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UNIT - 1I

INTRODUCTION TO ANDROID



2.1 Overview of Android

Android is a mobile operating system that is based on a modified version
of Linux. It was originally developed by Andy Rubin who has been credited
as the father of the android platform. His company Android Inc., was
acquired by the Google in 2005 and took over its development work as
well as its development team.

Google wanted Android to be open and free, hence the Android code was
released as the open source.

Simply, Android is a combination of:
* Afree, open-source operating system for mobile devices
* An open-source development platform for creating mobile applications



2.2 Open Handset Alliance

 The Open Handset Alliance (OHA) was formed in November 2007, which is a group
of more than 50 technology companies including handset manufacturers, chip
manufacturers, software developers and service providers that introduced
Android, an open source mobile phone operating system.

e Some of the well known mobile technology companies like Motorola, HTC, T-
Mobile, and Qualcomm are members of OHA, however, several major companies
and manufacturers are absent from the alliance, including Nokia, Symbian, Apple,
RIM(Research In Motion’s), Microsoft, Verizon and Cingular.






Introduction to Android

How to write Applications?
- Apps are mostly written in Java.
- Compiled to Dalvik (dex) code
Each App runs:
- On Dalvik VM
- Separate process

Why Dalvik?
- Memory Optimized (Jar 113 KB to Dex 20 KB)
- Avoid paying money to Sun (Oracle)

Why not directly convert Java to Dex?
- Use 3rd party Java libraries



Java Source Code--—>Java Byte Code-—=>Java Executeble code

In Android::
Java Source Code—>Java Byte Code—> Dalvik Byte Code—>
Dalvik Executeable Code



2.3 What does Android run On

The first Android mobile handset, the T-Mobile G1, was released in the United
States in October 2008 was developed by handset manufacturer HTC with
service provided by T-mobile. By the end of 2009 over 20 Android-compatible
handsets had been launched or announced in more than 26 countries on 32
different carrier networks.

Today, Android devices come in all shapes and sizes. The Android OS powers
the following types of the devices:

* Smartphones

* Tablets

* E-reader devices
* Netbooks
 MP4 players

* Internet TVs



2.4 Why Android for mobile apps development?

* Android has many innovative features as:

* Free and Open Source
e Familiar and inexpensive Development Tools:
* Enabling Development of powerful applications

No Costly Obstacles to Publication
* A “Free Market” for Applications



2.5 Environment setup for Android apps Development

e To get started, you’ll need to download and install the following:

» Java Development Kit (JDK) 5 or above
www.oracle.com/technetwork/java/javase/downloads/index.htm

The Android SDK
http://developerandroid.com/sdk/index.html

* Eclipse (Optional)
www.eclipse.org/downloads/



http://www.oracle.com/technetwork/java/javase/downloads/index.htm
http://developer.android.com/sdk/index.html
http://www.eclipse.org/downloads/

2.6 Android: Framework, SDK

2.6.1 Android Framework

In order to understand how Android works, we required to learn about the
framework of the Android, following figure shows the various layers that make the
framework of the Android operating system.

The Android OS framework is consist of five sections arranged in four layers:

Applications

Monitor Confirmation
Application Screen

Dalvik Virtual
Machine

Linux Kernel

- Flash Mem




2.6 Android: Framework, SDK

2.6.1 Android Framework

1) Linux kernel: The Core services including hardware drivers, process and memory
management, security, network, and power management are handled by a Linux kernel.
The kernel also provides an abstraction layer between the hardware and the remainder
of the stack. Android was created on the open source kernel of Linux. One main reason for
choosing this kernel was that it provided proven core features on which to develop the
Android operating system. The features of Linux kernel are:

1.Security:

The Linux kernel handles the security between the application and the system.
2.Memory Management:

It efficiently handles the memory management thereby providing the freedom
to develop our apps.
3.Process Management:
It manages the process well, allocates resources to processes whenever they need
them.
4.Network Stack:
It effectively handles the network communication.
5.Driver Model:

It ensures that the application works. Hardware manufacturers can build their drivers
into the Linux build.



