Learning Java By Building Android
Games

Develop the next killer Android App using Java
programming! Android is everywhere! It runs more than
half the smartphones in the U.S.—and Java makes it go. If
you want to cash in on its popularity by learning to build
Android apps with Java, all the easy-to-follow guidance you
need to get started is at your fingertips. Inside, you'll learn
the basics of Java and grasp how it works with Android;
then, you'll go on to create your first real, working
application. How cool is that? The demand for Android
apps isn't showing any signs of slowing, but if you're a
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mobile developer who wants to get in on the action, it's
vital that you get the necessary Java background to be a
success. With the help of Java Programming for Android
Developers For Dummies, you'll quickly and painlessly
discover the ins and outs of using Java to create
groundbreaking Android apps—no prior knowledge or
experience required! Get the know-how to create an
Android program from the ground up Make sense of basic
Java development concepts and techniques Develop the
skills to handle programming challenges Find out how to
debug your app Don't sit back and watch other developers
release apps that bring in the bucks! Everything you need
to create that next killer Android app is just a page away!

A guide to Java game programming techniques covers such
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topics as 2D and 3D graphics, sound, artificial intelligence,
multi-player games, collision detection, game scripting and
customizing keyboard and mouse controls.

Learn all the Java and Android skills you need to start
making powerful mobile applications with practical and
actionable steps Key Features Kick-start your Android
programming career, or just have fun publishing apps to
the Google Play marketplace A first-principles introduction
to Java, via Android, which means you'll be able to start
building your own applications from scratch Learn by
example and build four real-world apps and dozens of mini-
apps throughout the book Book Description Are you trying
to start a career in programming, but haven't found the

right way in? Do you have a great idea for an app, but don't
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know how to make it a reality? Or maybe you're just
frustrated that in order to learn Android, you must know
Java. If so, then this book is for you. This new and
expanded second edition of Android Programming for
Beginners will be your companion to create Android Pie
applications from scratch. We will introduce you to all the
fundamental concepts of programming in an Android
context, from the basics of Java to working with the
Android API. All examples use the up-to-date API classes,
and are created from within Android Studio, the official
Android development environment that helps supercharge
your application development process. After this crash
course, we'll dive deeper into Android programming and

you'll learn how to create applications with a professional-
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standard UI through fragments and store your user's data
with SQLite. In addition, you'll see how to make your apps
multilingual, draw to the screen with a finger, and work
with graphics, sound, and animations too. By the end of
this book, you'll be ready to start building your own custom
applications in Android and Java. What you will learn
Master the fundamentals of coding Java for Android Pie
Install and set up your Android development environment
Build functional user interfaces with the Android Studio
visual designer Add user interaction, data captures, sound,
and animation to your apps Manage your apps' data using
the built-in Android SQLite database Find out about the
design patterns used by professionals to make top-grade

applications Build, deploy, and publish real Android
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applications to the Google Play marketplace Who this book
is for This book is for you if you are completely new to Java,
Android, or programming and want to make Android
applications. This book also acts as a refresher for those
who already have experience of using Java on Android to
advance their knowledge and make fast progress through
the early projects.

Get started as a mobile app developer and learn the art and
science of Android app development. With no assumed
knowledge about programming languages or Android
required, you will gain the key skills for constructing fully
functional Android apps for smartphones, tablets, and
other devices. You will also build a solid foundation in the

Java programming language and the business of creating
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and releasing software for Android. Along the way you'’ll
get comfortable with Android Studio - the best way to write
modern Android apps - before diving into your first Android
code. The author spends plenty of time explaining how to
build a robust UI with widgets, menus, layouts and the
activity bar. These components will be the basis of your
Android apps and so are covered in depth. Having grasped
the basics, you’ll move onto what will make your app stand
out: sound, music, images, and animations. Taking these
elements and combining them with sensors and device
location will take your apps to the next level. The final part
of the book covers files and databases, essential sources of
information for users and your app. In addition, you'll see

how to protect your users and their data with permissions
Page 7/105

learning-java-by-building-android-games



and security. What You Will Learn Get started with Android
and build your first apps with it Install and use the Android
Studio IDE Set up and manage the app development life
cycle Master the basics of Java and XML required to create
Android apps Discover the strengths and features of the
Android APIs and device capabilities Who This Book Is For
Total beginners who have little or no exposure to software
development. This book is also useful for developers who
are completely new to Android.

Android Studio 4.2 Development Essentials - Java Edition
Android for Absolute Beginners

Android Game Programming by Example

Get Ready for a Fun-filled Experience of Learning Java by

Developing Games for the Android Platform
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Java Programming for Android Developers For Dummies
Android Boot Camp for Developers Using Java: A Guide to
Creating Your First Android Apps

Learn Android App Development is a hands-on tutorial
and useful reference. You'll quickly get up to speed and
master the Android SDK and the Java that you need for
your Android Apps. The Android SDK offers powerful
features, and this book is the fastest path to mastering
them—and the rest of the Andorid SDK—for
programmers with some experience who are new to
Android smartphone and tablet apps development. Many
books introduce the Android SDK, but very few explain
how to develop apps optimally. This book teaches both

core Java language concepts and how to wisely but
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rapidly employ the design patterns and logic using the
Android SDK, which is based on Java APIs. You'll also
learn best practices that ensure your code will be
efficient and perform well. Get an accelerated but
complete enough treatment of the fundamentals of Java
necessary to get you started. Design your first app using
prototyping and other design methods. Build your first
Android app using the code given over the course of the
book. Finally, debug and distribute your first app on
Google Play or other Android app store. After reading
this book, you'll have your first app ready and on the app
store, earning you the prestige and the money you seek.
Fully updated for Android Studio 4.1, Android 11 (R),

Android Jetpack and the modern architectural guidelines
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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
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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,
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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.

