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Wouldn't it be dreamy if there
were a book on developing Android
apps that was easier to understand

than the space shuttle flight manual? T
guess it's just a fantasy...
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Dawn Griffiths

Dawn Griffiths started life as a mathematician at
a top UK university, where she was awarded a first-
class honors degree in mathematics. She went on to
pursue a career in software development and has over
20 years’ experience working in the I'T industry.

Before writing Head First Android Development, Dawn
wrote three other Head First books (Head Furst Statistics,
Head Furst 2D Geometry, and Head First C). She also
created the video course The Agile Sketchpad with her
husband, David, to teach key concepts and techniques
in a way that keeps your brain active and engaged.

When Dawn’s not working on Head First books or
creating videos, you’ll find her honing her Tai Chi skills,
reading, running, making bobbin lace, or cooking. She
particularly enjoys spending time with her wonderful
husband, David.

David Griffiths began programming at age 12,
when he saw a documentary on the work of Seymour

Papert. At age 15, he wrote an implementation of
Papert’s computer language LOGO. After studying
pure mathematics at university, he began writing code
for computers and magazine articles for humans. He’s
worked as an Agile coach, a developer, and a garage
attendant, but not in that order. He can write code

in over 10 languages and prose in just one, and when
not writing, coding, or coaching, he spends much

of his spare time traveling with his lovely wife—and
coauthor—Dawn.

Before writing Head First Android Development, David
wrote three other Head First books—Head First Rails,
Head First Programming, and Head First G—and created
The Agile Sketchpad video course with Dawn.

You can follow us on Twitter at https://twitter.com/
HeadFirstDroid and visit the book’s website at https://
tnyurl.com/HeadFurstAndroid.
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Intro
Your brain on Android. Here you are trying to learn something, while

here your brain is, doing you a favor by making sure the learning doesn't stick. Your
brain’s thinking, “Better leave room for more important things, like which wild
animals to avoid and whether naked snowboarding is a bad idea” So how do you

trick your brain into thinking that your life depends on knowing how to develop

Android apps?
Authors of Head First Android Development v
Who is this book for? XXX
We know what you're thinking xxx1
We know what your brain is thinking Xxx1
Metacognition: thinking about thinking xxxiil
Here’s what WE did XXXV
Read me XXXVI
The technical review team XXXVl
I wonder how Acknowledgments XXXIX
I can frick my brain Safari® Books Online x1

into remembering
this stuff...

Vi

www.EBooksWorld.ir



table of contents

getting started
Diving In

Android has taken the world by storm.

Everybody wants a smartphone or tablet, and Android devices are hugely popular. In
this book, we’ll teach you how to develop your own apps, and we’ll start by getting
you to build a basic app and run it on an Android Virtual Device. Along the way, you'll
meet some of the basic components of all Android apps, such as activities and

layouts. All you need is a little Java know-how...
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building interactive apps
Apps That Do Something

Most apps need to respond to the user in some way.

In this chapter, you'll see how you can make your apps a bit more interactive. You'll
learn how to get your app to do something in response to the user, and how to get
your activity and layout talking to each other like best buddies. Along the way, we’ll
take you a bit deeper into how Android actually works by introducing you to R, the

hidden gem that glues everything together.

Let’s build a Beer Adviser app 38
Create the project 40
Layout> l
We've created a default activity and layout 41
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Layout P Add a button using the design editor 43
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Hardcoding text makes localization hard 50
o Create the String resource 51
Activity ) )
Use the String resource in your layout 52
The code for activity_find_beer.xml 53
Add values to the spinner 56
Add the string-array to strings.xml 57
Test drive the spinner 58
BeerExpert We need to make the button do something 59
Make the button call a method 60
What activity code looks like 61
Add an onClickFindBeer() method to the activity 62
onClickFindBeer() needs to do something 63
Once you have a View, you can access its methods 64
Update the activity code 65
The first version of the activity 67
What the code does 68
Build the custom Java class 70
What happens when you run the code 74
Test drive your app 75
Your Android Toolbox 76
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