2)Libraries: Android libraries run on top of the kernel, Android include
various C/C++ core libraries such as libc ( c library)and SSL, as well as:

A media library for playback of audio and video media

— A surface manager to provide display management
— Graphics libraries that include SGL (scalable graphics library) for 2D picture
engine and OpenGL for 3D graphics

— SQLite for native database support
— SSL and WebKit for integrated web browser and Internet security

3) Android run time: Including the core libraries and the Dalvik virtual machine,
the Android run time is the engine that powers your applications and, along with
the libraries, forms the basis for the application framework.

It is the third section of the architecture. It provides one of the key components
which is called Dalvik Virtual Machine. It acts like Java Virtual Machine which is
designed specially for Android. Android uses it’s own custom VM designed to
ensure that multiple instances run efficiently on a single device.

The Delvik VM uses the device’s underlying Linux kernel to handle low-level
functionality,including security,threading and memory management.



2.6 Android: Framework, SDK

2.6.1 Android Framework

4) Application framework The application framework provides the classes used
to create Android applications. It also provides a generic abstraction for
hardware access and manages the user interface and application resources. Some
of these interfaces include:
Activity Manager:
It manages the activity lifecycle and the activity stack.
Telephony Manager:
It provides access to telephony services as related subscriber information, such
as phone numbers.
View System:
It builds the user interface by handling the views and layouts.
Location manager:
It finds the device’s geographic location.
5) Application layer All applications, both native and third-party, are built on
the application layer by means of the same API libraries. The application layer
runs within the Android run time, using the classes and services made available

from the application framework.



2.6 Android: Framework, SDK

e 2.6.2 Android SDK

In order to build an android application, it is required to download Android
Software Development Kit (SDK). The Android SDK includes everything you need to
start developing, testing, and debugging Android applications. The Android SDK
consist of:

— The Android APIs

— Development tools

— The Android Virtual Device Manager and Emulator
— Full documentation

— Sample code

— Online support (developerandroid.com)



2.7 What is an Emulator / Android AVD

The Android Emulator is a fully interactive Android device emulator featuring

several alternative skins. The emulator runs within an Android Virtual Device that
simulates the device hardware configuration.

Using the emulator you can see how your applications will look and behave on a
real Android device.



2.8 Android Emulation — Creation and set up

e STEP 1: Select Window = Android Virtual Device Manager.

&Y Java - ADT = | Ee I-&-l“

File Edit Refactor MNavigate Search Project Run Help

- .L & @ M e i New Window
- - S ~ | X dew Editor facc o= | [zeq._j g e '|
| Hide Toclbar
5= Outline 53 = jmm.
i > pe s 2
Open Rerspective An outline is not available.
Show View >

Customize Perspective...
Save Perspective As...
Reset Perspective...
Close Perspective

Close All Perspectives
Navigation >

Android SDK Manager

li& Android Virtual Device Manager [
[~*|  Run Android Lint >
Preferences

El Conscle 323 553 LogCat ol 2B~ ~= 8




2.8 Android Emulation — Creation and set up

e STEP 2: In the Android Virtual Device Manager dialog , click the New... button to
create a new AVD.

Android Virtual Device Manager EI@

i Android Virtual Devices i| Device Definitions

List of existing Android Virtual Devices located at ChUsers\Mayur.android\avd

AVD Mame Target Mame Platfor... APILe.. CPLU/AEI Mew...

Mo AVD available

l Refresh I

o Avalid Android Virtual Device, A repairable Android Virtual Device,
20 An Android Virtual Device that failed to load, Click 'Details' to see the error.




2.8 Android Emulation — Creation and set up

 STEP 3: In the Create new Android Virtual Device (AVD) dialog, enter the items as
shown in Figure and Click the OK button when you are done.

