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Preface

Android is a mobile operating system developed by Google, based on the Linux kernel and designed primarily for touchscreen
mobile devices such as smartphones and tablets. Android’s user interface is mainly based on direct manipulation, using touch
gestures that loosely correspond to real-world actions, such as swiping, tapping and pinching, to manipulate on-screen objects,
along with a virtual keyboard for text input.

In addition to touchscreen devices, Google has further developed Android TV for televisions, Android Auto for cars, and Android
Wear for wrist watches, each with a specialized user interface. Variants of Android are also used on notebooks, game consoles,
digital cameras, and other electronics.

Android has the largest installed base of all operating systems of any kind. Android has been the best selling OS on tablets since
2013, and on smartphones it is dominant by any metric. (Source: https://en.wikipedia.org/wiki/Android_(operating_system))

In this ebook, we provide a compilation of Android programming examples that will help you kick-start your own web projects.
We cover a wide range of topics, from Services and Views, to Google Maps and Bluetooth functionality. With our straightforward
tutorials, you will be able to get your own projects up and running in minimum time.



https://en.wikipedia.org/wiki/Android_(operating_system
Zubair Akrami
Highlight
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Chapter 1

Android Tutorial For Beginners

There are lots of reasons why more and more people are interested in learing how to be able to develop Android applications.
Unarguably, Android is the most popular mobile operating system, with almost 2 billion devices activated and it offers a unified
approach to application development for mobile devices.

That means, that developers need only develop for Android, and their applications will be able to run on different devices powered
by Android. This particular asset gives Android endless possibilites! This means that and application that is designed to work on
mobile phone devices can be also transfered to Android powered TV sets or Android Car systems.

This is why, Android is an exciting space to make apps that can help you in every aspect of your life, can help you communicate,
organize, educate, entertain or just to make your life easier in every device that they might run on!

In this special example, we are going to set our Android Development Studio IDE, make our very first Android application
and discover the Android Development world in the easiest possible way.

The mobile development world can be very fun, because the direct results we see when creating our own application, can be
highly motivating and rewarding.

1.1 What is Android?

Android is a mobile operating system currently developed by Google, based on the Linux kernel and designed primarily for
touchscreen mobile devices such as smartphones and tablets. And as we said before, Android offers a unified approach to
application development for mobile devices.

Android is an open-source operating system named Android. Google has made the code for all the low-level "stuff" as well as the
needed middleware to power and use an electronic device, and gave Android freely to anyone who wants to write code and build
the operating system from it. There is even a full application framework included, so third-party apps can be built and installed,
then made available for the user to run as they like.

The "proper" name for this is the Android Open Source Project, and this is what people mean when they say things like Android
is open and free. Android, in this iteration, is free for anyone to use as they like.

1.2 Installing Android Studio

In order to write an Android application, we are going to need a development environment. Google has made a very useful
tool for all Android Developers, the Android Studio. Android Studio is the official IDE for Android development, and with a
single download includes everything you need to begin developing Android apps. Included in the download kit, are the Software
Development Kit (SDK), with all the Android libraries we may need, and the infrastructure to download the many Android
emulator instances, so that we can initially run our application, without needing a real device.

So, we are going to download and install Android Studio.
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First we have to have installed the Java Development Kit (JDK) from Oracle. If you do not, please you should download the
latest JDK from the Oracle’s special section here.

o0 @ | __| Android Studio 2.1.2

Android
/X Stud

>

L e

] II."'" o}
Android Studio 'ﬁpplrcaﬂanu I.I Yo

Figure 1.1: Android Studio Installation - step 1



https://www.oracle.com/technetwork/java/javase/downloads/index.html
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No Android SDK found.

Before continuing, you must download the necessary components or select an existing SDK.

[ Cancel | | Previous Next Finish

Figure 1.2: Android Studio Installation - step 2
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@0 Android Studio Setup Wizard

A SDK Components Setup

Check the components you want to update/install. Click Next to continue.

¥/ Android SDK - (265 MB) Android platform libraries for targeting API 23:
v Android SDK Platform Android 6.0 (Marshmallow) platform

Android SDK Location: Total disk space required: 332 MB
Available disk ' 667 GB
/Users/Guest/Library/Android/sdk BT
Lo | 19ua Pople
\) | Java Code Geeks
| Cancel | | Previous | [ Next | Finish

Figure 1.3: Android Studio Installation - step 3
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/_,( Verify Settings

Current Settings:

Android Studio Setup Wizard

If you want to review or change any of your installation settings, click Previous.

SEIUP 1YpPE:
Standard

SDK Folder:
fUsers [Guest/Library/Android/sdk

Total Download Size:
597 MB

SDK Components to Download:

Figure 1.4: Android Studio Installation - step 4

Android 5DK Build-Tools 23.0.3 37.8MB
Android SDK Platform 23 67.2 MB
Android SDK Platform-Tools 23.1  2.62 MB
Android SDK Tools 25.1.7 154 MB
Android Support Repository 218 MB
Coogle Repository 87 MB ) i
Sources for Android SDK 30.3 MB ] loun Nanl n
) |udvi auuil
| Cancel | | Previous | Next E
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‘o0 Android Studio Setup Wizard

A Downloading Components

Downloading android-sdk_r22.6.2-macosx.zip (995 KB/s)

Show Details

| Cancel | Previous Next

Figure 1.5: Android Studio Installation - step 5

Geeks

Finish
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& Welcome to Android Studio

o

&

&

Android Studio

Start a new Android Studio project

Open an existing Android Studio project

Check out project from Version Control -
Import project (Eclipse ADT, Gradle, etc.)

Import an Android code sample

# Configure ~ Get Help ~

Figure 1.6: Android Studio Installation - Ready

1.3 Android versions and Android SDK Manager

Google, releases almost every year (or even sooner than a year), a new Android version in order to update the mobile operating
system, so that it contains new features and possibilities and of course to fix things that might not work in the right way.

So, each version of Android has it’s own SDK (software development kit), so that we can use to build apps that can run on and
include all the latest features Android has added in its latest versions.

This means that it is essential that we keep up updating our applications with the latest features all the time, and if possible,
without losing the consistency of the previous Android versions.

As part of the Setup Wizard you will already have the latest SDK available to you, however it’s useful to know how to install
additional SDK’s if you need to work with older devices that do not run the latest version of Android.

SDK’s allow you to create AVD’s (Android Virtual Devices) to test your Apps on, customized to your personal configuration.
Want to see how your Android App looks on a TV sized screen? If you have a screen big enough you can find out.

1.4 Supporting different screen sizes

Android runs on a variety of devices that offer different screen sizes and densities. This means that Android can handle
applications that run on small mobile phone devices, as well as applications that run on large tablet densities.
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This feature gives Android a great advantage, but also, although the system performs scaling and resizing on different screens,
developers should make the effort to optimize their application for different screen sizes and densities. Android system provides
a consistent development environment across devices and handles most of the work to adjust each application’s user interface to
the screen on which it is displayed. At the same time, the system provides APIs that allow you to control your application’s Ul
for specific screen sizes and densities, in order to optimize your UI design for different screen configurations. For example, you
might want a UI for tablets that’s different from the UI for handsets.

Below is an introduction to the terms and concepts used, a summary of the screen configurations that the system supports, and
an overview of the API and underlying screen-compatibility features:

Screen size Actual physical size, measured as the screen’s diagonal. For simplicity, Android groups all actual screen sizes into
four generalized sizes: small, normal, large, and extra-large.

Screen density The quantity of pixels within a physical area of the screen; usually referred to as dpi (dots per inch). For
example, a "low" density screen has fewer pixels within a given physical area, compared to a "normal" or "high" density screen.
For simplicity, Android groups all actual screen densities into six generalized densities: low, medium, high, extra-high, extra-
extra-high, and extra-extra-extra-high.

Orientation The orientation of the screen from the user’s point of view. This is either landscape or portrait, meaning that the
screen’s aspect ratio is either wide or tall, respectively. Be aware that not only do different devices operate in different orientations
by default, but the orientation can change at runtime when the user rotates the device.

Resolution The total number of physical pixels on a screen. When adding support for multiple screens, applications do not work
directly with resolution; applications should be concerned only with screen size and density, as specified by the generalized size
and density groups.

Density-independent pixel (dp) A virtual pixel unit that you should use when defining Ul layout, to express layout dimensions
or position in a density-independent way. The density-independent pixel is equivalent to one physical pixel on a 160 dpi screen,
which is the baseline density assumed by the system for a "medium" density screen. At runtime, the system transparently handles
any scaling of the dp units, as necessary, based on the actual density of the screen in use. The conversion of dp units to screen
pixels is simple: px = dp * (dpi / 160). For example, on a 240 dpi screen, 1 dp equals 1.5 physical pixels. You should always use
dp units when defining your application’s Ul, to ensure proper display of your Ul on screens with different densities.

Android provides support for multiple screen sizes and densities, reflecting the many different screen configurations that a device
may have. You can use features of the Android system to optimize your application’s user interface for each screen configuration
and ensure that your application not only renders properly, but provides the best user experience possible on each screen.

To simplify the way that you design your user interfaces for multiple screens, Android divides the range of actual screen sizes
and densities into sizes: small, normal, large, and xlarge

A set of six generalized densities:

* ldpi (low) ~120dpi

¢ mdpi (medium) ~160dpi

* hdpi (high) ~240dpi

* xhdpi (extra-high) ~320dpi

» xxhdpi (extra-extra-high) ~480dpi

» xxxhdpi (extra-extra-extra-high) ~640dpi

1.5 Android Project Structure

Before we try to make our first Android application, we should first see the basic parts of an Android application project, in order
to recognize them and be able to understand them better.

» Activities The Activities are the main Java classes, that contain the Android code with which we are going to develop, what
do we want the application to do.
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* Layouts The Layouts are the main xml files, that contain the Android xml code with which we are going to develop, how will
our application views look like.

* Values The Layouts are the main xml files, that contain the Android xml code with which we are going to develop, how will
our application views look like.

Animation Resources
Color State List Resource
Drawable Resources
Layout Resource

Menu Resource

String Resources

Style Resource

* Drawables A drawable resource is a general concept for a graphic that can be drawn to the screen. There are several different
types of drawables:

Bitmap File</span> A bitmap graphic file (.png, .jpg, or .gif). Creates a BitmapDrawable.

Nine-Patch File</span> A PNG file with stretchable regions to allow image resizing based on content (.9.png). Creates a
NinePatchDrawable.

Layer List</span> A Drawable that manages an array of other Drawables. These are drawn in array order, so the element
with the largest index is be drawn on top. Creates a LayerDrawable.

State List</span> An XML file that references different bitmap graphics for different states (for example, to use a different
image when a button is pressed). Creates a StateListDrawable.