If you’re new to Java—or new to programming—this best-
selling book will guide you through the language features
and APIs of Java 11. With fun, compelling, and realistic
examples, authors Marc Loy, Patrick Niemeyer, and

Daniel Leuck introduce you to Java
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fundamentals—including its class libraries, programming
techniques, and idioms—with an eye toward building real
applications. You’ll learn powerful new ways to manage
resources and exceptions in your applications—along
with core language features included in recent Java
versions. Develop with Java, using the compiler,
interpreter, and other tools Explore Java’s built-in thread
facilities and concurrency package Learn text processing
and the powerful regular expressions API Write advanced
networked or web-based applications and services
Discover an all in one handbook to developing immersive
and cross-platform Android games About This Book
Practical tips and tricks to develop powerful Android

games Learn to successfully implement
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microtransactions and monitor the performance of your
game once it's out live. Integrate Google's DIY VR tool
and Google Cardboard into your games to join in on the
VR revolution Who This Book Is For This book is ideal for
any game developer, with prior knowledge of developing
games in Android. A good understanding of game
development and a basic knowledge on Android platform
application development and JAVA/C++ will be
appreciated. What You Will Learn Learn the prospects of
Android in Game Development Understand the Android
architecture and explore platform limitation and
variations Explore the various approaches for Game
Development using Android Learn about the common

mistakes and possible solutions on Android Game
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Development Discover the top Cross Platform Game
Engines and port games on different android platform
Optimize memory and performance of your game.
Familiarize yourself with different ways to earn money
from Android Games In Detail Gaming in android is an
already established market and growing each day.
Previously games were made for specific platforms, but
this is the time of cross platform gaming with social
connectivity. It requires vision of polishing, design and
must follow user behavior. This book would help
developers to predict and create scopes of improvement
according to user behavior. You will begin with the
guidelines and rules of game development on the

Android platform followed by a brief description about
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the current variants of Android devices available. Next
you will walk through the various tools available to
develop any Android games and learn how to choose the
most appropriate tools for a specific purpose. You will
then learn JAVA game coding standard and style upon
the Android SDK. Later, you would focus on creation,
maintenance of Game Loop using Android SDK, common
mistakes in game development and the solutions to
avoid them to improve performance. We will deep dive
into Shaders and learn how to optimize memory and
performance for an Android Game before moving on to
another important topic, testing and debugging Android
Games followed by an overview about Virtual Reality and

how to integrate them into Android games. Want to
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program a different way? Inside you'll also learn Android
game Development using C++ and OpenGL. Finally you
would walk through the required tools to polish and
finalize the game and possible integration of any third
party tools or SDKs in order to monetize your game when
it's one the market! Style and approach The book follows
a handbook approach, focused on current and future
game development trend from every possible aspect
including monetization and sustainability in the market.
Learn Android Studio

Developing Android Apps Using Android Studio 4.2, Java
and Android Jetpack

Java + Android Edition for Beginners

Efficient Java-Based Android Apps Development
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Learn Android Studio 3 with Kotlin
Building Hybrid Android Apps with Java and JavaScript

Currently used at many colleges, universities, and high
schools, this hands-on introduction to computer scienceis
ideal for people with little or no programming experience.
The goal of this concise book is not just to teach you Java,
but to help you think like a computer scientist. You'll
learn how to program—a useful skill by itself—but you'll
also discover how to use programming as a means to an
end. Authors Allen Downey and Chris Mayfield start with
the most basic concepts and gradually move into topics

that are more complex, such as recursion and object-
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oriented programming. Each brief chapter coversthe
material for one week of a college course and includes
exercises to help you practice what you' ve learned. Learn
one concept at atime: tackle complex topicsin a series of
small steps with examples Understand how to formulate
problems, think creatively about solutions, and write
programs clearly and accurately Determine which
development techniques work best for you, and practice
the important skill of debugging Learn relationships
among input and output, decisions and loops, classes and
methods, strings and arrays Work on exercises involving

word games, graphics, puzzles, and playing cards
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Android gaming is a hot topic these days, but one of the
few areas of technology that does not have an abundance
of clear and useful documentation online. However, there
Is an ever-increasing demand for Android games. This
book will help you get up to speed with the essentials of
game development with Android. The book begins by
teaching you the setup of a game devel opment
environment on a fundamental level. Moving on, the book
deals with concepts such as building a home screen Ul,
implementing game objects, and painting the scene at a
fixed resolution. Gradually, it builds up to the

implementation of aflexible and advanced game engine
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that uses OpenGL ES 2 for fast, smooth frame rates. This
Is achieved by starting with a simple game and gradually
Increasing the complexity of the three complete games
built step by step. By the end of the book, you will have
successfully built three exciting games over the course of
three engrossing and insightful projects.

Learn Android Studio covers Android Studio and itsrich
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

devel op/collaborate with remote Git web-hosting services
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such as GitHub and Bitbucket. Four complete Android
proj ects 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 Studioisan
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
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master Android Studio and maximize your Android
development time. Source code on the remote web-
hosting service istargeted 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-
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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 isfollowed 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
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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,
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the Android Studio Profiler, Gradle build configuration,
and submitting apps to the Google Play Devel oper
Console. Assuming you already have some programming
experience, are ready to download Android Studio and the
Android SDK, have accessto a Windows, Mac, or Linux
system, and ideas for some apps to develop, you are ready
to get started.