[ ¥ Create new Android Virtual Device (AVD) [(E] J
ANVD Mame: test
Device: | Mexus 5 (4.95", 1080 = 1920: xochdpi) ~ |
Target: | Android 4.4.2 - API Level 13 ~ |
CPU/ABL | ARM (armeabi-v7a) ~ |
Keyboard: | Hardware keyboard present
Skin: | wvGA800 ~ |
Front Camera: |Er‘r1u|ated Tl
Back Camera: |Er‘r1u|ated Tl
Memory Options: | papg [ 1024 VM Heap: 64

Internal Storage: -

200 MIE ‘-'l
SO Card:

@) Sizes 50 |MiEI -

FI | [ =+ 3 ro I

SO S B LT Snapshot Use Host GPLU

CHEC | | Cancel




2.8 Android Emulation — Creation and set up

e STEP 4: Once your AVD has been created, it is time to test it. Select the AVD that you
want to test and click the Start... button.

Android Virtual Device Manager E@

Android Virtual Devices | Device Definitions

List of existing Android Virtual Devices located at Ch\Users\Mayurt.androidiavd

AVD Mame Target Mame Platfor.. APILe.. CPU/ABI
fa test Android 4.4.2 442 19 ARM (armeabi-v7a)

Edit...

Delete...

i

Repair...

Details...

Start...

[ Starts i

J

Refresh

+" Awvalid Android Virtual Device, A repairable Android Yirtual Device,
20 An Android Virtual Device that failed to load. Click 'Details' to see the error.




2.8 Android Emulation — Creation and set up
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2.9 Android Project Framework

 Before we start our first Android Hello World application, its time to understand
the Android project framework and examine all the parts that make everything
work.

* First, note the various files and folders in Project Explorer that make up an
Android project.

* src
* gen

 Android 4.0 library

e assets

* bin

* AndroidManifest.xml



2.10 First Android Application

 STEP 1: Using Eclipse, create a new project by selecting File = New = Android
Application Project . . .

@ Java - ADT l—-_cr ”—E

File | Edit Refactor Navigate Search Project Run Window Help

New AltsShift=N » Java Project 1 Lo

Cpen File... Android Application Preject Quick Access

= = [  Project..

Close Ctri+W = O— 2 &
| o= Outline 3

Close All Ctrl+Shift+\W | 85 ' Pack 4o ,

> il = AeKage An cutline is not available.
5 T & Class
Save Ctri=5
B €3 Interface
20VE M5
Ctrl+Shift+S G | Enum
@ Annoctatiocn
&% Source Folder
Move. 421 Java Working Set
= (% Folder
ES | File
Cenvert Line Delimiters Te > % Untitled Text File
Print... Ctri+P lai  Android XML File
- ) E7  JUnit Test Case
Switch Werkspace | =5
Restart Y Example..,
E\':ﬂ Import... \=4 COther... Ctrl+ N
g2y Export..
Properties Alt+Enter

1 MainActivityjave [TextEx/src/com/..]

2 HaikuDisplay.java [AndreidLove/src/...]

3 fragment_haiku_display.xml [Android...] w ol =% B~
= i | 4 E

4 MainActivity java [MyData/src/com/...]

Exit




2.10 First Android Application

e STEP 2: In New Android Application dialog, enter Application Name as Hello World
and click on Next Button...

P o

(Q) Mew Android Application

0)

Ds

New Android Application

£, The prefix 'com.example.’ is meant as a placehelder and zhould not be uzed

Application Name:® Hellc World
Project Name:@ HelleWorld

Package Name:®& com.example.helloworld

Minimum Required SDK:OLAPIB: Android 2.2 (Froye) v l
Target SDK:@I,@Q: Andreid 4.4 (KitKat) v l

Compile With:®| API 19: Andreid 4.4 (KitKat) v|
Theme:“‘Néne "

'\?, < Bach | Next = Finish Cancel




2.10 First Android Application

e STEP 3: In New Android Application (configure project) dialog, click on Next
Button....

lﬂ') Mews Android Application — |IEI @

New Android Application :
Configure Project | \ !

|| Create custom launcher icon

[ Create activity
Mark this project as a library

| Create Project in Workspace

ChUsers\MayuriworkspaceiHelloWorld

Warking sets

Add project to working sets

'f?j' < Back || Best =

Finish Cancel




2.10 First Android Application

STEP 4: In New Android Application (configure Launcher Icon) dialog, you can
specify your own launching icon by providing path of image in Image File after
making click on Browse Button, along with that you can also specify Foreground
scaling, Shape and Background color of the application icon. After selecting
appropriate setting click on Next button..