Level List</span> An XML file that defines a drawable that manages a number of alternate Drawables, each assigned a
maximum numerical value. Creates a LevelListDrawable.

Transition Drawable</span> An XML file that defines a drawable that can cross-fade between two drawable resources.
Creates a TransitionDrawable.

Inset Drawable</span> An XML file that defines a drawable that insets another drawable by a specified distance. This is
useful when a View needs a background drawble that is smaller than the View’s actual bounds.

Clip Drawable</span> An XML file that defines a drawable that clips another Drawable based on this Drawable’s current
level value. Creates a ClipDrawable.

Scale Drawable</span> An XML file that defines a drawable that changes the size of another Drawable based on its current
level value. Creates a ScaleDrawable

Shape Drawable</span> An XML file that defines a geometric shape, including colors and gradients. Creates a ShapeDraw-
able.

Once our app is ready, we will use a build tool to compile all the project files and package them together into an .apk file that you
can run on Android devices and/or submit to Google Play.

1.6 Create "Hello Android World" application

1.6.1 Create a New Android Studio Project

Open Android Studio and choose Start a new Android Studio Project in the welcome screen.
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& Welcome to Android Studio

>

L

Android Studio

)

Version 2.1.2

15 Start a new Android Studio project

Open an existing Android Studio project
¥ Check out project from Version Control ~
t Import project (Eclipse ADT, Gradle, etc.)

v Import an Android code sample

#* Configure ~ GCet Help ~

Figure 1.7: Welcome to Android Studio screen. Choose Start a new Android Studio Project.

Specify the name of the application, the project and the package.
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Croate Mew Project -

£ . New Project

Android Studic

Configure your new project

Application name: 'Firsmnﬁmidﬂpplimim

Company Domain:  |com javacodegeeks FirstAndraidApplication

Package name: .cum,ja'.lamdegeeh.Firsﬂndmidﬁmﬂntinn

g

Project location: JUsers fehryssaj Docurments fFirstAndroidApplication]

4 n
\°) | Java Gode Geeks
Cancel | | Previous Finish

Figure 1.8: Configure your new project screen. Add your application name and the projects package name.

In the next window, select the form factors your app will run on.
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[ BN ] Craate Mew Project

/_,( Target Android Devices

Select the form factors your app will run on

Different platforms may require separate 5DKs

™ Phone and Tablet
Minimum SDK | APl 14: Android 4.0 (lceCreamSandwich)

Lower APl levels target more devices, but have fewer features available,

By targeting AP 14 and later, your app will run on approximately 97.4% of the devices
that are active on the Google Play Store.

Help me choose

A

| Wear

Minimum S0K | APl 21: Android 5.0 (Lollipep) .
TV

Minimum SDK | AP 21: Android 5.0 (Lollipop)

| Android Auto
| Glass
Minimum SDK | Class Development Kit Preview (AP 19)

\°) | Java Gode Geeks

Cancel Pravious Finish

Figure 1.9: Target Android Devices screen.

In the next window you should choose Add no activity. In this example, we are going to create our Activity.
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Croate Mew Projgct

Add No Activity

Basic Activity Empty Activity Fullscreen Activity Coogle AdMoly Ads Activity !

o m

i Coogle Maps Activity Login Activity Master/Detall Flow Navigation Draver Activity Scrolling Activity

! W J [YdEIu guuu uunu

Cancel Previous Next @

Figure 1.10: Add an activity to Mobile. Choose: Add no activity.

Now, our project has just been created!

1.6.2 Create the source code of a simple FirstAndroidApplication Activity

Add a new Java class Activity inside src/com. javacodegeeks.FirstAndroidApplication/ sothat we are going to
have the src/com. javacodegeeks.FirstAndroidApplication/FirstActivity. java file and paste the code
below.

FirstActivity.java

package com. javacodegeeks.FirstAndroidApplication;

import android.app.Activity;
import android.os.Bundle;

public class FirstActivity extends Activity {

@Override

public void onCreate (Bundle savedInstanceState) {
super.onCreate (savedInstanceState);
setContentView (R.layout.main_layout);
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1.6.3 Create the layout of the project

Add a new xml file inside /res/layout folder, with name main_layout.xml. We should have the /res/layout/
main_layout.xml file and paste the code below.

main_layout.xml

<?xml version="1.0" encoding="utf-8"?>

<LinearLayout xmlns:android="https://schemas.android.com/apk/res/android"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:background="#ededed"
android:gravity="center"
android:orientation="vertical">

<TextView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_gravity="center"
android:layout_marginTop="@dimen/textmargin"
android:gravity="center"
android:textSize="25dp"
android:text="Q@string/helloAndroid" />

<ImageView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_margin="Q@dimen/logomargin"
android:background="@drawable/ic_social_mood" />

</LinearLayout>

1.6.4 Android Manifest

Edit the AndroidManifest .xml file inside /app/manifests folder. The AndroidManifest.xml of our project is simple
and should be like this:

AndroidManifest.xml

<manifest xmlns:android="https://schemas.android.com/apk/res/android"
package="com. javacodegeeks.FirstAndroidApplication">
<application
android:allowBackup="true"
android:icon="@mipmap/ic_launcher"
android:label="@string/app_name"
android:supportsRtl="true"
android:theme="@style/AppTheme">
<activity
android:name=".FirstActivity"
android:label="@string/app_name"
android:screenOrientation="portrait"
android:theme="@android:style/Theme.NoTitleBar.Fullscreen">
<intent-filter>
<action android:name="android.intent.action.MAIN" />
<category android:name="android.intent.category.LAUNCHER" />
</intent-filter>
</activity>
</application>
</manifest>
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1.6.5 Edit the FirstAndroidApplication dimensions

Add a new xml file inside /res/values folder, with name dimens.xml. We should have the /res/values/dimens.
xml file and paste the code below.

dimens.xml

<?xml version="1.0" encoding="utf-8"?>
<resources>
<dimen name="logomargin">20dp</dimen>
<dimen name="textmargin">10dp</dimen>
</resources>

1.6.6 Edit the FirstAndroidApplication strings

Add a new xml file inside /res/values folder, with name st rings.xml. We should have the /res/values/strings.
xml file and paste the code below.

strings.xml

<resources>
<string name="app_name">AndroidFirstApplication</string>
<string name="helloAndroid">Hello Android!</string>
</resources>

1.6.7 Add the drawable for every screen density

Inside /res/values folder, we should add the folders for each screen dimension we have, and add the specific drawable for
each one.
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v LaEres
v drawable-hdpi
i ic_social_mood.png

v drawable-mdpi
il ic_social_mood.png
v drawable-xhdpi

il ic_social_mood.png
v drawable-xxhdpi

i ic_social_mood.png
v drawable-xxxhdpi
il ic_social_mood.png
layout
mipmap-hdpi
mipmap-mdpi
mipmap-xhdpi
mipmap-xxhdpi
mipmap-xxxhdpi
values

Y = imoa -

L A . . R A

Figure 1.11: Add the drawables for every screen density.

In this way, we are going to have the right drawable dimension for every different screen density.

1.6.8 Build, compile and run

When we are ready, we build our application by pressing the play button in our AndroidStudio main toolbar.
P!
W app ¥ ‘El ﬁ |

Figure 1.12: Compile and run.

After we build, compile and run our project, the main FirstAndroidApplication application should look like this:
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= ¥ 4 H01:33

Hello Android!

Figure 1.13: This is our FirstAndroidApplication.
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1.7 Download the Android Studio Project

This was an example of first Android application.

Download You can download the full source code of this example here: FirstAndroidApplication

1.8 How to continue?

Here is a list of basic Android tutorials, that you can follow in order to make the first basic steps in the Android World:

Android Layouts and Views

¢ Android FrameLayout Example
* Android LinearLayout Example
* Android ImageView Example

* Android TextView Example

* Android Button Example
Android Click and Drag Listeners

¢ Android OnClickListener Example

¢ Android Drag and Drop Example
Android Styles and UI Elements

* Android Styles and Themes Example
* Android Toast Example

* Android Toolbar Example

Android Activities

* Android Activity Transition Example
Android Development

* Building Android Applications with Gradle

* Android Project migration from Eclipse to Android Studio

Of course the most accurate and complete guide, is the official Android Developers Guide, that covers every aspect of the Android
Development:

* Official Android Developers Guide



https://examples.javacodegeeks.com/wp-content/uploads/2016/06/FirstAndroidApplication.zip
https://examples.javacodegeeks.com/android/core/widget/framelayout/android-framelayout-example/
https://examples.javacodegeeks.com/android/core/ui/linearlayout/android-linearlayout-example/
https://examples.javacodegeeks.com/android/core/ui/imageview/android-imageview-example/
https://examples.javacodegeeks.com/android/core/widget/textview/android-textview-example/
https://examples.javacodegeeks.com/android/core/ui/button/android-button-example/
https://examples.javacodegeeks.com/android/core/view/onclicklistener/android-onclicklistener-example/
https://examples.javacodegeeks.com/android/core/ui/drag-and-drop/android-drag-and-drop-example/
https://examples.javacodegeeks.com/android/core/ui/android-styles-and-themes-example/
https://examples.javacodegeeks.com/android/core/ui/toast/android-toast-example/
https://examples.javacodegeeks.com/android/android-toolbar-example/
https://examples.javacodegeeks.com/android/core/activity/android-activity-transition-example/
https://examples.javacodegeeks.com/android/building-android-applications-gradle/
https://examples.javacodegeeks.com/android/android-project-migration-eclipse-android-studio/
https://developer.android.com/guide/index.html
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Chapter 2

Android Project migration from Eclipse to An-
droid Studio

Android Studio is the official IDE for Android development, and with a single download includes everything you need to begin
developing Android apps.

This example describes the differences between Eclipse ADT and Android Studio, including project structure, build system,
and application packaging, and will help you migrate your Android Eclipse project to Android Studio as your new development
environment.

For our example will use the following tools in a Windows 64-bit or an OS X platform:

JDK 1.7
¢ Android Studio 1.3.2

Eclipse 4.2 Juno

Android SDK

Let’s start with a slice of Android Studio theory...

2.1 Why to use Android Studio over Eclipse ADT?

Android Studio offers:

* Flexible Gradle-based build system

* Build variants and multiple apk file generation

* Code templates to help you build common app features

* Built-in support for Google Cloud Platform, making it easy to integrate Google Cloud Messaging and App Engine
* Rich layout editor with support for drag and drop theme editing

* lint tools to catch performance, usability, version compatibility, and other problem

* Built-in support for Google Cloud Platform, making it easy to integrate Google Cloud Messaging and App Engine

 Official Google Support and usual updates that need no migration
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2.2 Android Studio new project structure

Eclipse provides workspaces as a common area for grouping related projects, configurations, and settings. In Android Studio,
each instance of Android Studio contains a top-level project with one or more app modules. Each app module folder contains
the equivalent to an Eclipse project, the complete source sets for that module, including src/main and src/androidTest
directories, resources, build file, and the Android manifest.

