of dealing with common Java patterns Who This Book Is For This book is for developers who have
a basic understanding of Java language and have 6-12 months of experience with Android development and developers who feel comfortable
with OOP concepts. What You Will Learn Run a Kotlin application and understand the integration with Android Studio Incorporate Kotlin into
new/existing Android Java based project Learn about Kotlin type system to deal with null safety and immutability Define various types of
classes and deal with properties Define collections and transform them in functional way Define extensions, new behaviours to existing
libraries and Android framework classes Use generic type variance modifiers to define subtyping relationship between generic types Build a
sample application In Detail Nowadays, improved application development does not just mean building better performing applications. It has
become crucial to find improved ways of writing code. Kotlin is a language that helps developers build amazing Android applications easily
and effectively. This book discusses Kotlin features in context of Android development. It demonstrates how common examples that are
typical for Android development, can be simplified using Kotlin. It also shows all the benefits, improvements and new possibilities provided by
this language. The book is divided in three modules that show the power of Kotlin and teach you how to use it properly. Each module present
features in different levels of advancement. The first module covers Kotlin basics. This module will lay a firm foundation for the rest of the
chapters so you are able to read and understand most of the Kotlin code. The next module dives deeper into the building blocks of Kotlin,
such as functions, classes, and function types. You will learn how Kotlin brings many improvements to the table by improving common Java
concepts and decreasing code verbosity. The last module presents features that are not present in Java. You will learn how certain tasks can
be achieved in simpler ways thanks to Kotlin. Through the book, you will learn how to use Kotlin for Android development. You will get to
know and understand most important Kotlin features, and how they can be used. You will be ready to start your own adventure with Android
development with Kotlin.
Android Studio Development Essentials - Android 7 EditioneBookFrenzyAndroid Studio 3.0 Development Essentials - Android 8
EditionPayload Media, Inc.
Fully updated for Android Studio 3.0 and Android 8, the goal of this book is to teach the skills necessary to develop Android based
applications using the Android Studio Integrated Development Environment (IDE), the Android 8 Software Development Kit (SDK) and the
Java programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up an Android
development and testing environment. An overview of Android Studio is included covering areas such as tool windows, the code editor and
the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications and
user interfaces using the Android Studio environment. More advanced topics such as database management, content providers and intents
are also covered, as are touch screen handling, gesture recognition, camera access and the playback and recording of both video and audio.
This edition of the book also covers printing, transitions and cloud-based file storage. The concepts of material design are also covered in
detail, including the use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In
addition to covering general Android development techniques, the book also includes Google Play specific topics such as implementing maps
using the Google Maps Android API, and submitting apps to the Google Play Developer Console. Other key features of Android Studio 3 and
Android 8 are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet classes, constraint chains and
barriers, direct reply notifications and multi-window support. Chapters also cover advanced features of Android Studio such as App Links,
Instant Apps, the Android Studio Profiler and Gradle build configuration. Assuming you already have some Java programming experience,
are ready to download Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to
develop, you are ready to get started.
Fully updated for Android Studio 4.1, Android 11 (R), Android Jetpack and the modern architectural guidelines and components, the goal of
this book is to teach the skills necessary to develop Android-based applications using the Java programming language. An overview of
Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the architecture
of Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio environment.
Chapters are also included covering the Android Architecture Components including view models, lifecycle management, Room databases,
app navigation, live data and data binding. More advanced topics such as intents are also covered, as are touch screen handling, gesture
recognition and the playback and recording of audio. This edition of the book also covers printing, transitions, cloud-based file storage and
foldable device support. The concepts of material design are also covered in detail, including the use of floating action buttons, Snackbars,
tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to covering general Android development techniques,
the book also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and submitting apps to
the Google Play Developer Console. Other key features of Android Studio 4.1 and Android 11 are also covered in detail including the Layout
Editor, the ConstraintLayout and ConstraintSet classes, constraint chains, MotionLayout animation, barriers, direct reply notifications, view
bindings and multi-window support. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Feature Modules,
the Android Studio Profiler and Gradle build configuration. Assuming you already have some programming experience, are ready to
download Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you
are ready to get started.