&Q) New Android Application — 1 (=] @
Configure Launcher Icon
Configure the attributes of the icon set ’ )
Preview:
Foreground: Ilmage “ Clipart “ Text | mdpi:
Image File: launcher_icon Browse...’ I\ . ’U
hdpi:
V| Trim Surrcunding Blank Space -
Additional Padding: “ [ {7 U
< (11 r 0%
- ~ xhdpi:
Foreground Scaling: ‘ Center|
Shape I None [ Square H Circle | “ > u
Background Cclor:E {
xxhdpi:
i
‘?’ < Back H Next = ]‘ E Cancel ‘




2.10 First Android Application

STEP 5: In New Android Application (Create Activity) dialog, select Blank Activity
and click on Next Button.

&3 Mew Android Application = H»I E
Create Activity 4 ’ )
Select whether te create an activity, and if so, what kind of activity, c\"
[V] Create Activity
Blank Activi
Fullscreen Activity
Master/Detail Flow

Blank Activity

Creates a new blank activity, with an acticn bar and opticnal navigaticnal elements such as tabs or horizontal swipe,




2.10 First Android Application

e STEP 6: In New Android Application (Blank Activity) dialog, enter Activity Name as
HelloWorld_Activity and click on Finish Button.

(&3 New Android Application =R EcE =
Blank Activity :
Creates a new blank activity, with an action bar and optional navigational elements such as tabs or ) )
horizontal swipe. —

(-vavvv\




2.10 First Android Application

 STEP 7: The Eclipse IDE should now look like below figure.

File Edit Refactor WNavigate

s I T T, T e Sy e e
Quick Access | By |
| 1J] HelloWorld_Activityjava | [cl| fragment_hello_worldxml £2 | S O | BE Outline &3 el =
4« Palette — : 4 [11] RelativeLayout
@ Palette - [ - | Nexus One | B - l or AppTheme | @ PlaceholderFragment ~ | BB TextView - "Helfo world!’
(- Form Widgets || ® «| dw1e ~

Testview Large Medium sman

Button  Small OFF

fiatia] » |

EE) @ & - ([EE Qaalae®

-

+ CheckBox '@ RadioButton
Checked TextView W

Spinner

Sub ltem -
(] Text Fields

() Layouts

|| Composite

| Images & Media

{1 Time & Date
(] Transitions

< | " ]

B Properties 3o | 13, | B2 | @ & |

<No properties>

) Advanced
) Other =
(1 Custom & Library Views < »
{ Graphical Layoutl = fragment_hello_world.xmlI v
fr.. Problems @ Jav [z, Declaration Bl Console $3 &1 LogCat 5" 5§| e E-rYy= 0
Android

[2014-12-14 18:24:51 - appcompat_v7_8] WARNING: unable to write jarlist cache file C:\Users\Mayur\workspacel\appcompat_v7_8\bin\jarlist.cache «
[2814-12-14 18:24:51 - appcompat_v7_8] WARNING: unable to write jarlist cache file C:\Users\Mayur\workspace\appcompat_v7_8\bin\jarlist.cache

I 77I‘+1 of 208M |l - Android SDK Content Loader
T —— D] p— T — W - =y




4 APPLICATIONS COMPONENT

Application components are the essential building blocks of an Android
application. These components are loosely coupled by the application
manifest file AndroidManifest.xml that describes each component of the
application and how they interact. There are following four main
components that can be used within an Android application:

« Components Description
1) Activities: They dictate the Ul and handle the
user interaction to the smartphone screen

An activity represents a single screen with a user interface,in-
short Activity performs actions on the screen. For example, an
email application might have one activity that shows a list of
new emails, another activity to compose an email, and
another activity for reading emails. If an application has more
than one activity, then one of them should be marked as the
activity that is presented when the application is launched.

An activity is implemented as a subclass of Activity class as
follows -

public class MainActivity extends Activity



2) Services: They handle background processing
associated with an application.