In general, to update and build your app you modify the files under each module’s src/main directory for source code updates,
the gradle.build file for build specification, and the files under src/androidTest directory for test case creation. Also
due to the structural differences between Android Studio projects vs Eclipse ADT projects, they cannot co-exist. Here is a table
of the main differences:

Eclipse ADT Android Studio

Workspace Project

Project Module

Project-specific JRE Module JDK

Classpath variable Path variable

Project dependency Madule dependency

Library Module Library

AndroidManitest. xml app/src/main/androidMani fest. xml
assets,/ app/src/main/assets

res/ app/src/main/res,

srcy app/src/main/java/
tests/src/ app/src/androidTest/java/

Figure 2.1: Eclipse - Android Studio Comparison

2.3 Gradle and build.gradle

Gradle is a build and automation tool, that can automate our building, testing, deploying tasks and many more. Gradle is the
next generation build system for Java technologies that includes some advantages from older tools like Ant or Maven systems.
Android Studio uses the power of Gradle, in order to provide all the above advantages, such as build variants and multiple apk
file generation.

Android Studio projects contain a top-level build file and a build file for each module. The build files are called build.gradle,
and they are plain text files that use Groovy syntax to configure the build with the elements provided by the Android plugin for
Gradle. In most cases, you only need to edit the build files at the module level.

It looks like this:

apply plugin: ’com.android.application’

android {
compileSdkVersion 19
buildToolsVersion "19.0.0"

defaultConfig {
minSdkVersion 8
targetSdkVersion 19
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versionCode 1
versionName "1.0"

}
buildTypes {
release {
minifyEnabled true
proguardFiles getDefaultProguardFile (' proguard-android.txt’), ’proguard-rules. <
pro’

dependencies {
compile project (":1ib")
compile ’com.android.support:appcompat-v7:19.0.1"
compile fileTree(dir: ’libs’, include: [’*.jar’])

2.4 Simple Eclipse ADT project migration to Android Studio

Here, we have an example of this Eclipse ADT project migration to Android Studio. In this example, we are going to migrate the
eclipse project that we created in this example: Android Google Maps v2 Tutorial. This is a wonderful example of how we are
going to migrate a simple application project, that has a java class package and a Google Play Services library dependency. So,
we are going to take this code, import it and compile it under Gradle system, and run it.

Open Android Studio and choose "Start a new Android Studio Project” in the welcome screen.



https://examples.javacodegeeks.com/android/core/google-maps/android-google-maps-v2-tutorial/
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@O Android Studio

H} Welcome to Android Studio

Recent Projects Quick Start

Start a new Android Studio project

Open an existing Android Studio project

Import an Android code sample

Check out project from Version Control

Import project (Eclipse ADT, Gradle, etc.)

Configure

Docs and How-Tos

Android Studio 1.3.2 Build 141.2178183. for updates now.

Figure 2.2: Welcome to Android Studio screen. Choose Start a new Android Studio Project.

Specify the name of the application, the project and the package.
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® @ Create New Project

£ ) New Project

H Android Studio

Configure your new project

Applicatio e

Company Domain:

leMapsExamplel

Figure 2.3: "Configure your new project” screen. Add your application name and the projects package name.

In the next window, select the form factors your app will run on.
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[ EoN Create New Project

H arget Android Devices

Select the form factors your app will run on

Different platforms may require separate SDKs

¥ Phene and Tablet

Minimum 5DK

Figure 2.4: "Target Android Devices" screen.

In the next window you should choose to "Add an activity to Mobile". In our example, we will choose to create a project with
no activity, because we will migrate our Activities for the eclipse formed project. So, choose: "Add no activity".
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i L ] L Create New Projact

M} Add an activity to Mobile

Add No Activity

Blank Activity Blank Activity with Fragment Activity Coogle AdMob Ads Activi

([l eenn B 1 P A

ter/Detail wer Activity

Figure 2.5: Add an activity to Mobile. Choose: Add no activity.

Now, our project has just been created. This is how it looks like in the "Android" project view:
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Android

A app
v manifests

@ AndroidManifest.xml
v JEVE!
com.javacodegeeks.com.androidgooglemapsexample
com.javacodegeeks.com.androidgooglemapsexample
& & ApplicationTest
¥ [=Zres
drawable
mipmap
v ic_launcher.png
ic_launcher.png
ic_launcher.png
ic_launcher.png
ic_launcher.png

e Captures

B 1: Project

]l 7 Structure

values
strings.xml

styles.xml
¥ (.- Cradle Scripts
.- build.gradle
{_s build.gradle
il gradle-wrapper.properties
proguard-rules.pro
il gradle.properties
_r settings.gradle

Figure 2.6: A new Android Studio project has just been created. This is how it looks like.
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2.5 Java code and resources migration

As we discussed above, there are some pretty significant changes between the project structures between Eclipse ADT and
Android Projects. The biggest is that both Java classes and the Android resources folder, are under app/src/main/ directory.
We are going to copy our Java classes alone, inside the app/ java/com. javacodegeeks.androidgooglemapsexam
ple folder, as we see it in Android package view.

After this, we are going to copy also our eclipse resources folders under app/res/ folder, as we see it in Android package
view. If this suggest to overwrite some files and folders, we do it cautiously. We should now have something like this:
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Android

v Clapp
v manifests
& AndroidManifest.xml
\ J JEVE!
¥ [Jcom.javacodegeeks.androidgooglemapsexample
(® & AndroidCoogleMapsActivity
® % CustomMarker
© © LatLnglinterpolator
® & MarkerAnimation
¥ [Jcom.javacodegeeks.androidgooglemapsexample
& & ApplicationTest
v [=res
¥ [Eldrawable
¥ [Elic_launcher.png
[1] ic_launcher.png
[1] ic_launcher.png
EI ic_launcher.png
EI ic_launcher.png
v [Ellayout
B activity_main.xml
v Elmipmap
¥ [lic_launcher.png
EI ic_launcher.png
EI ic_launcher.png
EI ic_launcher.png
[] ic_launcher.png
v [Evalues
@ dimens.xml
B strings.xml
Eswles.xml
» (.- Cradle Scripts

Figure 2.7: This is how our projects looks like, after we have also moved inside our Java and resource folders.
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2.6 AndroidManifest.xml and build.gradle file

Then, we move on copying our AndroidManifest.xml file. In Android Studio project structure, we can find our manifest files
inside the app/manifests folder. We overwrite the Android Studio project AndroidManifest.xml with our eclipse project
manifest xml.

We should now have something like this:

@ AndroidCoogleMapsActivity.java @ AndroidManifestacml {2 app

<fxml version="1.8" encoding="utf-8"7>
=manifest xmlns: ="http://schemas.android. com/apk/res/android"
package="com. j avacodegeeks . and roidgoog lemapsexamp Le"
:versionCode="1"
iversionMame="1.8" =

<uses-sdk
:minSdkVersion="9"
:targetSdkVersion="1%" />

zuses-Teature
:glEsVersion="0x00020008"
rrequired="true" /=

<lses=permission : name="android.permission. INTERNET" />
zuses—permission : name="android. permission. ACCESS_NETWORK_STATE" />
<yses—permission : name="android. permission.WRITE_EXTERMAL_STORAGE" />

<uses—-permission : name="and roid.pem LACCESS COARSE LOCATION" f>
«yses—permission : name="android. permission.ACCESS_FINE_LOCATION" />

<application

:allowBackup="1rue"

! icon="@drawablesic_launcher"

: labe1="@string/app_name" =>

<activity
: name=". And roidGoogleMapsActivity"
: label="@string/app_name" >
<zintent-filter>
<action :name="android. intent.action.MAIN" />

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

<meta-data
: name=""com. goog le.android.gms.version"
:value="@integer/google_play_services_version" />
<meta-data
: name="com.goog le.android.maps.v2.API_KEY"
:value=" o L
</application>

</manifest>

Figure 2.8: This is our AndroidManifest.xml. This is located in app manifests folder

Finally, we have our build.gradle file, that we should be very careful in its configurations.
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Android
dpp
v manifests

E AndroidManiftest.xml
4 JEVE]

v com.javacodegeeks.androidgooglemapsexample
[C ] AndroidGoogleMapsActivity
® & CustomMarker
© © LatLnginterpolator
® % MarkerAnimation
com.javacodegeeks.androidgooglemapsexample
& u ApplicationTest
¥ [=Sres
drawable
layout
mipmap
> values
¥ (., Gradle Scripts
(.- build.gradle
(_ build.gradle (Module: app)
il gradle-wrapper.properties
proguard-rules.pro
il gradle.properties
(., settings.gradle
il

Figure 2.9: Here is our build.gradle file.

We write something like this:

build.gradle
apply plugin: ’com.android.application’

android {
compileSdkVersion 22
buildToolsVersion "23.0.1"

defaultConfig {

applicationId "com. javacodegeeks.androidgooglemapsexample"
minSdkVersion 14

targetSdkVersion 22
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versionCode 1
versionName "1.0"
}
buildTypes {
release {
minifyEnabled false
proguardFiles getDefaultProguardFile ('proguard-android.txt’), ’proguard-rules. <
pro’

dependencies {
compile fileTree(dir: ’1libs’, include: [’*.jar’])
compile ’com.android.support:appcompat-v7:22.2.1"
compile ’com.google.android.gms:play-services:8.1.0’

With compile fileTree(dir:’1libs’, include:[’x.Jjar’]) we add in our Gradle configuration, any external
library we might have added in the app/1ibs project folder. And with the next line compile ’com.google.android.
gms:play-services:8.1.0’ we add in our Gradle configuration the public repository in which Google supports Google
Play Services library with Gradle. In this way we have added Google Play Services library in our project. This library is going
to be compiled and packaged in our application project!

o AndroidGoogleMapsActivity java @ AndroidManifestxml (- app
apply plugin:
android {
compileSdkVersion
buildToolsVersion
defaultConfig {
minSdkVersion

targetSdkVersion

1

xr
buildTypes {
release {

proguardFiles

1
¥

dependencies {
compile fileTree(dir: » include:
® compile
compile

Figure 2.10: This is our build.gradle configuration file.

We, now, have to sync our project, and run this module, by pressing the "run" green button. If everything is the right place, and
especially the application package names are the right ones, then we should see our project run.
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@ @ - ﬁc;c_nse tieuice

*» Choose a running device

Device Serial Number State ...
LGE Nexus 5 Android 5.1.1 (APl 22) 05cc40a73443... On... Ye

Launch emulator

Nexus 5 APl 22 x86

Use same device for future launches

Cancel

Figure 2.11: This is the running confirmation screen.