Fully updated for Android Studio 4.0, Android 10 (Q), Android Jetpack and the modern architectural guidelines and
components, the goal of this book is to teach the skills necessary to develop Android-based applications using the Java
programming language. An overview of Android Studio is included covering areas such as tool windows, the code editor
and the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of
Android applications and user interfaces using the Android Studio environment. Chapters are also included covering the
Android Architecture Components including view models, lifecycle management, Room databases, app navigation, live
data and data binding. More advanced topics such as intents are also covered, as are touch screen handling, gesture
recognition and the playback and recording of audio. This edition of the book also covers printing, transitions, cloudbased file storage and foldable device support. The concepts of material design are also covered in detail, including the
use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In
addition to covering general Android development techniques, the book also includes Google Play specific topics such as
implementing maps using the Google Maps Android API, and submitting apps to the Google Play Developer Console.
Other key features of Android Studio 4.0 and Android 10 are also covered in detail including the Layout Editor, the
ConstraintLayout and ConstraintSet classes, constraint chains, MotionLayout animation, barriers, direct reply
notifications, view bindings and multi-window support. Chapters also cover advanced features of Android Studio such as
App Links, Dynamic Feature Modules, the Android Studio Profiler and Gradle build configuration. Assuming you already
have some programming experience, are ready to download Android Studio and the Android SDK, have access to a
Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
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Take a practical approach to becoming a leading-edge Android developer, learning by example while combining the
many technologies needed to create a successful, up-to-date web app. Practical Android Projects introduces the Android
software development kit and development tools of the trade, and then dives into building cool-looking and fun apps that
put Android's amazing capabilities to work. Android is the powerful, full-featured, open source mobile platform that
powers phones like Google Nexus, Motorola Droid, Samsung Galaxy S, and a variety of HTC phones and tablet
computers. This book helps you quickly get Android projects up and running with the free and open source Eclipse,
NetBeans, and IntelliJ IDEA IDEs. Then you build and extend mobile applications using the Android SDK, Java, Scripting
Layer for Android (SL4A), and languages such as Python, Ruby, Javascript/HTML, Flex/AIR, and Lua.
Fully updated for Android Studio 3.5 and Android 10 (Q), the goal of this book is to teach the skills necessary to develop
Android based applications using the Java programming language. Beginning with the basics, this book provides an
outline of the steps necessary to set up an Android development and testing environment.An overview of Android Studio
is included covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the
architecture of Android is followed by an in-depth look at the design of Android applications and user interfaces using the
Android Studio environment. Chapters are also included covering the Android Architecture Components including view
models, lifecycle management, Room database access, app navigation, live data and data binding.More advanced topics
such as intents are also covered, as are touch screen handling, gesture recognition, and the recording and playback of
audio. This edition of the book also covers printing, transitions, cloud-based file storage and foldable device support. The
concepts of material design are also covered in detail, including the use of floating action buttons, Snackbars, tabbed
interfaces, card views, navigation drawers and collapsing toolbars.In addition to covering general Android development
techniques, the book also includes Google Play specific topics such as implementing maps using the Google Maps
Android API, and submitting apps to the Google Play Developer Console. Other key features of Android Studio 3.5 and
Android 10 are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet classes,
constraint chains and barriers and direct reply notifications. Chapters also cover advanced features of Android Studio
such as App Links, Dynamic Delivery, the Android Studio Profiler and Gradle build configuration. Assuming you already
have some programming experience, are ready to download Android Studio and the Android SDK, have access to a
Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
Want to build apps for Android devices? This book is the perfect way to master the fundamentals. Written by experts who
have taught this mobile platform to hundreds of developers in large organizations and startups alike, this gentle
introduction shows experienced object-oriented programmers how to use Android’s basic building blocks to create user
interfaces, store data, connect to the network, and more. Throughout the book, you’ll build a Twitter-like application,
adding new features with each chapter. You’ll also create your own toolbox of code patterns to help you program any
type of Android application with ease. Become familiar with the Android platform and how it fits into the mobile ecosystem
Dive into the Android stack, including its application framework and the APK application package Learn Android’s
building blocks: Activities, Intents, Services, Content Providers, and Broadcast Receivers Create basic Android user
interfaces and organize UI elements in Views and Layouts Build a service that uses a background process to update data
in your application
A hands-on guide to building mobile applications, Professional Android Application Development features concise and