Build in-depth, full-featured Android apps starting from
zero programming experience, 3rd Edition

Android Programming

Think Java

Learn Java the Easy Way
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Let us Java

Android Studio 4.1 Development Essentials - Java Edition
"Get the Java skills you will need to start
developing Android apps apps"--Cover.

Java is the world’s most popular programming
language, but it's known for having a steep
learning curve. Learn Java the Easy Way takes
the chore out of learning Java with hands-on
projects that will get you building real,
functioning apps right away. You’ll start by
familiarizing yourself with JShell, Java’s

interactive command line shell that allows
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programmers to run single lines of code and
get immediate feedback. Then, you’ll create a
guessing game, a secret message encoder,
and a multitouch bubble-drawing app for both
desktop and mobile devices using Eclipse, an
industry-standard IDE, and Android Studio, the
development environment for making Android
apps. As you build these apps, you'll learn
how to: -Perform calculations, manipulate text
strings, and generate random colors -Use
conditions, loops, and methods to make your

programs responsive and concise -Create
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functions to reuse code and save time -Build
graphical user interface (GUI) elements,
including buttons, menus, pop-ups, and sliders
-Take advantage of Eclipse and Android Studio
features to debug your code and find, fix, and
prevent common mistakes If you’'ve been
thinking about learning Java, Learn Java the
Easy Way will bring you up to speed in no
time.

Get started creating Android apps with Java in
no time! The demand for Android apps is not

slowing down but many mobile developers
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who want to create Android apps lack the
necessary Java background. This beginner
guide gets you up and running with using Java
to create Android apps with no prior
knowledge or experienced necessary! Shows
you the basic Java development concepts and
techniques that are necessary to develop
Android apps Explores what goes into creating
an Android app to give you a better
understanding of the various elements
Addresses how to deal with standard

programming challenges and debugging
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Beginning Android Programming with Java For
Dummies puts you well on your way toward
creating Android apps quickly with Java.
Android, one of the most popular mobile
operating systems, uses Java as one of the
primary languages for building apps of all
types. This new, improved, and updated third
edition is unlike other Android books; it
doesn’t assume any Java programming
experience and shows you how to build
Android games from scratch using five

exciting game projects.
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Android Studio 4.2 Development Essentials -
Kotlin Edition
Learn to program with C++ by building fun
games, 2nd Edition
Learning Java
The Android Game Developer's Handbook
Learning Android
Migrating Java SE Programming Skills to
Mobile Development
Build smart looking Kotlin apps with UI and
functionality for the Android platform Key
Features Start your Android programming
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career, or just have fun publishing apps on
Google Play marketplace The first-principle
introduction to Kotlin through Android, to
start building easy-to-use apps Learn by
example and build four real-world apps and
dozens of mini-apps Book Description Android
1s the most popular mobile operating system
in the world and Kotlin has been declared by
Google as a first-class programming language
to build Android apps. With the imminent
arrival of the most anticipated Android
update, Android 10 (Q), this book gets you
started building apps compatible with the

latest version of Android. It adopts a
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project-style approach, where we focus on
teaching the fundamentals of Android app
development and the essentials of Kotlin by
building three real-world apps and more than
a dozen mini-apps. The book begins by giving
you a strong grasp of how Kotlin and Android
work together before gradually moving onto
exploring the various Android APIs for
building stunning apps for Android with ease.
You will learn to make your apps more
presentable using different layouts. You will
dive deep into Kotlin programming concepts
such as variables, functions, data

structures, Object-Oriented code, and how to
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connect your Kotlin code to the UI. You will
learn to add multilingual text so that your
app 1s accessible to millions of more
potential users. You will learn how
animation, graphics, and sound effects work
and are implemented in your Android app. By
the end of the book, you will have sound
knowledge about significant Kotlin
programming concepts and start building your
own fully featured Android apps. What you
will learn Learn how Kotlin and Android work
together Build a graphical drawing app using
Object-0Oriented Programming (00P) principles

Build beautiful, practical layouts using
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ScrollView, RecyclerView, NavigationView,
ViewPager and CardView Write Kotlin code to
manage an apps' data using different
strategies including JSON and the built-in
Android SQLite database Add user interaction,
data captures, sound, and animation to your
apps Implement dialog boxes to capture input
from the user Build a simple database app
that sorts and stores the user's data Who
this book is for This book is for people who
are new to Kotlin, Android and want to
develop Android apps.It also acts as a
refresher for those who have some experience

in programming with Android and Kotlin.
Page 37/105

learning-java-by-building-android-games



Get to grips with programming techniques and
game development using C++ libraries and
Visual Studio 2019 Key Features Learn game
development and C++ with a fun, example-
driven approach Build clones of popular games
such as Timberman, Zombie Survival Shooter, a
co-op puzzle platformer, and Space Invaders
Discover tips to expand your finished games
by thinking critically, technically, and
creatively Book Description The second
edition of Beginning C++ Game Programming is
updated and improved to include the latest
features of Visual Studio 2019, SFML, and

modern C++ programming techniques. With this
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book, you’ll get a fun introduction to game
programming by building five fully playable
games of increasing complexity. You’ll learn
to build clones of popular games such as
Timberman, Pong, a Zombie survival shooter, a
coop puzzle platformer and Space Invaders.
The book starts by covering the basics of
programming. You’ll study key C++ topics,
such as object-oriented programming (OO0P) and
C++ pointers, and get acquainted with the
Standard Template Library (STL). The book
helps you learn about collision detection
techniques and game physics by building a