This was the Android Project migration from Eclipse to Android Studio example. This example was a theoretical one. From
now on we are going to present examples in Android Studio IDE, as Google has stopped support on Eclipse ADT. Additionally,
Android Studio is now the official Android IDE!

2.7 Download the Android Studio Project

This was an example of Android Google Maps v2 Tutorial migrated to Android Studio.

Download You can download the full source code of this example here: AndroidGoogleMapsExampleAD



https://examples.javacodegeeks.com/wp-content/uploads/2015/09/AndroidGoogleMapsExample.zip
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Chapter 3

Android Google Maps v2 Tutorial

The great power of mobile applications software, is that it gives us the opportunity to develop many ideas that use hardware
features, in order to complete simple everyday tasks. One idea that is implemented in a very good way in the mobile applications
world, is the use of maps and the location based applications, that help us in multiple ways in our every day life. So, the use of
maps is very important in various mobile applications.

Google provides via Google Play Services a library for using maps. This library is the second attempt of Google Maps and this
version provides significant improvements to the older API version. So, in this example, we are going to work with Google Maps
v2 and see how we will import a fully working map Fragment in an Activity, as well as, we are going to work with basic Markers
and CameraPosition on Google Map.

For our example will use the following tools in a Windows 64-bit or an OS X platform:

* JDK 1.7
* Eclipse 4.2 Juno
* Android SDK 4.4.2

Let’s take a closer look:

3.1 Create a Google Maps API key

To begin with, we should create a new Google Maps API key and subscribe our application in order to grant access for our
application to succesfully use Google Maps v2. In order to use this API, we will have to enter the Google API console portal. If
you do not have an account, just create one or login with your current Google account.
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Figure 3.1: Enter Google API Console

After we enter the console, we are going to see the full list, of all the APIs that Google serves. Now we can see the enabled APIs
that this console user has.
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Figure 3.2: Figure 2. Go to APIs list
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After we enter the console,we are going to see the full list, of all the APIs that Google serves. The API that we are going to use,
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is the Google Maps v2 APIL. We click on the right service, and we turn it on. We have to accept the terms of Google Maps v2
API, by ticking the checkbox and by clicking the “Accept” button.

o) i ;
- EX
AP! Project Gabgle Maps Andoid AP ¥2

.......

(°) | Java Code Geeks

Figure 3.3: Enable Google Maps v2 API

We should see the Google Maps v2 API enabled.

Erabled AP

Brewde APl

\°) | Java Code-Gieeks

FELTIT

Figure 3.4: Google Maps v2 API enabled

We are going to create a Public API access credential, in order to take the right response from the Google Places API search call.
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We only have to go to APIs&auth > Credentials tab.

e e —— .
— e 8 hatps: mnsulg.dcvclopcrs.guogle.l;um project 9 6355204 fapiuiferedential Tauthuser =0 Ty =
L:L‘l‘:{lk' n up for a free 1 +Chiyssa =

API Project

Dveraew

Permissions

Bl & s211ings

- ==

AFis

Consent screen =
Public APl access
Push

Monaitoting action or cor

Source Code
Compuie
Storage

BigData g
= ) | Java Code Geeks

Privacy & ems

Figure 3.5: Credentials Key

We click the “Create new Key” button, and select the “Android Key” in order to make a Key that will both work from our Android
Application and from our browser. We are going to do this, exclusively for our example scope.

If you want to publish an application to the Google Play Store, that uses any of these Google API calls, you should create an
Android key, by using the SHA-1 key of your original keystore (not the debug one) of the application to be exported.
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Figure 3.6: Create new Key

We are going to do this, exclusively for our application scope. So we have to provide our application’s name and package. We
have also to fill the SHA-1 cerificate fingerprint.
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Create an Android key and configure allowed Android applications

This key can be deployed in your Android application.

APl requests are sent directly to Google from your client Android device. Google verifies that each
request originates from an Android application that matches one of the certificate SHA1 fingerprints
and package names listed below. You can discover the SHA1 fingerprint of your developer certificate
using the following command:

keytool -list -v -keystore mystore.keystore

Learn more

ACCEPT REQUESTS FROM AN ANDROID APPLICATION WITH ONE OF THE CERTIFICATE
FINGERPRINTS AND PACKAGE NAMES LISTED BELOW

One SHA1 certificate fingerprint and package name (separated by a semicolon) per line. Example:
45:B5:E4:6F:36:AD:0A:98:94:B4:02:66:28:12:17:F2:56:26:A0:EQ;com.example

—— e e e e - ——

S nS S Ol e \F ocom.javacodegeeks.androidgoogle
mapsexample

Java Gode Geeks

]
Create Cancel W)
KN )

Figure 3.7: Configure the allowed IPs

If you are not familiar on how to get your SHA-1 cerificate fingerprint, the easiest way to reach this certificate, is inside your
Eclipse IDE, from Window > Preferences > Android > Build.
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| type filter text Build
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> LogCat ) Mormal

MDE
Usage Stats ) Verbose

. 2?:: Default debug keystare:
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¢ Plugein Development
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Fun/Debug
Server
o Team

Terminal
Validation Ale

Web ,"- ~
\

e \) | Java Code Geeks
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| Restore Defaults | | fpply

@ ok J[ conce |

Figure 3.8: SHA-1 cerificate fingerprint on Eclipse

3.2 Create a New Android Application Project

Open Eclipse IDE and go to File -+ New — Project — Android Application Project.
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i@ New L A R — - @@u
Select a wizard — >
Create an Android Application Project |-
Wizards:
type filter text
& Class .
&4 Interface
2% Java Project
¥ Java Project from Existing Ant Buildfile
£ Plug-in Project
[ = General
4 = Android
5 Android Activity
= Android Application Project |
€ Android Icon Set
Android Object
{52 Android Project from Existing Code -
) | Java Code Geeks
@ < Back i Mext = Einish | | Cancel |

Figure 3.9: Create a new Android project

Specify the name of the application, the project and the package and then click Next.
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- —~ - —— B
(=]

ﬂ Mew Android Application 1

Mew Android Application

Creates a new Android Application

Application Name:® AndroidGoogleMapsExample
Project Name:® AndroidGoogleMapsExample

Package Name® comjavacodegeeks.androidgooglemapsexample "
Minirmum Required SDI{:ﬁ’API 8: Android 2.3 (Gingerbread) v]
Target SDK:ﬁ’API 19: Android 4.4 (KitKat) v]
Compile With:@’API 19: Android 4.4 (KitKat) v]
Theme:ﬁ’None v] i

The package name must be a unique identifier for your application,

It is typically not shown to users, but it *must® stay the same for the lifetime of your application; it is how

rultiple versicns of the same application are considered the "same app”.

This is typically the reverse domain name of your crganization plus one or more application identifiers, and it
.

\) | Java Gode Geeks
@ <Back |[ Net> || Finish

=]

S
\H_"','-II

Figure 3.10: Create a new Android project name

In the next window, the “Create Activity” option should be checked. The new created activity will be the main activity of your
project. Then press Next button.
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il B
B New Android Applicaion = e e s I

Mew Android Application

Create custom launcher icon
Create activity

[] Mark this project as a library

[ Create Project in Workspace

Location: | C\Users\Public\werkspace\AndroidGoogleMapsExample] Browse...

Working sets
["] Add project to working sets

Warking sets: v Select...

7
(°) | Java Codg Geeks
@ Next > Finish

Figure 3.11: Configure the project

In “Configure Launcher Icon” window you should choose the icon you want to have in your app. We will use the default icon of
android, so click Next.
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-
E Mew Android Application & o -—.t- - — = u

Configure Launcher Icon
Configure the attributes of the icon set

Foreground: w Clipart @] s Preview:

Image File: launcher_icon Browse. 'W

hdpi:

[¥] Trim Surrounding Blank Space
ikl Eriutie J |

< [amg
e e
Shape | None || Square | Circle | l
Background cumnD

xhdpi:

xxhdpi:

\ {
iy .

P -g-
\>c) | Java Code Geeks

@ <Back || Ned> | Enish | [ Cancel |

Figure 3.12: Configure the launcher icon

Select the “Blank Activity” option and press Next.
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-
E Mew Android Application - e . R —

— | B -] |

Create Activity
Select whether to create an activity, and if so, what kind of activity|

Create Activity

Blank Activi

Blank Activity with Fragment
Empty Activity

Fullscreen Activity
Master/Detail Flow
Mavigation Drawer Activity

Tabbed Activity

Blank Activity

Creates a new blank activity with an action bar. .

) | Java Code Geeks

@ <Back || Net> | Finish | Cancel |

-

Figure 3.13: Create the activity and select its type

You have to specify a name for the new Activity and a name for the layout description of your app. The .xml file for the layout
will automatically be created in the res/layout folder. It will also be created a fragment layout xml, that we are not going to use
in this project and you can remove it if you want. Then press Finish.
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a o
F] New Android Application © s g s ol i S E‘E'g

Blank Activity

Creates a new blank activity with an action bar.

Activity Name® AndroidGoogleMapsfctivity

Layout Mame® activitj.r_rnain|

. The name of the layout to create for the activity

'r:F o nein
(°) | Java Code Geeks
@ < Back _ Mext > Einish | Cancel |

Figure 3.14: Create a new blank activity

Here you can see, how will the structure of the project become when finished:
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4 i@ AndroidGoogleMapsExample
4 2 sre
4 [} com.javacodegeeks.androidgooglemapsexample
- [J] AndroidGoogleMapsActivity.java
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- [J] MarkerAnimation.java
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- B, Android Private Libraries
> B Android Dependencies
E—; assets
s B bin
> = libs
4 E':; res
> = drawable-hdpi
= drawable-ldpi
> = drawable-mdpi
> = drawable-xhdp
> = drawable-xchdpi
4 = layout
1| activity_main.xml
» [ values
d| AndroidManifestzml I n
F |c_IaunchEr;ﬂEh.pﬂju. ';E IJEH!{S
prnguard-prcrject.éct
project.properties

Figure 3.15: The tree of the project

3.3 Importing Google Play Services in your project

In order to be able to work with Google Maps v2, we have to import the Google Play Services library in the project.

Google Maps v2 will work only on devices that do have Google Play Services. If your mobile device does not have Google Play
Services you have to download and use the Google Play Services application from Google Play.

Download Google Play Services SDK. We have to launch Android SDK Manager and install the Google Play services package.