compelling examples that show you how to quickly construct real-world mobile applications for Android phones. Fully upto-date for version 1.0 of the Android software development kit, it covers all the essential features, and explores the
advanced capabilities of Android (including GPS, accelerometers, and background Services) to help you construct
increasingly complex, useful, and innovative mobile applications for Android phones. What this book includes An
introduction to mobile development, Android, and how to get started. An in-depth look at Android applications and their
life cycle, the application manifest, Intents, and using external resources. Details for creating complex and compelling
user interfaces by using, extending, and creating your own layouts and Views and using Menus. A detailed look at data
storage, retrieval, and sharing using preferences, files, databases, and Content Providers. Instructions for making the
most of mobile portability by creating rich map-based applications as well as using location-based services and the
geocoder. A look at the power of background Services, using threads, and a detailed look at Notifications. Coverage of
Android's communication abilities including SMS, the telephony APIs, network management, and a guide to using
Internet resources Details for using Android hardware, including media recording and playback, using the camera,
accelerometers, and compass sensors. Advanced development topics including security, IPC, advanced 2D / 3D
graphics techniques, and user–hardware interaction. Who this book is for This book is for anyone interested in creating
applications for the Android mobile phone platform. It includes information that will be valuable whether you're an
experienced mobile developer or making your first foray, via Android, into writing mobile applications. It will give the
grounding and knowledge you need to write applications using the current SDK, along with the flexibility to quickly adapt
to future enhancements.
Fully updated for Android Studio 3.0 and Android 8, the goal of this book is to teach the skills necessary to develop
Android based applications using the Android Studio Integrated Development Environment (IDE), the Android 8 Software
Development Kit (SDK) and the Kotlin programming language. Beginning with the basics, this book provides an outline of
the steps necessary to set up an Android development and testing environment followed by an introduction to
programming in Kotlin including data types, flow control, functions, lambdas and object-oriented programming. An
overview of Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool.
An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications and
user interfaces using the Android Studio environment. More advanced topics such as database management, content
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providers and intents are also covered, as are touch screen handling, gesture recognition, camera access and the
playback and recording of both video and audio. This edition of the book also covers printing, transitions and cloud-based
file storage. The concepts of material design are also covered in detail, including the use of floating action buttons,
Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to covering general
Android development techniques, the book also includes Google Play specific topics such as implementing maps using
the Google Maps Android API, and submitting apps to the Google Play Developer Console. Other key features of Android
Studio 3 and Android 8 are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet
classes, constraint chains and barriers, direct reply notifications and multi-window support. Chapters also cover
advanced features of Android Studio such as App Links, Instant Apps, the Android Studio Profiler and Gradle build
configuration. Assuming you already have some programming experience, are ready to download Android Studio and the
Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get
started.
Explore Android Studio 4.0 and update your skills to build modern applications in JavaKey Features* Set up your Android
development and testing environments* Create user interfaces with Android Studio Editor, XML, and Java* Explore the
essential elements of Android JetpackBook DescriptionAndroid rolls out frequent updates to meet the demands of the
dynamic mobile market and to enable its developer community to lead advancements in application development. This
book focuses on the updated features of Android Studio (the fully integrated development environment launched by
Google) to build reliable Android applications using Java.The book starts by outlining the steps necessary to set up an
Android development and testing environment. You'll then learn how to create user interfaces with the help of Android
Studio Layout Editor, XML files, and by writing the code in Java. The book introduces you to Android architecture
components and advanced topics such as intents, touchscreen handling, gesture recognition, multi-window support
integration, and biometric authentication, and lets you explore key features of Android Studio 4.0, including the layout
editor, direct reply notifications, and dynamic delivery. You'll also cover Android Jetpack in detail and create a sample
app project using the ViewModel component. Finally, you'll upload your app to the Google Play Console and handle the
build process with Gradle.By the end of this book, you'll have gained the skills necessary to develop applications using
Android Studio 4.0 and Java.What you will learn* Design impressive UI for Android application using Android Studio
Editor and Java* Understand how Android Jetpack can help you reduce the amount of code* Explore unique ways to
handle single-touch and multi-touch events* Trigger local and remote notifications on the device* Integrate biometric
authentication into an Android app* Create, test, and upload an Android app bundle on Google Play StoreWho this book
is forThis book is for application developers and Java programmers who want to explore Android Studio 4.0 to create
powerful Android applications. A basic understanding of Java and the Android SDK will be helpful.