A service is a component that runs in the background to perform long-
running operations. For example, a service might play music in the
background while the user is in a different application, or it might
fetch data over the network without blocking user interaction with
an activity.

A service is implemented as a subclass of Service class as follows :

public class MyService extends Service



3) Broadcast Receivers: They handle communication between

Android OS and applications

Broadcast Receivers simply respond to broadcast messages from

other applications or from the system. For example,
applications can also initiate broadcasts to let other
applications know that some data has been downloaded to
the device and is available for them to use, so this is broadcast
receiver who will intercept this communication and will
initiate appropriate action.

broadcast receiver is implemented as a subclass of
BroadcastReceiver class and each message is broadcaster as
an Intent object.

public class MyReceiver extends BroadcastReceiver

{

public void onReceive(context,intent){}

}



»There are following two important steps to make BroadcastReceiver
works for the system broadcasted intents -

1)Creating the Broadcast Receiver.

2) Registering Broadcast Receiver

»There is one additional steps in case you are going to implement your
custom intents then you will have to create and broadcast those intents.
Creating the Broadcast Receiver

» A broadcast receiver is implemented as a subclass of BroadcastReceiver
class and overriding the onReceive() method where each message is
received as a Intent object parameter.

public class MyReceiver extends BroadcastReceiver

{

@Override public void onReceive(Context context, Intent intent)

{
Toast.makeText(context, "Intent Detected.", Toast.LENGTH_LONG).show();

}
}



Registering Broadcast Receiver

An application listens for specific broadcast intents by registering a
broadcast receiver in AndroidManifest.xml file. Consider we are going to
register MyReceiver for system generated event
ACTION_BOOT_COMPLETED which is fired by the system once the Android
system has cocompleted the boot process.

Registers for Intents to Observe

w00 TR

Broadcast

Android _
Receilver

System

\/

Gets Notification when Intents Occur




<application android:icon="@drawable/ic_launcher"

android:label="@string/app_name" android:theme="@style/AppTheme" >
<receiver android:name="MyReceiver">

<intent-filter>
<action android:name="android.intent.action.BOOT_COMPLETED">
</action>
</intent-filter>
</receiver>
</application>

Now whenever your Android device gets booted, it will be intercepted by

BroadcastReceiver MyReceiver and implemented logic inside onReceive() will
be executed.



1.android.intent.action.BATTERY_CHANGED

Sticky broadcast containing the charging state, level, and other information
about the battery.

2 android.intent.action.BATTERY_LOW

Indicates low battery condition on the device.

3 android.intent.action.BATTERY_OKAY

Indicates the battery is now okay after being low.

4 android.intent.action.BOOT_COMPLETED

This is broadcast once, after the system has finished booting.

5 android.intent.action.BUG_REPORT

Show activity for reporting a bug.

6 android.intent.action.CALL

Perform a call to someone specified by the data.

7 android.intent.action.CALL_BUTTON

The user pressed the "call" button to go to the dialer or other appropriate Ul
for placing a call.

8 android.intent.action.DATE_CHANGED

The date has changed.

9 android.intent.action.REBOOT

Have the device reboot.



4) Content Providers : They handle data and database
management issues

A content provider component supplies data from one application to others
on request. Such requests are handled by the methods of the ContentResolver
class. The data may be stored in the file system, the database or somewhere
else entirely.

A content provider is implemented as a subclass of ContentProvider class and
must implement a standard set of APIs that enable other applications to
perform transactions.

public class MyContentProvider extends ContentProvider
{public void onCreate(){} }



2.10 Additional Components

Components Description

Fragments: Represent a behavior or a portion of user interface in
an Activity.

Views: Ul elements that are drawn onscreen including buttons,

lists forms etc.
Layouts: View hierarchies that control screen format and
appearance of the views.

Resources: External elements, such as strings, constants and
drawable pictures.

Manifest: Configuration file for the application.