Android Programming Cookbook 47 /143

+

Paciages Tools

SDK Pathe  C\Usersbioefalimefiditandioid-sdic
Packages

i Mame AM Ree  Statn -
4 1103 Android 12 (AP113)

2 1 Mt iaraied
1if} Google TV Addon b1 ] Mot instotied

# [T Andreid 31 (4112

19§} Google TV Addon FH] 2 [ Mot compatible with Windows

a [P Andreid 30 (AF111)
1L Somples for SOK b 1 Mot instalied

& [0 Andreid 233 [AP119)
1A Samsles for SOK b} 1 Mot inshaled
|71 W8 intel =86 Atom Systerm bmage m F Mt insfalied

4 [FIE Andreid 22 (4518)

1L Samples for SOK & H Mot insfolied
a [TIE3 Andreid 21 (AF1T)
1L Somples for SOK T I [ Mot insfolled
+ [FIE] Andreed LG (AF14)
+ [0 Andreid 1.5 (4F13)
Fl | Etrag
18 Androsd Support Repository Fid Mot insfadied T
|8 Google Fay services for Froyo 2 Mot ingtaied
Google Play services 2 Mot insfadied
|8 Geogle Repanitory 15[ Mot inrovied )
Google Flay APY Expansion Library E Mot insfoled - Al E
Google Play Billing Library 5 Mt ingfied H :"_\-.'f
15 Googie Fay Licensing Libravy 2 Mot instadied ‘[: r
[Pl B Android Auto AP Sivwlators f Mot insfaied \-%4 J Ja'a [:[I[]E EEEHS
[ Googie Web Driver 4 Mot insradied \\:.. |
"1 88 intel 686 Erudotor Acoelenotor (HAXM insfaler) 52 Mot insfolied :
Show: [¥] UpdatesTew | |letalled  Select Mew or Updates Install package:
[T Dtrsollete Deslect 2l Dedete packages..

" s "
Done koading packsger. 3]

Figure 3.16: Launch Android SDK Manager
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Packages

|

& Android SDK License
+" SDK Platform Andreid 4.2.2, AP117, re
+" Google Play services, revision 22

[*] Sormething depends an this package

Package Description & License

Packages -
- SDK Platform Android 4.2.2, API17, revision 3 D

- Google Play services, revision 22

License
To get started with the Android 50K, you must agree to the following
terms and conditions.

This is the Android SDK License Agreement (the "License Agreement”).
1. Introduction

11 The Android SDK (referred to in the License Agreement as the "SDK"
and specifically including the Android systern files, packaged APIs, and
SDK library files and tools , if and when they are made available] is
licensed to you subject to the terms of the License Agreement. The
License Agreement forms a legally binding contract between you and

Google in relation to your use of the SDK. -
Accept (Reject  Copytoclipbossd|Print @ Accept License

~

(") | Java Code Geeks

| instal || Cancel |

Figure 3.17: Download Google Play Services library
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B = CVS
I = BB |
4 [= Gt
= Projects from Git
[ = Install A
i (= Java EE 3
4 [= Maven
fj‘ Check out Maven Projects from SCM
ﬁ Existing Maven Projects B
), Install or deploy an artifact to a Maven repository
f:lj Materialize Maven Projects from SCM
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r 7. Rernnte Swcternc -
I o
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Figure 3.18: Import the library as an existing Android project
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I Import Projects
Select a directory to search for existing Android projects

Projects:

-
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I
n
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samplesimaps
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NEEEEENEEEEEEEEEE
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[ Copy projects into workspace
Working sets

[ Add project to working sets

Wiarking sets:

| Root Directory:  CU sers\Public‘aa ndroid-sdksextras\google\google_play_services

Mew Project Name
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Mext » | Finish
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Figure 3.19: Import the library as an existing Android project
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Figure 3.20: Import completed.

After downloading the Google Play Service package, just import this project into the main Android Google Maps v2 project.

3.4 Create the layout of the main Google Maps v2

We are going to make a simple layout xml for the AndroidGoogleMapsExample. java, that consists of a parent Relati
veLayout and a child LinearLayout with vertical orientation, that includes a Google Map Fragment and a horizontal
LinearLayout that includes 3 Buttons that lister to the corresponding actions.

Open res/layout/activity_main.xml, go to the respective xml tab and paste the following:

activity_main.xml

<Relativelayout xmlns:android="https://schemas.android.com/apk/res/android"
xmlns:tools="https://schemas.android.com/tools"
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android:layout_width="match_parent"
android:layout_height="match_parent"
tools:context="com. javacodegeeks.androidgooglemapsexample.AndroidGoogleMapsActivity" >

<LinearLayout
android:layout_width="fill parent"
android:layout_height="fill parent"
android:orientation="vertical" >

<fragment
android:id="@+id/mapFragment"
android:layout_width="fill parent"
android:layout_height="0dp"
android:layout_weight="1"
class="com.google.android.gms.maps.SupportMapFragment" />

<LinearLayout
android:layout_width="fill parent"
android:layout_height="wrap_content"
android:gravity="center"
android:orientation="horizontal" >

<Button
android:id="@+id/buttonl"
android:layout_width="0dp"
android:layout_height="fill_ parent"
android:layout_weight="1"
android:onClick="startAnimation"
android:text="Animate Marker" />

<Button
android:id="@+id/button2"
android:layout_width="0dp"
android:layout_height="fill parent"
android:layout_weight="1"
android:onClick="zoomToMarkers"
android:text="Zoom to markers" />

<Button
android:id="@+id/button3"
android:layout_width="0dp"
android:layout_height="fill parent"
android:layout_weight="1"
android:onClick="animateBack"
android:text="Animate back to position" />
</LinearLayout>
</LinearLayout>

</RelativelLayout>

3.5 Create the source code of the main AndroidGoogleMapsActivity

Open src/com. javacodegeeks.androidgooglemapsexample/AndroidGoogleMapsActivity. java fileand
paste the code below.

AndroidGoogleMapsActivity.java

package com. javacodegeeks.androidgooglemapsexample;

import java.util.ArrayList;
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import java.util.HashMap;
import java.util.Iterator;
import java.util.Map;
import java.util.Map.Entry;

import android.os.Bundle;

import android.support.véd.app.FragmentActivity;
import android.view.View;

import android.widget.Toast;

import com.google.android.gms.maps.CameraUpdate;

import com.google.android.gms.maps.CameraUpdateFactory;

import com.google.android.gms.maps.GoogleMap;

import com.google.android.gms.maps.SupportMapFragment;

import com.google.android.gms.maps.model.BitmapDescriptorFactory;

import com.google.android.gms.maps.model.LatLng;

import com.google.android.gms.maps.model.LatLngBounds;

import com.google.android.gms.maps.model.Marker;

import com.google.android.gms.maps.model.MarkerOptions;

import com.javacodegeeks.androidgooglemapsexample.LatlLngInterpolator.LinearFixed;

public class AndroidGoogleMapsActivity extends FragmentActivity {

// Google Map

private GoogleMap googleMap;

private HashMap markersHashMap;

private Iterator<Entry> iter;

private CameraUpdate cu;

private CustomMarker customMarkerOne, customMarkerTwo;

@Override

protected void onCreate (Bundle savedInstanceState) {
super.onCreate (savedInstanceState) ;
setContentView (R.layout.activity_main);

try {
// Loading map
initilizeMap () ;
initializeUiSettings () ;
initializeMapLocationSettings () ;
initializeMapTraffic();
initializeMapType () ;
initializeMapViewSettings () ;

} catch (Exception e) {
e.printStackTrace () ;

@Override

protected void onResume () {
super.onResume () ;
// initilizeMap();

private void initilizeMap () {

googleMap = ((SupportMapFragment) getSupportFragmentManager (). <
findFragmentById (R.id.mapFragment)) .getMap () ;

// check if map is created successfully or not
if (googleMap == null) {
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Toast .makeText (getApplicationContext (), "Sorry! unable to create <>
maps", Toast.LENGTH_SHORT) .show () ;

(findvViewById (R.id.mapFragment)) .getViewTreeObserver ().
addOnGloballLayoutListener (
new android.view.ViewTreeObserver.OnGloballayoutListener () +—

{

@Override
public void onGlobalLayout () {
if (android.os.Build.VERSION.SDK_INT >= 16) <
{

(findvViewById (R.id.mapFragment)). <
getViewTreeObserver () . <
removeOnGloballayoutListener (
this);

} else {

(findViewById (R.id.mapFragment)) . <
getViewTreeObserver ().
removeGlobalOnLayoutListener ( ¢
this);

}
setCustomMarkerOnePosition () ;
setCustomMarkerTwoPosition () ;

})i

void setCustomMarkerOnePosition () {
customMarkerOne = new CustomMarker ("markerOne", 40.7102747, -73.9945297);
addMarker (customMarkerOne) ;

void setCustomMarkerTwoPosition () {
customMarkerTwo = new CustomMarker ("markerTwo", 43.7297251, -74.0675716);
addMarker (customMarkerTwo) ;

public void startAnimation (View v) {
animateMarker (customMarkerOne, new LatLng(40.0675716, 40.7297251));

public void zoomToMarkers (View v) {
zoomAnimateLevelToFitMarkers (120);

public void animateBack (View v) {
animateMarker (customMarkerOne, new LatLng(32.0675716, 27.7297251));

public void initializeUiSettings () {
googleMap.getUiSettings () .setCompassEnabled (true) ;
googleMap.getUiSettings () .setRotateGesturesEnabled(false);
googleMap.getUiSettings () .setTiltGesturesEnabled (true);
googleMap.getUiSettings () .setZoomControlsEnabled (true);
googleMap.getUiSettings () .setMyLocationButtonEnabled (true) ;

public void initializeMapLocationSettings () {
googleMap.setMyLocationEnabled (true) ;
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public void initializeMapTraffic() {
googleMap.setTrafficEnabled (true);

public void initializeMapType () {
googleMap.setMapType (GoogleMap.MAP_TYPE_ NORMAL) ;

public void initializeMapViewSettings () {
googleMap.setIndoorEnabled (true);
googleMap.setBuildingsEnabled (false) ;

//this i1s method to help us set up a Marker that stores the Markers we want to plot <«
on the map
public void setUpMarkersHashMap () {
if (markersHashMap == null) {
markersHashMap = new HashMap () ;

//this is method to help us add a Marker into the hashmap that stores the Markers
public void addMarkerToHashMap (CustomMarker customMarker, Marker marker) {
setUpMarkersHashMap () ;
markersHashMap.put (customMarker, marker) ;

//this is method to help us find a Marker that is stored into the hashmap
public Marker findMarker (CustomMarker customMarker) {

iter = markersHashMap.entrySet () .iterator();

while (iter.hasNext ()) {
Map.Entry mEntry = (Map.Entry) iter.next();
CustomMarker key = (CustomMarker) mEntry.getKey () ;

if (customMarker.getCustomMarkerId() .equals (key.getCustomMarkerId() <+
)) |
Marker value = (Marker) mEntry.getValue();
return value;

}

return null;