Fully updated for Android Studio 4.0, Android 10 (Q), Android Jetpack and the modern architectural guidelines and
components, the goal of this book is to teach the skills necessary to develop Android-based applications using the Kotlin
programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up an
Android development and testing environment followed by an introduction to programming in Kotlin including data types,
flow control, functions, lambdas, coroutines and object-oriented programming. An overview of Android Studio is included
covering areas such as tool windows, the code editor and the Layout Editor tool. An introduction to the architecture of
Android is followed by an in-depth look at the design of Android applications and user interfaces using the Android Studio
environment. Chapters are also included covering the Android Architecture Components including view models, lifecycle
management, Room databases, app navigation, live data and data binding. More advanced topics such as intents are
also covered, as are touch screen handling, gesture recognition and the playback and recording of audio. This edition of
the book also covers printing, transitions, cloud-based file storage and foldable device support. The concepts of material
design are also covered in detail, including the use of floating action buttons, Snackbars, tabbed interfaces, card views,
navigation drawers and collapsing toolbars. In addition to covering general Android development techniques, the book
also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and
submitting apps to the Google Play Developer Console. Other key features of Android Studio 4.0 and the Android SDK
are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet classes, MotionLayout
animation, constraint chains and barriers, view binding, direct reply notifications and multi-window support. Chapters also
cover advanced features of Android Studio such as App Links, Dynamic Feature Modules, the Android Studio Profiler
and Gradle build configuration. Assuming you already have some programming experience, are ready to download
Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to
develop, you are ready to get started.
Fully updated for Android Studio 2, the goal of this book is to teach the skills necessary to develop Android based
applications using the Android Studio Integrated Development Environment (IDE) and the Android 6 Software
Development Kit (SDK). Beginning with the basics, this book provides an outline of the steps necessary to set up an
Android development and testing environment. An overview of Android Studio is included covering areas such as tool
windows, the code editor and the Designer tool. An introduction to the architecture of Android is followed by an in-depth
look at the design of Android applications and user interfaces using the Android Studio environment. More advanced
topics such as database management, content providers and intents are also covered, as are touch screen handling,
gesture recognition, camera access and the playback and recording of both video and audio. This edition of the book
also covers printing, transitions and cloud-based file storage. The concepts of material design are also covered in detail,
including the use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation drawers and collapsing
toolbars. In addition to covering general Android development techniques, the book also includes Google Play specific
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topics such as implementing maps using the Google Maps Android API, in-app billing and submitting apps to the Google
Play Developer Console. The key new features of Android Studio 2, Instant Run and the new AVD emulator environment,
are also covered in detail. Chapters also cover advanced features of Android Studio such as Gradle build configuration
and the implementation of build variants to target multiple Android device types from a single project code base.
Assuming you already have some Java programming experience, are ready to download Android Studio and the Android
SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
The goal of this book is to teach the skills necessary to build iOS 14 applications using SwiftUI, Xcode 12 and the Swift
5.3 programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up an
iOS development environment together with an introduction to the use of Swift Playgrounds to learn and experiment with
Swift. The book also includes in-depth chapters introducing the Swift 5.3 programming language including data types,
control flow, functions, object-oriented programming, property wrappers and error handling. An introduction to the key
concepts of SwiftUI and project architecture is followed by a guided tour of Xcode in SwiftUI development mode. The
book also covers the creation of custom SwiftUI views and explains how these views are combined to create user
interface layouts including the use of stacks, frames and forms. Other topics covered include data handling using state
properties in addition to observable, state and environment objects, as are key user interface design concepts such as
modifiers, lists, tabbed views, context menus, user interface navigation, and outline groups. The book also includes
chapters covering graphics drawing, user interface animation, view transitions and gesture handling, WidgetKit,
document-based apps and SiriKit integration. Chapters are also provided explaining how to integrate SwiftUI views into
existing UIKit-based projects and explains the integration of UIKit code into SwiftUI. Finally, the book explains how to
package up a completed app and upload it to the App Store for publication. Along the way, the topics covered in the book
are put into practice through detailed tutorials, the source code for which is also available for download. The aim of this
book, therefore, is to teach you the skills necessary to build your own apps for iOS 14 using SwiftUI. Assuming you are
ready to download the iOS 14 SDK and Xcode 12 and have an Apple Mac system you are ready to 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 realworld projects.