First Android Application

MNew Android Application
A The prefoc 'com.example.' is meant as a placeholder and should not be used

Application Mame:0 HelloWorld]
Project Mame: 0 HelloWorld

Package Mame:t com.example.helloworld

Build SDK: 0 Andreid 4.1 (AP116)

Minimum Required SDK: 0| API&: Android 2.2 (Freyo)

[¥] Create custom launcher ican
~ 1 Mark this project as a library
[] Create Project in Workspace

Locatior Chworkspace\HelloWorld | Bramase. ..

(] The application name is shown in the Play Store, as well as in the Manage Application list in Settings.

Einish : | Cancel |
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Anatomy of Android Application

-

iI® Package Explorer I3
- L= HelloWeorld

- B src < = 1 l
- 33 com.example.heilloworid
- (7] MainActivity.java
- O MainActivity
<. onCreate(Bundle) - v oid
@, onCreateOptionsMenu{Menu) - boolean
a == gen [Generated jJava Files) €
« £ com.example. helloworid
(4] BuildConfig.java
1] Ryjava
=, Android 41
=y Android Dependencies
h’_&

i

assets

e bin -
= libs
- T res
» drawable-hdpi <
— drawable-ldp:
drawable-mdpi
- drawable-xhdp:
fayout €
2 activity_mainaoaml
a — menu
2 activity_maimnm.xcml
a = values <<
< dimensxrmil
<1 stnings.oml
2 stylesosanml
= wvalues-large
= wvalues-vl11l

I

701

A
|

U B

— values-vl1ld4
1 AndrodManifestoonm! <<
- ic_launcher-web.png
| proguard-project.txt
] project.properties

g



m Folder, File & Description

Src

This contains the .java source files for your project. By default, it
includes anMainActivity.java source file having an activity class that runs
when your app is launched using the app icon.

Gen

This contains the .R file, a compiler-generated file that references all the resources found in
your project. You should not modify this file.

Bin

This folder contains the Android package files .apk built by the ADT

during the build process and everything else needed to run an Android
application.

res/drawable-hdpi
This is a directory for drawable objects that are designed for highdensity
screens.

res/layout
This is a directory for files that define your app's user interface.

res/values
This is a directory for other various XML files that contain a collection of
resources, such as strings and colors definitions.

AndroidManifest.xml
This is the manifest file which describes the fundamental characteristics
of the app and defines each of its components.



The AndroidManifest.xml file

»The AndroidManifest.xml file contains information of your

package, including components of the application such as

activities, services, broadcast receivers, content providers etc.

» It performs some other tasks also:

1. Itis responsible to protect the application to access any
protected parts by providing the permissions.

2. It also declares the android api that the application is going
to use.

»It lists the instrumentation classes. The instrumentation

classes provides profiling and other informations. These

informations are removed just before the application is

published etc.

»This is the required xml file for all the android application and
located inside the root directory.



A simple AndroidManifest.xml file looks like this:

<manifest xmins:android="http://schemas.android.com/apk/res/android"
package="com.javatpoint.hello"
android:versionCode="1"
android:versionName="1.0" >

<uses-sdk
android:minSdkVersion="8"
android:targetSdkVersion="15" />

<application
android:icon="@drawable/ic_launcher"
android:label="@string/app_name"
android:theme="@style/AppTheme" >
<activity
android:name=".MainActivity"
android:label="@string/title_activity_main" >
<intent-filter>
<action android:name="android.intent.action.MAIN" />

<category android:name="android.intent.category.LAUNCHER" />
</intent-filter>
</activity>
</application>

</manifest>



Elements of the AndroidManifest.xml file

<manifest>
manifest is the root element of the AndroidManifest.xml file. It has package attribute
that describes the package name of the activity class.

<application>

application is the subelement of the manifest. It includes the namespace declaration.
This element contains several subelements that declares the application component
such as activity etc.

The commonly used attributes are of this element are icon, label, theme etc.
android:icon represents the icon for all the android application components.
android:label works as the default label for all the application components.
android:theme represents a common theme for all the android activities.

<activity>

activity is the subelement of application and represents an activity that must be
defined in the AndroidManifest.xml file. It has many attributes such as label, name,
theme, launchMode etc.

android:label represents a label i.e. displayed on the screen.

android:name represents a name for the activity class. It is required attribute.