//this is method to help us add a Marker to the map
public void addMarker (CustomMarker customMarker) {
MarkerOptions markerOption = new MarkerOptions () .position (

new LatLng(customMarker.getCustomMarkerLatitude (), <
customMarker.getCustomMarkerLongitude ())) .icon (
BitmapDescriptorFactory.defaultMarker());

Marker newMark = googleMap.addMarker (markerOption) ;
addMarkerToHashMap (customMarker, newMark);

//this is method to help us remove a Marker
public void removeMarker (CustomMarker customMarker) {
if (markersHashMap != null) {
if (findMarker (customMarker) != null) {
findMarker (customMarker) . remove () ;
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markersHashMap.remove (customMarker) ;

//this is method to help us fit the Markers into specific bounds for camera <+
position
public void zoomAnimatelLevelToFitMarkers (int padding) {
LatLngBounds.Builder b = new LatLngBounds.Builder () ;
iter = markersHashMap.entrySet () .iterator();

while (iter.hasNext ()) {

Map.Entry mEntry = (Map.Entry) iter.next();
CustomMarker key = (CustomMarker) mEntry.getKey () ;
LatLng 11 = new LatLng(key.getCustomMarkerLatitude (), key.

getCustomMarkerLongitude ());
b.include (11);
}
LatLngBounds bounds = b.build();

// Change the padding as per needed
cu = CameraUpdateFactory.newLatLngBounds (bounds, padding);
googleMap.animateCamera (cu) ;

//this is method to help us move a Marker.
public void moveMarker (CustomMarker customMarker, LatLng latlng) {
if (findMarker (customMarker) != null) {
findMarker (customMarker) .setPosition (latlng);
customMarker.setCustomMarkerLatitude (latlng.latitude);
customMarker.setCustomMarkerLongitude (latlng.longitude) ;

//this is method to animate the Marker. There are flavours for all Android versions
public void animateMarker (CustomMarker customMarker, LatLng latlng) {
if (findMarker (customMarker) != null) {

LatLngInterpolator latlonInter = new LinearFixed();
latlonInter.interpolate (20,
new LatLng(customMarker.getCustomMarkerLatitude (), <
customMarker.getCustomMarkerLongitude()), latlng <
)i

customMarker.setCustomMarkerLatitude (latlng.latitude);
customMarker.setCustomMarkerLongitude (latlng.longitude) ;

if (android.os.Build.VERSION.SDK_INT >= 14) {
MarkerAnimation.animateMarkerToICS (findMarker (customMarker) <
, new LatLng(customMarker.getCustomMarkerLatitude(),
customMarker.getCustomMarkerLongitude ()), <
latlonInter);
} else if (android.os.Build.VERSION.SDK_INT >= 11) {
MarkerAnimation.animateMarkerToHC (findMarker (customMarker), <
new LatLng(customMarker.getCustomMarkerLatitude (),
customMarker.getCustomMarkerLongitude () ), «
latlonInter);
} else {
MarkerAnimation.animateMarkerToGB (findMarker (customMarker), <
new LatLng(customMarker.getCustomMarkerLatitude (),
customMarker.getCustomMarkerLongitude()), +~
latlonInter);
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}
}
}
}
Let’s take a closer look:
private void initilizeMap () {
googleMap = ((SupportMapFragment) getSupportFragmentManager (). <
findFragmentById (R.id.mapFragment)) .getMap () ;
if (googleMap == null) {
Toast .makeText (getApplicationContext (), "Sorry! unable to create <
maps", Toast.LENGTH_SHORT) .show () ;
}
(findViewById(R.id.mapFragment)) .getViewTreeObserver ().
addOnGlobalLayoutListener (
new android.view.ViewTreeObserver.OnGlobalLayoutListener () <=
{
@Override

public void onGlobalLayout () {

})i

// gets called after layout has been done <
but before display
// so we can get the height then hide the <
view
if (android.os.Build.VERSION.SDK_INT >= 16) <
{

(findViewById (R.id.mapFragment)). <
getViewTreeObserver (). <
removeOnGloballayoutListener (
this);

} else {

(findViewById (R.id.mapFragment)) . <
getViewTreeObserver ().
removeGlobalOnLayoutListener ( ¢
this);

}
setCustomMarkerOnePosition () ;
setCustomMarkerTwoPosition () ;
// plotMarkers (markerList) ;

With this method initilizeMap (), we set up our map in the Fragment. We use SupportMapFragment in order to
make our map compatible with versions older than the Android version 4.0. Also by using the OnGloballLayoutListener
that is called after layout has been done, but before display, in order to avoid making any changes to the map, before the map is
fully set up in our layout. Otherwise an error that says, that map is not ready yet, may appear.

public void initializeUiSettings () {

googleMap.
googleMap.
.getUiSettings ()
googleMap.
googleMap.

googleMap

getUiSettings ()
getUiSettings ()

getUiSettings ()
getUiSettings ()

.setCompassEnabled (true);
.setRotateGesturesEnabled (false);
.setTiltGesturesEnabled (true) ;
.setZoomControlsEnabled (true);
.setMyLocationButtonEnabled (true);
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With the method above, we initialize the map Ui settings, we set the compass, the gestures, the tilt gestures, the zoom controls
and the button that centers us to our location spot.

public void initializeMapLocationSettings () {
googleMap.setMyLocationEnabled (true) ;

With the method above, we enable the blue location spot, that shows our position on the map.

public void initializeMapTraffic() {
googleMap.setTrafficEnabled (true);

With the method above, we enable the traffic lines layer on the map.

public void initializeMapType () {
googleMap.setMapType (GoogleMap.MAP_TYPE_NORMAL) ;

With the method above, we set the Map Type to the GoogleMap .MAP_TYPE_NORMAL.

public void initializeMapViewSettings () {
googleMap.setIndoorEnabled (true);
googleMap.setBuildingsEnabled (false) ;

With the method above, we initialize the Map View settings, meaning the basic view map and buildings settings.

public void zoomAnimateLevelToFitMarkers (int padding) {
LatLngBounds.Builder b = new LatLngBounds.Builder () ;
iter = markersHashMap.entrySet () .iterator();

while (iter.hasNext ()) {

Map.Entry mEntry = (Map.Entry) iter.next();
CustomMarker key = (CustomMarker) mEntry.getKey();
LatLng 11 = new LatLng(key.getCustomMarkerLatitude (), key. ¢

getCustomMarkerLongitude () ) ;
b.include (11);

}
LatLngBounds bounds = b.build();

// Change the padding as per needed
cu = CameraUpdateFactory.newLatLngBounds (bounds, padding);
googleMap.animateCamera (cu) ;

With the above method, we want to zoom the map, at a zoom that we will be able to view every marker that we added on the
map. So, this is method to help us fit an array of Markers into specific bounds for camera position.

3.6 Creating the source code of the helper class CustomMarker.java

We are going to create the Cust omMarker . java in order to help us make multiple markers and store them in an array, so that
we can use them in the AndroidGoogleMapsActivity. This is a helper class.

Open src/com. javacodegeeks.androidgooglemapsexample/CustomMarker. java file and paste the code be-
low.

CustomMarker.java




Android Programming Cookbook 59/143

package com. javacodegeeks.androidgooglemapsexample;
public class CustomMarker {

private String id;
private Double latitude;
private Double longitude;

public CustomMarker (String id, Double latitude, Double longitude) {

this.id = id;
this.latitude = latitude;
this.longitude = longitude;

public CustomMarker () {
this.id = "";
this.latitude = 0.0;
this.longitude = 0.0;

public String getCustomMarkerId() {
return id;

public void setCustomMarkerId(String id) {
this.id = id;

public Double getCustomMarkerLatitude () {
return latitude;

public void setCustomMarkerLatitude (Double mLatitude) {
this.latitude = mLatitude;

public Double getCustomMarkerLongitude () {
return longitude;

public void setCustomMarkerLongitude (Double mLongitude) {
this.longitude = mLongitude;

As you can see below, we have added an id attribute in our helper class, in order to have an identifier for our CustomMarker. This
will help us find the right marker that we have created and change, or remove it separately.

public void setCustomMarkerId(String id) {
this.id = id;

3.7 Creating the source code of the helper class LatLnglnterpolator.java

Open src/com. javacodegeeks.androidgooglemapsexample/LatLngInterpolator. java file and paste the
code below.

LatLnglnterpolator.java
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package com. javacodegeeks.androidgooglemapsexample;

import static java.lang.Math.asin;
import static java.lang.Math.atan2;
import static java.lang.Math.cos;
import static java.lang.Math.pow;
import static java.lang.Math.sin;
import static java.lang.Math.sqgrt;
import static java.lang.Math.toDegrees;
import static java.lang.Math.toRadians;

import com.google.android.gms.maps.model.LatLng;

public interface LatLngInterpolator ({
public LatLng interpolate(float fraction, LatLng a, LatLng b);

public class Linear implements LatLngInterpolator {

@Override

public LatLng interpolate(float fraction, LatlLng a, LatlLng b) {
double lat = (b.latitude - a.latitude) * fraction + a.latitude;
double 1lng = (b.longitude - a.longitude) = fraction + a.longitude;

return new LatLng(lat, 1ng);

public class LinearFixed implements LatLngInterpolator {

@Override
public LatLng interpolate(float fraction, Latlng a, LatlLng b) {
double lat = (b.latitude - a.latitude) * fraction + a.latitude;

double 1lngDelta = b.longitude - a.longitude;

if (Math.abs(lngDelta) > 180) {

lngDelta —-= Math.signum(lngDelta) = 360;
}
double 1lng = lngDelta * fraction + a.longitude;
return new LatLng(lat, 1ng);

public class Spherical implements LatLngInterpolator {

@Override
public LatLng interpolate(float fraction, LatlLng from, LatLng to) {

double fromLat = toRadians (from.latitude);
double fromLng = toRadians (from.longitude);
double tolat toRadians (to.latitude);
double tolLng = toRadians (to.longitude) ;
double cosFromLat = cos(fromLat);

double cosToLat = cos(tolLat);

double angle = computeAngleBetween (fromLat, fromLng, tolLat, tolLng);
double sinAngle = sin(angle);
if (sinAngle < 1E-6) {
return from;
}
double a = sin((l - fraction) % angle) / sinAngle;
double b = sin(fraction x angle) / sinAngle;

double x = a » cosFromLat x cos (fromLng) + b % cosToLat x cos(tolLng <

)i
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double y = a % cosFromLat x sin(fromLng) + b x cosTolLat * sin(tolLng <«
)
double z = a * sin(fromLat) + b * sin(tolLat);

double lat = atan2(z, sqgrt(x » x + y * y));
double 1lng atan2 (y, x);
return new LatLng(toDegrees(lat), toDegrees(lng));

private double computeAngleBetween (double fromLat, double fromLng, double <+
toLat, double tolLng) {

double dLat = fromLat - tolLat;

double dLng = fromLng - tolLng;

return 2 x asin(sqgrt (pow(sin(dLat / 2), 2) + cos(fromLat) * cos( ¢
tolat) x pow(sin(dLng / 2), 2)));

3.8 Creating the source code of the helper class MarkerAnimation.java

Open src/com. javacodegeeks.androidgooglemapsexample/MarkerAnimation. java file and paste the code
below.