This book will equip you to create high-quality, visually appealing Android 11 apps from scratch with Kotlin. You’ll
discover a wide range of real-world development challenges faced by developers and explore various techniques to
overcome them.
Revised edition of first part of: Android wireless application development / Shane Conder, Lauren Darcey. c2010.
Fully updated for Android Studio 3.5 and Android 10 (Q), the goal of this book is to teach the skills necessary to develop
Android based applications using the Kotlin programming language. Beginning with the basics, this book provides an
outline of the steps necessary to set up an Android development and testing environment followed by an introduction to
programming in Kotlin including data types, flow control, functions, lambdas and object-oriented programming. An
overview of Android Studio is included covering areas such as tool windows, the code editor and the Layout Editor tool.
An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications and
user interfaces using the Android Studio environment. Chapters are also included covering the Android Architecture
Components including view models, lifecycle management, Room database access, app navigation, live data and data
binding.More advanced topics such as intents are also covered, as are touch screen handling, gesture recognition, and
the recording and playback of audio. This edition of the book also covers printing, transitions, cloud-based file storage
and foldable device support. The concepts of material design are also covered in detail, including the use of floating
action buttons, Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In addition to
covering general Android development techniques, the book also includes Google Play specific topics such as
implementing maps using the Google Maps Android API, and submitting apps to the Google Play Developer Console.
Other key features of Android Studio 3.5 and Android 10 are also covered in detail including the Layout Editor, the
ConstraintLayout and ConstraintSet classes, constraint chains and barriers and direct reply notifications. Chapters also
cover advanced features of Android Studio such as App Links, Dynamic Delivery, the Android Studio Profiler and Gradle
build configuration. Assuming you already have some programming experience, are ready to download Android Studio
and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you are
ready to get started.
Provides instruction on building Android apps, including solutions to working with web services, multitouch gestures,
location awareness, and device features.
Fully updated for Android Studio 3.4, Android 9, Android Jetpack and the modern architectural guidelines and
components, the goal of this book is to teach the skills necessary to develop Android-based applications using the Java
programming language. An overview of Android Studio is included covering areas such as tool windows, the code editor
and the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of
Android applications and user interfaces using the Android Studio environment. Chapters are also included covering the
Android Architecture Components including view models, lifecycle management, Room databases, app navigation, live
data and data binding. More advanced topics such as intents are also covered, as are touch screen handling, gesture
recognition, camera access and the playback and recording of both video and audio. This edition of the book also covers
printing, transitions and cloud-based file storage. The concepts of material design are also covered in detail, including the
use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation drawers and collapsing toolbars. In
addition to covering general Android development techniques, the book also includes Google Play specific topics such as
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implementing maps using the Google Maps Android API, and submitting apps to the Google Play Developer Console.
Other key features of Android Studio 3.4 and Android 9 are also covered in detail including the Layout Editor, the
ConstraintLayout and ConstraintSet classes, constraint chains and barriers, direct reply notifications and multi-window
support. Chapters also cover advanced features of Android Studio such as App Links, Dynamic Feature Modules, the
Android Studio Profiler and Gradle build configuration. Assuming you already have some programming experience, are
ready to download Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for
some apps to develop, you are ready to get started.