<intent-filter>

intent-filter is the sub-element of activity that describes the type
of intent to which activity, service or broadcast receiver can
respond to.

<action>
It adds an action for the intent-filter. The intent-filter must have
at least one action element.

<category>
It adds a category name to an intent-filter.



Android R.java file

» Android R.java is an auto-generated file by aapt (Android
Asset Packaging Tool) that contains resource IDs for all the
resources of res/ directory.

»The gen/com.example.helloworld/R.java file is the glue
between the activity Java files likeMainActivity.java and the
resources like strings.xml. It is an automatically generated file
and you should not modify the content of the R.java file.

»If you create any component in the activity main.xml file, id
for the corresponding component is automatically created in this
file. This id can be used in the activity source file to perform any
action on the component.



Let's see the android R.java file. It includes a lot of static nested classes such as

menu, id, layout, attr, drawable, string etc.
package com.example.helloandroid;

public final class R {
public static final class attr {
}
public static final class drawable {
public static final int ic_launcher=0x7f020000;
}
public static final class id {
public static final int menu_settings=0x7f070000;
}
public static final class layout {
public static final int activity _main=0x7f030000;
}
public static final class menu {
public static final int activity_main=0x7f060000;
}
public static final class string {
public static final int app_name=0x7f040000;
public static final int hello_world=0x7f040001;
public static final int menu_settings=0x7f040002;
}
public static final class style {
public static final int AppBaseTheme=0x7f050000;
/** Application theme.
All customizations that are NOT specific to a particular API-level can go here.
*/
public static final int AppTheme=0x7f050001;
}



The Layout File

The activity_main.xml is a layout file available in res/layout directory that is
referenced by your application when building its interface. You will modify this file
very frequently to change the layout of your application. For your "Hello World!"
application, this file will have following content related to default layout:

<RelativeLayout xmlns:android="http://schemas.android.com/apk/res/android"
xmins:tools="http://schemas.android.com/tools"
android:layout_width="match_parent"
android:layout_height="match_parent" >

<TextView

android:layout_width="wrap_content"

android:layout_height="wrap_content"
android:layout_centerHorizontal="true"
android:layout_centerVertical="true"
android:padding="@dimen/padding_medium"
android:text="@string/hello_world"
tools:context=".MainActivity" />

</RelativelLayout>



The Strings File

The strings.xml file is located in the res/values folder and it contains all the
text that your application uses. For example, the names of buttons, labels,
default text, and similar types of strings go into this file. This file is

responsible for their textual content. For example, a default string file will
look like as following file:

<resources>
<string name="app_name">HelloWorld</string>
<string name="hello_world">Hello world!</string>
<string name="menu_settings">Settings</string>
<string name="title_activity_main">MainActivity</string>
</resources>



The Main Activity File

The main activity code is a Java file MainActivity.java. This is the actual
application file which ultimately gets converted to a Dalvik executable and
runs your application.

Following is the default code generated by the application wizard for Hello
World! application -

package com.example.helloworld;

import android.support.v7.app.AppCompatActivity;
import android.os.Bundle;

public class MainActivity extends AppCompatActivity
{

@Override protected void onCreate(Bundle savedinstanceState)
{

super.onCreate(savedinstanceState);
setContentView(R.layout.activity _main);

}
}



onCreate(Bundle savedinstanceState) Function in Android:

»When an Activity first call or launched then onCreate(Bundle savedlnstanceState) method
is responsible to create the activity.

»When ever orientation(i.e. from horizontal to vertical or vertical to horizontal) of activity
gets changed or when an Activity gets forcefully terminated by any Operating System then
savedlnstanceState i.e. object of Bundle Class will save the state of an Activity.

» After Orientation changed then onCreate(Bundle savedInstanceState) will call and
recreate the activity and load all data from savedInstanceState.

»Basically Bundle class is used to stored the data of activity whenever above condition
OoCcur in app.

»onCreate() is not required for apps. But the reason it is used in app is because that
method is the best place to put initialization code.

»You could also put your initialization code in onStart() or onResume() and when you app
will load first, it will work same as in onCreate().