MarkerAnimation.java

package com. javacodegeeks.androidgooglemapsexample;

import android.animation.ObjectAnimator;

import android.animation.TypeEvaluator;

import android.animation.ValueAnimator;

import android.annotation.TargetApi;

import android.os.Build;

import android.os.Handler;

import android.os.SystemClock;

import android.util.Property;

import android.view.animation.AccelerateDecelerateInterpolator;
import android.view.animation.Interpolator;

import com.google.android.gms.maps.model.LatLng;
import com.google.android.gms.maps.model.Marker;

public class MarkerAnimation {

static void animateMarkerToGB (final Marker marker, final LatLng finalPosition, <+
final LatLngInterpolator latLngInterpolator) ({
final LatLng startPosition = marker.getPosition();
final Handler handler = new Handler();
final long start = SystemClock.uptimeMillis();
final Interpolator interpolator = new AccelerateDeceleratelInterpolator();
final float durationInMs = 500;

handler.post (new Runnable () {
long elapsed;
float t;
float v;

@Override
public void run() {
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// Calculate progress using interpolator

elapsed = SystemClock.uptimeMillis () - start;
t = elapsed / durationInMs;
v = interpolator.getInterpolation(t);

marker.setPosition (latLngInterpolator.interpolate (v, <
startPosition, finalPosition));

if (£t < 1) {

handler.postDelayed(this, 16);

1)

@TargetApi (Build.VERSION_CODES.HONEYCOMB)
static void animateMarkerToHC (final Marker marker, final LatLng finalPosition, <=

final LatLngInterpolator latLngInterpolator) ({
final LatLng startPosition = marker.getPosition();

ValueAnimator valueAnimator = new ValueAnimator () ;
valueAnimator.addUpdateListener (new ValueAnimator.AnimatorUpdateListener ()

{

PA

@Override
public void onAnimationUpdate (ValueAnimator animation) {
float v = animation.getAnimatedFraction();
LatLng newPosition = latLngInterpolator.interpolate(v, <
startPosition, finalPosition);
marker.setPosition (newPosition) ;

1)
valueAnimator.setFloatValues (0, 1);

valueAnimator.setDuration (500) ;
valueAnimator.start () ;

@TargetApi (Build.VERSION_CODES.ICE_CREAM_SANDWICH)
static void animateMarkerToICS (Marker marker, LatLng finalPosition, final
LatLngInterpolator latLngInterpolator) {
TypeEvaluator typeEvaluator = new TypeEvaluator () {

@Override
public LatLng evaluate (float fraction, LatLng startValue, LatLng <

endValue) {
return latLngInterpolator.interpolate(fraction, startValue,

endValue) ;

<o

}i

Property property = Property.of (Marker.class, LatLng.class, "position");

ObjectAnimator animator = ObjectAnimator.ofObject (marker, property, <>
typeEvaluator, finalPosition);

animator.setDuration (500) ;

animator.start () ;
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3.9 Modifying the AndroidManifest.xml

In order to make our map visible, we should have access to the Internet. This must be specified in the manifest, so that, our
application will be granted the permission to use the Internet connection, with INTERNET, ACCESS_NETWORK_STATE
and WRITE_EXTERNAL_STORAGE. Also, a good idea is to give permission ACCESS_COARSE_LOCATION and AC-
CESS_FINE_LOCATION for better Location results.

Also, in order to add and use the Google Play Services library, we have to add the specific meta-data tag in our xml. Also,
we should not forget the API KEY meta-data tag in our xml, in order to get permission to use Google Maps.

The AndroidManifest.xml of our project is simple and contains the permissions:
AndroidManifest.xml

<?xml version="1.0" encoding="utf-8"?>

<manifest xmlns:android="https://schemas.android.com/apk/res/android"
package="com. javacodegeeks.androidgooglemapsexample"
android:versionCode="1"
android:versionName="1.0" >

<uses-sdk
android:minSdkVersion="9"
android:targetSdkVersion="19" />

<uses—-feature
android:glEsVersion="0x00020000"
android:required="true" />

<uses-permission android:name="android.permission.INTERNET" />
<uses—-permission android:name="android.permission.ACCESS_NETWORK_STATE" />
<uses-permission android:name="android.permission.WRITE_EXTERNAL_STORAGE" />

<!—=

The following two permissions are not required to use

Google Maps Android API v2, but are recommended.

—>

<uses-permission android:name="android.permission.ACCESS_COARSE_LOCATION" />
<uses—-permission android:name="android.permission.ACCESS_FINE_LOCATION" />

<application
android:allowBackup="true"
android:icon="Q@drawable/ic_launcher"
android:label="@string/app_name" >
<activity
android:name=".AndroidGoogleMapsActivity"
android:label="@string/app_name" >
<intent-filter>
<action android:name="android.intent.action.MAIN" />

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

<meta-data
android:name="com.google.android.gms.version"
android:value="Qinteger/google_play_services_version" />
<meta-data
android:name="com.google.android.maps.v2.API_KEY"
android:value="AIzaSyAU9ShujnIg3IDQOxtPrafaf7QlgqOvFVdwNmWc4" />
</application>

</manifest>
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3.10 Build, compile and run

When we build, compile and run our project, the main AndroidGoogleMapsExample should look like this:
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Figure 3.21: This is how the main Activity with the Google maps Fragment looks like
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Figure 3.22: This is how the Google Map v2 looks like after the first animation
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Figure 3.23: This is how the Google Map v2 looks like after the second animation

3.11 Download the Eclipse Project

This was the example of Android Google Maps v2.

Download You can download the full source code of this example here: AndroidGoogleMapsExample



https://examples.javacodegeeks.com/wp-content/uploads/2015/03/AndroidGoogleMapsExample.zip
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Chapter 4

Android Start Service on Boot Example

In the mobile device world, many times, we may need to make an application that has to do some tasks in the background, without
the users to have to open their application. Some easy examples are the background Location tracking, or an alarm application,
or the applications that want to receive push events from a server.

This can be done with the use of a service that will run in the background and will start on device boot, or on application update
in a device. In order to achieve this, we are going to register a BroadcastReceiver to listen to RECEIVE_BOOT_COMPLETED
events and then start a service to do whatever we may want our service to do.

So, in this example, we are going to show how to make an application that has an Android service that starts service at device
boot.

For our example will use the following tools in a Windows 64-bit or an OS X platform:

« JDK 1.7
¢ Android Studio 1.3.2
¢ Android SDK 5.0

Let’s take a closer look:

4.1 Create a New Android Studio Project

Open Android Studio and choose Start a new Android Studio Project in the welcome screen.
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@O Android Studio

H} Welcome to Android Studio

Recent Projects Quick Start

Start a new Android Studio project

Open an existing Android Studio project

Import an Android code sample

Check out project from Version Control

Import project (Eclipse ADT, Gradle, etc.)

Configure

Docs and How-Tos

Android Studio 1.3.2 Build 141.2178183. for updates now.

Figure 4.1: Welcome to Android Studio screen. Choose Start a new Android Studio Project.

Specify the name of the application, the project and the package.
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@ ® Create New Project

% New Project

Android Studio

Configure your new project

Application name: | AndroidStartServiceOnBootExample
Company Domain: | AndroidStartServiceOnBootExample

Package name: com.javacodegeeks.androidserviceonbootexample

Project location: fUsers /chryssa/Documents /AndroidProjects fAndroidStartServiceOnBootExample

Cancel

Figure 4.2: Configure your new project screen. Add your application name and the projects package name.

In the next window, select the form factors your app will run on.
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[ EoN Create New Project

F’* Target Android Devices

Select the form factors your app will run on

Different platforms may requi

ne and Tablet

Minimum SDE J 14: Android 4.0 (lceCreamSandwich)

Figure 4.3: Target Android Devices screen.

In the next window you should choose Add no activity. In this example, we are going to create our Activity.
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Previous

Figure 4.4: Add an activity to Mobile. Choose: Add no activity.

Now, our project has just been created!

4.2 Create the layout and the source code of a simple AndroidStartServiceOnBoot
Activity

Add a new Java class Activity inside src/com. javacodegeeks.androidserviceonbootexample/ so that we are
going to have the src/com. javacodegeeks.androidserviceonbootexample/AndroidCustomFontExample.
java file and paste the code below.

MainActivity.java

package com. javacodegeeks.androidserviceonbootexample;

import android.app.Activity;
import android.os.Bundle;

public class MainActivity extends Activity {
public void onCreate (Bundle savedInstanceState) {

super.onCreate (savedInstanceState) ;
setContentView (R.layout.main) ;

main.xml
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<?xml version="1.0" encoding="utf-8"?>

<LinearlLayout xmlns:android="https://schemas.android.com/apk/res/android"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:gravity="center"
android:orientation="vertical">

<TextView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:gravity="center"
android:text="This Activity does nothing at all. But an auto-start service has just <
started!"
android:textColor="#272727"
android:textSize="20dp" />
</LinearLayout>

Actually, this activity will not do anything concerning the service that starts on boot. All the logic regarding the service is
explained in the next lines.

4.3 Creating the source code of the BroadcastReceiverOnBootComplete Service

Add a new Java class inside src/com. javacodegeeks.androidserviceonbootexample/ so that we are going
to have the src/com. javacodegeeks.androidserviceonbootexample/BroadcastReceiverOnBootComp
lete. java file and paste the code below.

BroadcastReceiverOnBootComplete.java

package com. javacodegeeks.androidserviceonbootexample;

import android.content.BroadcastReceiver;
import android.content.Context;
import android.content.Intent;

public class BroadcastReceiverOnBootComplete extends BroadcastReceiver ({

@Override
public void onReceive (Context context, Intent intent) {
if (intent.getAction () .equalsIgnoreCase (Intent.ACTION_BOOT_COMPLETED)) {
Intent servicelIntent = new Intent (context, AndroidServiceStartOnBoot.class);
context.startService (servicelntent);

We have just created a BroadcastReceiver that will receive the ACTION_BOOT_COMPLETED intent. This means that when we
boot up our device this class will "catch" the event and start the AndroidServiceStartOnBoot service.

4.4 Creating the source code of the AndroidServiceStartOnBoot Service

Add a new Java class inside src/com. javacodegeeks.androidserviceonbootexample/ so that we are going to
have the src/com. javacodegeeks.androidserviceonbootexample/AndroidServiceStartOnBoot. java
file and paste the code below.