Pong game. As you build games, you’ll also
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learn exciting game programming concepts such
as particle effects, directional sound
(spatialization), OpenGL programmable
shaders, spawning objects, and much more.
Finally, you’ll explore game design patterns
to enhance your C++ game programming skills.
By the end of the book, you’ll have gained
the knowledge you need to build your own
games with exciting features from scratch
What you will learn Set up your game
development project in Visual Studio 2019 and
explore C++ libraries such as SFML Explore
C++ 00P by building a Pong game Understand

core game concepts such as game animation,
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game physics, collision detection,
scorekeeping, and game sound Use classes,
inheritance, and references to spawn and
control thousands of enemies and shoot rapid-
fire machine guns Add advanced features to
your game using pointers, references, and the
STL Scale and reuse your game code by
learning modern game programming design
patterns Who this book is for This book 1is
perfect for you if you have no C++
programming knowledge, you need a beginner-
level refresher course, or you want to learn
how to build games or just use games as an

engaging way to learn C++. Whether you aspire
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to publish a game (perhaps on Steam) or just
want to impress friends with your creations,
you’ll find this book useful.

Learn Java, Android, and app development
concepts easily with this updated third
edition of Android Programming for Beginners.
Whether you want to become a professional
Android developer or just want to have fun
learning Java and Android, this Android Java
programming book is what you need.

Want to build apps for Android devices? This
book is the perfect way to master the
fundamentals. Written by an expert who's

taught this mobile platform to hundreds of
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developers in large organizations, 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. You'll build a Twitter-
like application throughout the course of
this book, adding new features with each
chapter. Along the way, you'll also create
your own toolbox of code patterns to help you
program any type of Android application with
ease. Get an overview of the Android platform
and discover how it fits into the mobile

ecosystem Learn about the Android stack,
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including its application framework, and the
structure and distribution of application
packages (APK) Set up your Android
development environment and get started with
simple programs Use Android’s building
blocks—Activities, Intents, Services, Content
Providers, and Broadcast Receivers Learn how
to build 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
Get an introduction to Android Interface
Definition Language (AIDL) and the Native

Development Kit (NDK)
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Android Cookbook

Learn Java and Android from scratch by
building six exciting games, 2nd Edition
Explore the Fundamentals of Kotlin by
Building Real-World Android Applications

A Hands-0n Introduction to Programming
Android Programming for Beginners

Develop Mobile Apps Using Java and Eclipse
Build and deploy your Java-based Android apps using the popular
and ef ficient Android Studio 4 suite of tools, an integrated
development environment (IDE) for today's Android developers.
With this book, you’ll learn the latest and most productive tools in
the Android tools ecosystem, ensuring quick Android app

development and minimal ef fort on your part. Among these tools,
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you'll use the new Android Studio 4 features, including an
upgraded CPU profiler Ul a new build speed window, the multi-
preview feature, and the live layout inspector. After reading and
using this book, you'll be able to ef ficiently build complete Java-
based Android apps that run on any Android smartphone, tablet,
smart watch and more. You’ll also be able to publish those apps
and sell them online and in the Google Play store. What You Will
Learn Use Android Studio 4 to quickly and confidently build your
first Android apps Build an Android user interface using activities
and layouts, event handling, images, menus, and the action bar
Work with new tools in Android Studio 4: Jetpack compose
support, a smart editor for ProGuard rules, a new motion layout
editor, a new Android Gradle plugin, and a fragment wizard with

new fragment templates Integrate data with data persistence
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Access the cloud Who This Book Is For Those who may be new to
Android Studio 4 or Android Studio in general. You may or may
not be new to Android development. Some prior experience with
Java is recommended.

Gain the essential Java language skills necessary for using the
Android SDK platform to build Java-based Android apps. This
book includes the latest Java SE releases that Android supports,
and is geared towards the Android SDK version 10. It includes new
content including JSON documents, functional programming, and
lambdas as well as other language features important for
migrating Java skills to Android development. Android is still the
world's most popular mobile platform and because this technology
is still mostly based on Java, you should first obtain a solid grasp

of the Java language and its APIs in order to improve your
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chances of succeeding as an ef fective Android apps developer.
Learn Java for Android Development, 4th Edition helps you do
that. Each of the book’s chapters provides an exercise section that
gives you the opportunity to reinforce your understanding of the
chapter’s material. Answers to the book’s more than 700 exercises
are provided in an appendix. A second appendix provides a
significant game-oriented Java application, which you can convert
into an Android app. Once you finish, you will be ready to begin
your Android app development journey using Java. What You Will
Learn Discover the latest Java programming language features
relevant to Android SDK development Apply inheritance,
polymorphism, and interfaces to Android development Use Java
collections, concurrency, 1/0, networks, persistence, and data

access in Android apps Parse, create, and transform XML
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documents and explore microservices Migrate your Java skills for
mobile development using the Android platform Who This Book Is
For Programmers with at least some prior Java programming
experience looking to get into mobile Java development with the
Android platform.