Fully updated for Android Studio 4.2, the goal of this book is to teach the skills necessary to develop Android-based applications
using the Java programming language. Beginning with the basics, this book provides an outline of the steps necessary to set up
an Android development and testing environment. An overview of Android Studio is included covering areas such as tool windows,
the code editor, and the Layout Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the
design of Android applications and user interfaces using the Android Studio environment. Chapters are also included covering the
Android Architecture Components including view models, lifecycle management, Room database access, the Database Inspector,
app navigation, live data, and data binding. More advanced topics such as intents are also covered, as are touch screen handling,
gesture recognition, and the recording and playback of audio. This edition of the book also covers printing, transitions, cloud-based
file storage, and foldable device support. The concepts of material design are also covered in detail, including the use of floating
action buttons, Snackbars, tabbed interfaces, card views, navigation drawers, and collapsing toolbars. Other key features of
Android Studio 4.2 and Android are also covered in detail including the Layout Editor, the ConstraintLayout and ConstraintSet
classes, MotionLayout Editor, view binding, constraint chains, barriers, and direct reply notifications. Chapters also cover
advanced features of Android Studio such as App Links, Dynamic Delivery, the Android Studio Profiler, Gradle build configuration,
and submitting apps to the Google Play Developer Console. Assuming you already have some programming experience, are
ready to download Android Studio and the Android SDK, have access to a Windows, Mac, or Linux system, and ideas for some
apps to develop, you are ready to get started.
Fully updated for Android 6, the goal of this book is to teach the skills necessary to develop Android based applications using the
Android Studio Integrated Development Environment (IDE) and the Android 6 Software Development Kit (SDK). Beginning with the
basics, this book provides an outline of the steps necessary to set up an Android development and testing environment. An
overview of Android Studio is included covering areas such as tool windows, the code editor and the Designer tool. An introduction
to the architecture of Android is followed by an in-depth look at the design of Android applications and user interfaces using the
Android Studio environment. More advanced topics such as database management, content providers and intents are also
covered, as are touch screen handling, gesture recognition, camera access and the playback and recording of both video and
audio. This edition of the book also covers printing, transitions and cloud-based file storage. The concepts of material design are
also covered in detail, including the use of floating action buttons, Snackbars, tabbed interfaces, card views, navigation drawers
and collapsing toolbars. In addition to covering general Android development techniques, the book also includes Google Play
specific topics such as implementing maps using the Google Maps Android API, in-app billing and submitting apps to the Google
Play Developer Console. Chapters also cover advanced features of Android Studio such as Gradle build configuration and the
implementation of build variants to target multiple Android device types from a single project code base. Assuming you already
have some Java programming experience, are ready to download Android Studio and the Android SDK, have access to a
Windows, Mac or Linux system and ideas for some apps to develop, you are ready to get started.
Are you an Android Java programmer who needs more performance? Are you a C/C++ developer who doesn’t want to bother with
the complexity of Java and its out-of-control garbage collector? Do you want to create fast intensive multimedia applications or
games? If you’ve answered yes to any of these questions then this book is for you. With some general knowledge of C/C++
development, you will be able to dive headfirst into native Android development.
Fully updated for Android Studio 3.3, Android 9 and the Android Jetpack modern architectural guidelines and components, the
goal of this book is to teach the skills necessary to develop Android-based applications using the Java programming language.
Beginning with the basics, this book provides an outline of the steps necessary to set up an Android development and testing
environment. An overview of Android Studio is included covering areas such as tool windows, the code editor and the Layout
Editor tool. An introduction to the architecture of Android is followed by an in-depth look at the design of Android applications and
user interfaces using the Android Studio environment. Chapters are also included covering the Android Architecture Components
including view models, lifecycle management, Room databases, app navigation, live data and data binding. More advanced topics
such as intents are also covered, as are touch screen handling, gesture recognition, camera access and the playback and
recording of both video and audio. This edition of the book also covers printing, transitions and cloud-based file storage. The
concepts of material design are also covered in detail, including the use of floating action buttons, Snackbars, tabbed interfaces,
card views, navigation drawers and collapsing toolbars. In addition to covering general Android development techniques, the book
also includes Google Play specific topics such as implementing maps using the Google Maps Android API, and submitting apps to
the Google Play Developer Console. Other key features of Android Studio 3.3 and Android 9 are also covered in detail including
the Layout Editor, the ConstraintLayout and ConstraintSet classes, constraint chains and barriers, direct reply notifications and
multi-window support. Chapters also cover advanced features of Android Studio such as App Links, Instant Apps, the Android
Studio Profiler and Gradle build configuration. Assuming you already have some programming experience, are ready to download
Android Studio and the Android SDK, have access to a Windows, Mac or Linux system and ideas for some apps to develop, you
are ready to get started.
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