AndroidServiceStartOnBoot.java
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package com. javacodegeeks.androidserviceonbootexample;

import android.app.Service;
import android.content.Intent;
import android.os.IBinder;

public class AndroidServiceStartOnBoot extends Service {

@Override
public IBinder onBind (Intent intent) {
return null;

@Override
public void onCreate () {
super.onCreate () ;
// here you can add whatever you want this service to do

4.5 Editing the Android Manifest xml

The AndroidManifest .xml of our project is :
AndroidManifest.xml

<?xml version="1.0" encoding="utf-8"?>
<manifest xmlns:android="https://schemas.android.com/apk/res/android"
package="com. javacodegeeks.androidserviceonbootexample">

<uses-permission android:name="android.permission.RECEIVE_BOOT_COMPLETED"></uses- <>
permission>

<receiver
android:name="com. javacodegeeks.androidserviceonbootexample. <=
BroadcastReceiverOnBootComplete"
android:enabled="true"
android:exported="false">
<intent-filter>
<action android:name="android.intent.action.BOOT_COMPLETED" />
</intent-filter>
<intent-filter>
<action android:name="android.intent.action.PACKAGE_REPLACED" />
<data android:scheme="package" />
</intent-filter>
<intent-filter>
<action android:name="android.intent.action.PACKAGE_ADDED" />
<data android:scheme="package" />
</intent-filter>
</receiver>

<service android:name="com. javacodegeeks.androidserviceonbootexample. <
AndroidServiceStartOnBoot"></service>

<application
android:allowBackup="true"
android:icon="@mipmap/ic_launcher"
android:label="@string/app_name"
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android:theme="@style/AppTheme">

<activity
android:name="com. javacodegeeks.androidserviceonbootexample.MainActivity"
android:label="@string/app_name">
<intent-filter>
<action android:name="android.intent.action.MAIN" />
<category android:name="android.intent.category.LAUNCHER" />
</intent-filter>
</activity>
</application>

</manifest
>

In this AndroidManifest . xml we register the application to listen to android. intent .action.BOOT_COMPLETED.
Additionally, we register the android.intent.action.PACKAGE_REPLACED and the android.intent.action.
PACKAGE_ADDED events. These events can catch the installation and update of our application, so that our service will start not
only on device boot, but on application update.

We also have to register our service in the AndroidManifest .xml. This happens at line 24.

4.6 Build, compile and run

When we build, compile and run our project, the main Android ServiceStart OnBoot application should look like this:
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% 0v 9 . @ 02:55

This Activity does nothing at all. But an
auto-start service has just started!

Figure 4.5: This is this how our application should look like.
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This application does not do anythining in its activity. All the work is done in the service that starts to run on the boot of our
device, or on update of our application.




Android Programming Cookbook 777143

<  App usage

AndroidStartServiceOnBootExample

Figure 4.6: This is the service that runs in our device.
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% 10 ¥ 4 B 02:54

<  Memory usage

AndroidStartServiceOn ®
BootExample

Average memory use

2.2 MB

Frequency Rarely running (6%)
Maximum usage 40 MB

Figure 4.7: This is the service that runs in our device.
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4.7 Download the Android Studio Project

This was an example of Android AndroidServiceStartOnBoot.

Download You can download the full source code of this example here: AndroidStartServiceOnBootExample



https://examples.javacodegeeks.com/wp-content/uploads/2016/02/AndroidStartServiceOnBootExample.zip
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Chapter 5

Android Bluetooth Connection Example

The Android platform includes support for the Bluetooth network stack, which allows a device to wirelessly exchange data with
other Bluetooth devices. The Android Bluetooth APIs provide us access to the Bluetooth functionality in order to wirelessly
connect to other Bluetooth devices, enabling point-to-point and multipoint wireless features. So, if we want to exchange data
between different devices through our application, Bluetooth is a common way to connect two devices that support Bluetooth.

In this example we are going to create an application which activates Bluetooth, finds Bluetooth devices that may be near, scans
for other undiscovered Bluetooth devices and finally uses Bluetooth connection to create a Chat Application between two devices.

5.1 Introduction

For our example will use the following tools in a Windows 64-bit or an OS X platform:

« JDK 1.8
¢ Android Studio 2.1.2
¢ Android SDK 6.0

For this example we have used methods and implementation from the Android Bluetooth Example related to Android Bluetooth
searching and pairing devices. We have also made use of the Android RecyclerView Example for the ui and layout of our
Bluetooth Chat.

Let’s take a closer look:

5.2 Create a New Android Studio Project

Open Android Studio and choose Start a new Android Studio Project in the welcome screen.



https://developer.android.com/guide/topics/connectivity/bluetooth.html
https://examples.javacodegeeks.com/android/core/bluetooth/bluetoothadapter/android-bluetooth-example/
https://examples.javacodegeeks.com/android/android-recyclerview-example/
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@O Android Studio

H} Welcome to Android Studio

Recent Projects Quick Start

Start a new Android Studio project

Open an existing Android Studio project

Import an Android code sample

Check out project from Version Control

Import project (Eclipse ADT, Gradle, etc.)

Configure

Docs and How-Tos

Android Studio 1.3.2 Build 141.2178183. for updates now.

Figure 5.1: Welcome to Android Studio screen. Choose Start a new Android Studio Project.

Specify the name of the application, the project and the package.
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[ EeN ] Create New Project

New Project

Android Studio

Configure your new project

Application name:  AndroidBlustoothExample
Company Domain:  com.javacodegeeks.androidbluetoothexample

Package name: = O ks

Project location: JUsers [chryssa/Documents /AndroidProjects [ AndroidBluetoothExamplel

Cancel

Figure 5.2: Configure your new project screen. Add your application name and the projects package name.

In the next window, select the form factors your app will run on.
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® @ Craate New Project

Select the form factors your app will run on

Different platforms may require separate

hone and Tablet
Minimum 5DK APl 14: Android 4.0 (lceCreamSandwi

r APl levels target more devices, but hav r features available.

By targeting APl 14 and later, your app will run on approximately 97.4% of the devices
L4 3

¢ active on the Goo 2|

Wear

Minimum SDE AP : Android 5.0 (Lellipop)
b

Minimum 5 4 Android 5.0 (Lollipop)
Android Auto

Class

Minimum S5DK  Class Development Kit Preview (APl 19)

Cancel Previous

Figure 5.3: Target Android Devices screen.

In the next window you should choose to Add an activity to Mobile. In our example, we will choose to create a project with no
activity, so choose: Add no activity.
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®@® Create New Project

QAdd an Activity to Mobile

Add No Activity

Basic Activity Empty Activity Fullscreen Activity Google AdMob Ads Activity

Google Maps Activity Login Activity Master/ Detail Flow awe ¥ Scrolling Activity

e ] '

Previous

Figure 5.4: Add an activity to Mobile. Choose: Add no activity.

Now press finish, and our project has just been created!

5.3 Create the layout of the BluetoothChat

Add a new xml file inside /res/layout folder, with name main_activity.xml. We should have /layout/main_ac
tivity.xml file and paste the code below.

main_activity.xml

<?xml version="1.0" encoding="utf-8"?>

<LinearLayout xmlns:android="https://schemas.android.com/apk/res/android"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:orientation="vertical">

<android.support.v7.widget.RecyclerView
android:id="@+id/my_recycler_view"
android:layout_width="match_parent"
android:layout_height="0dp"
android:layout_weight="1"
android:paddingLeft="10dp"
android:paddingRight="10dp"
android:scrollbars="vertical" />

<LinearLayout
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android:layout_width="fill parent"
android:layout_height="wrap_content"
android:orientation="horizontal">

<EditText
android:id="@+id/edit_text_out"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_gravity="bottom"
android:layout_weight="1" />

<Button

android:id="@+id/button_send"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:text="@string/send" />
</LinearLayout>

<LinearLayout
android:layout_width="fill_ parent"
android:layout_height="wrap_content"
android:orientation="horizontal">

</LinearLayout>

5.4 Create the source code of the BluetoothChat

<Button

android:id="@+id/scan"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:onClick="connect"
android:text="Q@string/connect" />

<Button

android:id="@+id/discoverable"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:onClick="discoverable"
android:text="Q@string/discoverable" />
</LinearLayout>

Add anew Java class inside src/com. javacodegeeks.androidBluetoothExample/ so that we are going to have the
src/com. javacodegeeks.androidBluetoothExample/BluetoothChat . java file and paste the code below.

BluetoothChat.java

package com. javacodegeeks.androidBluetoothExample;

import
import
import
import
import
import
import
import
import
import
import
import

android.
android.
android.
android.
android.
android.
.0s.Message;
android.
android.
android.
android.
android.

android

app.Activity;
bluetooth.BluetoothAdapter;
bluetooth.BluetoothDevice;
content.Intent;

os.Bundle;

os.Handler;

support.v7.widget.DefaultItemAnimator;
support.v7.widget.LinearLayoutManager;
support.v7.widget.RecyclerView;
view.KeyEvent;

view.View;
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import android.view.View.OnClickListener;
import android.view.inputmethod.EditorInfo;
import android.widget.Button;

import android.widget.EditText;

import android.widget.TextView;

import android.widget.Toast;

import java.util.ArrayList;
import java.util.List;

import com.javacodegeeks.R;

import androidRecyclerView.MessageAdapter;

public class BluetoothChat extends Activity {

// Message types sent from the BluetoothChatService Handler
public static final int MESSAGE_STATE_CHANGE = 1;

public static final int MESSAGE_READ = 2;

public static final int MESSAGE_WRITE = 3;

public static final int MESSAGE_DEVICE_NAME = 4;

public static final int MESSAGE_TOAST = 5;

// Key names received from the BluetoothChatService Handler
public static final String DEVICE_NAME = "device_name";
public static final String TOAST = "toast";

// Intent request codes

private static final int REQUEST_CONNECT_DEVICE = 1;
private static final int REQUEST_ENABLE_BT = 2;
private EditText mOutEditText;

private Button mSendButton;

// Name of the connected device

private String mConnectedDeviceName = null;
// String buffer for outgoing messages
private StringBuffer mOutStringBuffer;

// Local Bluetooth adapter
private BluetoothAdapter mBluetoothAdapter = null;

// Member object for the chat services
private BluetoothChatService mChatService = null;

private RecyclerView mRecyclerView;
private LinearLayoutManager mLayoutManager;
private MessageAdapter mAdapter;

public int counter = 0;
private List messagelist = new ArrayList();
@Override

public void onCreate (Bundle savedInstanceState) {
super.onCreate (savedInstanceState);

setContentView (R.layout.main_activity);

mRecyclerView = (RecyclerView) findViewById(R.id.my_recycler_view);
mRecyclerView.setHasFixedSize (true);




Android Programming Cookbook

87 /143

mLay