Master the Android mobile development platform Build
compelling Java-based mobile applications using the Android SDK
and the Eclipse open-source software development platform.
Android: A Programmer's Guide shows you, step-by-step, how to
download and set up all of the necessary tools, build and tune
dynamic Android programs, and debug your results. Discover how
to provide web and chat functions, interact with the phone dialer
and GPS devices, and access the latest Google services. You'll also

learn how to create custom Content Providers and database-enable
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your applications using SQLite. Install and configure Java,
Eclipse, and Android plugin Create Android projects from the
Eclipse UI or command line Integrate web content, images,
galleries, and sounds Deploy menus, progress bars, and auto-
complete functions Trigger actions using Android Intents, Filters,
and Receivers Implement GPS, Google Maps, Google Earth, and
GTalk Build interactive SQLite databases, calendars, and notepads
Test applications using the Android Emulator and Debug Bridge
Get ready for a fun-filled experience of learning Java by
developing games for the Android platform About This Book
Acquaint yourself with Java and object-oriented programming,
Jrom zero previous experience Build four cool games for your
phone and tablet, from retro arcade-style games to memory and

education games, and gain the knowledge to design and create your
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own games too Walk through the fundamentals of building games
and use that experience as a springboard to study advanced game
development or just have fun Who This Book Is For If you are
completely new to either Java, Android, or game programming and
are aiming to publish Android games, then this book is for you.
This book also acts as a refresher for those who already have
experience in Java on another platforms or other object-oriented
languages. In Detail Android is the fastest growing operating
system (OS) with one of the largest installed bases of any mobile
0S. Android uses one of the most popular programming languages,
Java, as the primary language for building apps of all types. So,
you should first obtain a solid grasp of the Java language and its
Jfoundation APIs to improve the chances of succeeding as an

Android app developer. This book will show you how to get your
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Android development environment set up and you will soon have
your first working game. The dif ficulty level grows steadily with
the introduction of key Java topics such as loops, methods, and
OOP. You'll then use them in the development of games. You will
learn how to build a math test game, a Simon-like memory game, a
retro pong-style game, and for the grand finale, a Snake-style,
retro arcade game with real Google Play leaderboards and
achievements. The book has a hands-on approach and is packed
with screenshots.

Build in-depth, full-featured Android 9 Pie apps starting from
zero programming experience, 2nd Edition

Getting Started with Mobile Apps Development Using the Android
Java SDK

Build Android apps starting from zero programming experience
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with the new Kotlin programming language

Applying Native Device APIs

Developing Games in Java

Learn Java and Android from scratch by building five exciting
games, 3rd Edition

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

Page 53/105

learning-java-by-building-android-games



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
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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 rePpIySQ%tsifications. Chapters also
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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.

If you are completely new to either Java, Android, or
game programming and are aiming to publish

Android games, then this book is for you. This book
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also acts as a refresher for those who already have
experience in Java on another platforms or other
object-oriented languages.

This book covers Android app design fundamentals
in Android Studio using Java programming
language. The author assumes you have no
experience in app development. The book starts with
the installation of the required development
environment and setting up the emulators. Then, the
simplest "Hello World" app is developed step by
step. In the next chapter, basics of the Java

programming language are given with practical
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examples. Screenshots and code snippets are
clearly given in the book to guide the reader. After
the Java lecture, 6 complete Android apps are
developed again by step by step instructions.Each
code line is explained. As the reader follows the
development of the example apps, he/she will learn
designing user interfaces, connecting interface
objects to code, developing efficient Java code and
testing the app on emulators and real devices. The
sample apps developed in this book are as follows:
1. Headlight app: Learn the basics of app

development and use buttons in your code. 2. Body
Page 58/105

learning-java-by-building-android-games



mass index (BMI) calculator app: Using input boxes,
performing calculations and displaying the results on
the screen. 3. Simple dice roller app: Using random
number generator functions, including images in
your project, displaying images on the screen and
changing the displayed image programmatically. 4.
The compass app: Accessing the magnetic field
sensor, setting required permissions, extracting the
direction angle and animating a compass figure. 5.
Show my location app: Creating a map project,
setting required permissions, accessing GPS device

and showing real time location on the map. 6. S.O.S.
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sender app: Adding SMS functionality, setting
required permissions and sending real time location
using SMS. This book includes 146 figures and 114
code snippets that are used to explain app
development concepts clearly. Full resolution colour
figures and project files can be viewed and
downloaded from the the book's website:
www.android-java.website.

Learn all the Java and Android skills you need to
start making powerful mobile applications About This
Book Kick-start your Android programming career, or
just have fun publishing apps to the Google Play
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marketplace A first-principles introduction to Java,
via Android, which means you'll be able to start
building your own applications from scratch Learn by
example and build three real-world apps and over 40
mini apps throughout the book Who This Book Is For
Are you trying to start a career in programming, but
haven't found the right way in? Do you have a great
idea for an app, but don't know how to make it a
reality? Or maybe you're just frustrated that ““to learn
Android, you must know java.”” If so, Android
Programming for Beginners is for you. You don't

need any programming experience to follow along
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with this book, just a computer and a sense of
adventure. What You Will Learn Master the
fundamentals of coding Java for Android Install and
set up your Android development environment Build
functional user interfaces with the Android Studio
visual designer Add user interaction, data captures,
sound, and animation to your apps Manage your
apps' data using the built-in Android SQLite
database Find out about the design patterns used by
professionals to make top-grade applications Build,
deploy, and publish real Android applications to the

Google Play marketplpacewllrcm)SDetail Android is the
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most popular OS in the world. There are millions of
devices accessing tens of thousands of applications.
It is many people's entry point into the world of
technology; it is an operating system for everyone.
Despite this, the entry-fee to actually make Android
applications is usually a computer science degree, or
five years' worth of Java experience. Android
Programming for Beginners will be your companion
to create Android applications from

scratch—whether you're looking to start your
programming career, make an application for work,

be reintroduced to mobile development, or are just
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looking to program for fun. We will introduce you to
all the fundamental concepts of programming in an
Android context, from the Java basics to working
with the Android API. All examples are created from
within Android Studio, the official Android
development environment that helps supercharge
your application development process. After this
crash-course, we'll dive deeper into Android
programming and you'll learn how to create
applications with a professional-standard Ul through
fragments, make location-aware apps with Google

Maps integration, and store your user's data with
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SQLite. In addition, you'll see how to make your
apps multilingual, capture images from a device's
camera, and work with graphics, sound, and
animations too. By the end of this book, you'll be
ready to start building your own custom applications
in Android and Java. Style and approach With more
than 40 mini apps to code and run, Android
Programming for Beginners is a hands-on guide to
learning Android and Java. Each example
application demonstrates a different aspect of
Android programming. Alongside these mini apps,

we push your abilities by building three larger
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applications to demonstrate Android application
development in context.

ANDROID A PROGRAMMERS GUIDE

Learning Java by Building Android Games

Android Programming with Kotlin for Beginners
Learning Kotlin by Building Android Applications
Building Android Apps with HTML, CSS, and
JavaScript

The Big Nerd Ranch Guide

Want to build apps for Android devices?
This book is the perfect way to master

the fundamentals. Written by experts
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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-1like application, adding new
features with each chapter. You’ll also

create your own toolbox of code
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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
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Views and Layouts Build a service that
uses a background process to update
data in your application

Get ready for a fun-filled experience
of learning Java by developing games
for the Android platform Key Features
Learn Java, Android, and object-
oriented programming from scratch Build
games including Sub Hunter, Retro Pong,
Bullet Hell, Classic Snake, and a 2D
Scrolling Shooter Create and design

your own games, such as an open-world
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platform game Book Description Android
is one of the most popular mobile
operating systems presently. It uses
the most popular programming language,
Java, as the primary language for
building apps of all types. However,
this book is unlike other Android books
in that it doesn’t assume that you
already have Java proficiency. This new
and expanded second edition of Learning
Java by Building Android Games shows

you how to start building Android games
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from scratch. The difficulty level will
grow steadily as you explore key Java
topics, such as variables, loops,
methods, object oriented programming,
and design patterns, including code and
examples that are written for Java 9
and Android P. At each stage, you will
put what you’ve learned into practice
by developing a game. You will build
games such as Minesweeper, Retro Pong,
Bullet Hell, and Classic Snake and

Scrolling Shooter games. In the later
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chapters, you will create a time-trial,
open-world platform game. By the end of
the book, you will not only have
grasped Java and Android but will also
have developed six cool games for the
Android platform. What you will learn
Set up a game development environment
in Android Studio Implement screen
locking, screen rotation, pixel
graphics, and play sound effects
Respond to a player’s touch, and

program intelligent enemies who
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challenge the player in different ways
Learn game development concepts, such
as collision detection, animating
sprite sheets, simple tracking and
following, AI, parallax backgrounds,
and particle explosions Animate objects
at 60 frames per second (FPS) and
manage multiple independent objects
using Object-Oriented Programming (OOP)
Understand the essentials of game
programming, such as design patterns,

object-oriented programming, Singleton,
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strategy, and entity-component patterns
Learn how to use the Android API,
including Activity lifecycle, detecting
version number, SoundPool API, Paint,
Canvas, and Bitmap classes Build a side-
scrolling shooter and an open world 2D
platformer using advanced 00P concepts
and programming patterns Who this book
is for Learning Java by Building
Android Games is for you if you are
completely new to Java, Android, or

game programming and want to make
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Android games. This book also acts as a
refresher for those who already have
experience of using Java on Android or
any other platform without game
development experience.

Learn programming in Kotlin including
data types, flow control, lambdas,
object-oriented, and functional
programming while building 3 Android
Apps Key Features Experience the gentle
learning curve of Kotlin as you develop

your own applications Learn how to
Page 75/105

learning-java-by-building-android-games



integrate Kotlin into Android Studio 3
and use it in your projects Build real-
world applications such as Googly Eyes
and games using Kotlin Book Description
Today Kotlin is an official programming
language for Android development and is
widely adopted. Kotlin is expressive,
concise, and powerful. It also ensures
seamless interoperability with existing
Android languages like JAVA and C++,
which means that it's even easier for

developers to use. This book adopts a
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project-style approach, where we focus
on teaching Android development by
building three different Android
Application: a Tic-Tac-Toe application,
a location- based alarm and a To-Do
list application. The book begins by
giving you a strong grasp of the Kotlin
language and its APIs as a preliminary
to building stunning applications for
Android. You'll learn to set up an
environment and as you progress through
the chapters and the building of the
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different applications, the difficulty
level will steadily grow. The book also
introduces you to the Android Studio
IDE, which plays an integral role in
Android Development. It covers Kotlin's
basic programming concepts such as
functions, lambdas, properties, object-
oriented code, safety aspects and type
parameterization, testing, and
concurrency, and helps you write Kotlin
code to production. Finally, you'll be

taken through the process of releasing
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your app on the Google Play Store. You
will also be introduced to other app
distribution channels such as Amazon
App Store. As a bonus chapter, you will
also learn how to use the Google Faces
API to detect faces and add fun
functionalities. What you will learn
Learn the basics of using the Android
Studio IDE and a number of basic
programming concepts in Kotlin Discover
Android development by building Android

apps with Kotlin Uncover some amazing
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features of Kotlin that give it the
upper hand over Java Learn about Kotlin
interoperability with Java Integrate
Crashlytics for crash reporting and
beta testing. Use Google Location
services and understand various APIs
available for getting user location
updates Understand the principles of
networking and communication. Learn
about the usage of third-party
libraries for loading of data Automate

your build process with continuous
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integration tools Who this book is for
If you are completely new to Kotlin or
the Android platform and need to
publish Android applications for fun or
for business purposes, but you have no
clue where to start, then this book 1is
for you. This book is also for advanced
Android developers who want to learn to
use Kotlin instead of/alongside Java
for Android development, although
having some programming experience
would be helpful.
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Build HTML5-based hybrid applications
for Android with a mix of native Java
and JavaScript components, without
using third-party libraries and
wrappers such as PhoneGap or Titanium.
This concise, hands-on book takes you
through the entire process, from
setting up your development environment
to deploying your product to an app
store. Learn how to create apps that
have access to native APIs, such as

location, vibrator, sensors, and the
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camera, using a JavaScript/Java
bridge—and choose the language that
gives you better performance for each
task. If you have experience with HTML5
and JavaScript, you’ll quickly discover
why hybrid app development is the wave
of the future. Set up a development
environment with HTML, CSS, and
JavaScript tools Create your first
hybrid Android project, using Eclipse
IDE Use the WebView control to host
your hybrid application Explore hybrid
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application architecture, including
JavaScript/Java communication Build
single-page applications, using
JavaScript libraries such as Backbone
and Underscore Get optimization tips
and useful snippets for CSS, DOM, and
JavaScript Distribute your application
to Google Play and the Amazon Appstore
How to Think Like a Computer Scientist
Efficient Android App Development
Learn Android App Development

Build Android Apps Quickly and
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Effectively

Beginning C++ Game Programming
Learning Android Game Development
Provides instruction on building Android
apps, including solutions to working with
web services, multitouch gestures,
location awareness, and device features.
Readers gain a strong foundation in Java
programming and the confidence in
technical skills to build working mobile
applications with ANDROID BOOT CAMP FOR
DEVELOPERS USING JAVA: A GUIDE TO CREATING
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YOUR FIRST ANDROID APPS, 3E. Written by an
award-winning technology author, this book
thoroughly introduces Java with an
emphasis on creating effective mobile
applications. The book is ideal for
readers with some programming experience
or those new to Java and Android Studio.
The book’s hands-on tutorial approach
offers step-by-step instruction and
numerous screen shots to guide you through
tasks. Practical callouts, industry tips,
cases and assignments reinforce

understanding of programming logic and
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Java tools for Android. Content is both
relevant for today and focused on
programming principles for the future.
Important Notice: Media content referenced
within the product description or the
product text may not be available in the
ebook version.

Learn the art of making Android games and
turn your game development dreams into
reality About This Book Leverage the
latest features of Android N to create
real-world 2D games Architect a 2D game

from scratch and level up your Android
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game development skill Transition from
developing simple 2D games to 3D games
using basic Java code Who This Book Is For
If you are a mobile developer who has
basic Java programming knowledge, then
this book is ideal for you. Previous
Android development experience is not
needed; however, basic mobile development
knowledge is essential. What You Will
Learn Understand the nuts and bolts of
developing highly interactive and
interesting games for Android N Link the

interface to the code used in games
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through simple methods Interact with the
images on the screen and also learn to
animate them Set and save the game state
and save high scores, hit points, and so
on for your games Get a grasp of various
collision techniques and implement the
bounding box technique Convert your 2D
games to 3D games using Android N Get an
understanding of the process of UI
creation using Android Studio In Detail In
this book, we'll start with installing
Android studio and its components, and

setting it up ready for Android N. We
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teach you how to take inputs from users,
create images and interact with them, and
work with sprites to create animations.
You'll then explore the wvarious collision
detection methods and use sprites to
create an explosion. Moving on, you'll go
through the process of UI creation and see
how to create buttons as well as display
the score and other parameters on screen.
By the end of the book, you will have a
working example and an understanding of a
2D platform game like Super Mario and know

how to convert your 2D games to 3D games.
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Style and approach This easy-to-understand
guide follows a step-by-step approach to
building games, and contains plenty of
graphical examples for you to follow and
grasp quickly, giving you the chance to
implement the concepts practically.

Learn the basics of most favored dynamic
language for application development Key
features Major reorganisation of chapters
with a view to improve comprehension of
concepts involved Comprehensive coverage
of all the concepts of Core Java Simple

language, crystal clear approach, user
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friendly book Concepts are duly supported
by several examples and self explanatory
analogies. DescriptionJava Language is
very popularly used for creating
applications for PC, Laptop, Tablet, Web
and Mobile world Learning a language that
can work on so many different platforms
can be a challenge. This is where you
would find this book immediately useful.
It follows simple and easy narration
style. It doesn't assume any programming
background. It begins with the basics and

steadily builds the pace so that the
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reader finds it easy to handle complex
topics towards the end. Each chapter has
been designed to create a deep and lasting
impression on reader's mind. Object
Oriented Programming has been covered in
detail to give a strong foundation for
Java Programming. Well thought out and
fully working example programs and
carefully crafted exercises of this book,
cover every aspect of Java programming.
What will you learn Data types & Control
Instructions Classes & Objects Arrays &

Strings Inheritance & Polymorphism
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Interfaces, Packages Exception Handling,
Effective IO Multithreading &
Synchronization Generics, Collection
classes, GUI Using Swing Database
Connectivity Using JDBC Who this book is
forThis book will prove to be a "e;must
have"e; for beginners as well as
experienced professionals as it is a
stepping stone for learning Java
technology. Table of contentsl. An
Overview of Java 2. Getting Started 3.
Java Data Types and Instructions 4.

Decision Control Instruction 5. Loop
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Control Instruction6. Case Control
Instruction7. Functions8. Advanced
Features of Functions9. Introduction to
OOP10. Classes and Objectsll. Arraysl2.
Strings and Enumsl3. Inheritancel4.
Polymorphisml5. Exception Handlinglé6.
Effective Input/ Outputl7. Multithreading
In Javal8. Genericsl9. Collection
Classes20. User Interfaces2l1l. JDBC22.
Index About the authorYashavant Kanetkar
Through his books and Quest Video Courses
on C, C++, Java, Python, Data Structures,

.NET, IoT, etc. Yashavant Kanetkar has
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created, molded and groomed lacs of IT
careers in the last three decades.
Yashavant's books and Quest wvideos have
made a significant contribution in
creating top—notch IT manpower in India
and abroad. Yashavant's books are globally
recognized and millions of
students/professionals have benefitted
from them. Yashavant's books have been
translated into Hindi, Gujarati, Japanese,
Korean and Chinese languages. Many of his
books are published in India, USA, Japan,

Singapore, Korea and China. Yashavant is a
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much sought after speaker in the IT field
and has conducted seminars/workshops at
TedEx, IITs, IIITs, NITs and global
software companies. Yashavant has been
honored with the prestigious
"e;Distinguished Alumnus Award"e; by IIT
Kanpur for his entrepreneurial,
professional and academic excellence. This
award was given to top 50 alumni of IIT
Kanpur who have made a significant
contribution towards their profession and
betterment of society in the last 50

years. In recognition of his immense
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contribution to IT education in India, he
has been awarded the "e;Best .NET
Technical Contributor"e; and "e;Most
Valuable Professional"e; awards by
Microsoft for 5 successive years.
Yashavant holds a BE from VJTI Mumbai and
M.Tech. from IIT Kanpur. Yadhavant's
current affiliations include being a
Director of KICIT Pvt Ltd. And KSET Pvt
Ltd. His Linkedin profile:
linkedin.com/in/yashavant-kanetkar—-9775255
Learn Java for Android Development

Android App Development in Android Studio
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Learn Android Studio 4

An Introduction to Real-World Programming
with Java

Build Android apps using the popular and efficient
Android Studio 3 suite of tools, an integrated
development environment (IDE) with which Android
developers can now use the Kotlin programming
language. With this book, you’ll learn the latest and
most productive tools in the Android tools ecosystem,
ensuring quick Android app development and minimal
effort on your part. Along the way, you’ll use Android
Studio to develop apps tier by tier through practical

examples. These exangpleg)/lcogver core Android topics
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such as Activities, Intents, BroadcastReceivers,
Services and AsyncTask. Then, you’ll learn how to
publish your apps and sell them online and in the
Google Play store. What You’ll Learn Use Android
Studio 3 to quickly and confidently build your first
Android apps Build an Android user interface using
activities and layouts, event handling, images, menus
and the action bar Incorporate new elements including
fragments Learn how data is persisted Use Kotlin to
build apps Who This Book Is For Those who may be new
to Android Studio 3 or Android Studio in general. You
may or may not be new to Android development in

general. Some prior eprerli(%llvlgse with Java is also
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recommended.

If you know HTML, CSS, and JavaScript, you already
have the tools you need to develop Android
applications. This hands-on book shows you how to use
these open source web standards to design and build
apps that can be adapted for any Android device --
without having to use Java. You'll learn how to create
an Android-friendly web app on the platform of your
choice, and then convert it to a native Android app with
the free PhoneGap framework. Discover why device-
agnostic mobile apps are the wave of the future, and
start building apps that offer greater flexibility and a

broader reach. Learn the basics for making a web page
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look great on the Android web browser Convert a
website into a web application, complete with progress
indicators and more Add animation with jQTouch to
make your web app look and feel like a native Android
app Take advantage of client-side data storage with
apps that run even when the Android device is offline
Use PhoneGap to hook into advanced Android features
-- including the accelerometer, geolocation, and alerts
Test and debug your app on the Web under load with
real users, and then submit the finished product to the
Android Market This book received valuable community
input through O'Reilly's Open Feedback Publishing
System (OFPS). Learn more at
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http://labs.oreilly.com/ofps.html.

Android Programming: The Big Nerd Ranch Guide is an
introductory Android book for programmers with Java
experience. Based on Big Nerd Ranch's popular Android
Bootcamp course, this guide will lead you through the
wilderness using hands-on example apps combined
with clear explanations of key concepts and APIs. This
book focuses on practical techniques for developing
apps compatible with Android 4.1 (Jelly Bean) and up,
including coverage of Lollipop and material design.
Write and run code every step of the way, creating
apps that integrate with other Android apps, download

and display pictures frgagnz fogﬁogveb, play sounds, and

learning-java-by-building-android-games



more. Each chapter and app has been designed and
tested to provide the knowledge and experience you
need to get started in Android development. Big Nerd
Ranch specializes in developing and designing
innovative applications for clients around the world.
Our experts teach others through our books,
bootcamps, and onsite training. Whether it's Android,
I0S, Ruby and Ruby on Rails, Cocoa, Mac OS X,
JavaScript, HTML5 or UX/UI, we've got you covered. The
Android team is constantly improving and updating
Android Studio and other tools. As a result, some of the
instructions we provide in the book are no longer

correct. You can find an addendum addressing
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breaking changes at: https://github.com/bignerdranch/
AndroidCourseResources/raw/master/2ndEdition/Errata/
2eAddendum.pdf.
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