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EMULATOR

klavesove zkratky:
C:\sw\android\sdk\tools>emulator -help-keys

Klavesova zkratka c¢innost

Ctrl+F11, Ctrl+F12 Emulator na vysku / sirku
(na dalsi ¢i predchozi
layout)

Home Tlacitko Home

Escape Tlacitko Back

F2, PageUp Tlacitko Menu

Alt+Enter fullscreen

Povidani ohledné rychlosti emulatoru:



https://infinum.co/the-capsized-eight/articles/is-your-android-emulator-just-too-slow

EMULATOR - GENYMOTION

®
® Individual - Basic - Free

IE 0 -
Q Camera é Plugins / Testing tools
Use your laptop webcam as the Genymotion is compatible with
video source of Android of your Android SDK tools, Eclipse and
camera. Android Studio.
—
D Battery Browser
Test your app with various charge Test your website in various
levels and see how it handles those Android browsers: Webkit for
USE Cases. Android, Firefox for Android and
many more!
ers GPS Y& Perfectly adapted
Use the GPS widget to easily Genymotion works on Linux,
develop and test your Windows, Mac OS X.

location-based - 2
geolocation-based apps T &



https://www.genymotion.com/features/

REALNE ZARIZENI
Windows

@ USB driver pro konkretni telefon
® ze stranek vyrobce, seznam:

Linux

® Viz navod na oficialnich strankach:
® dulezity parametr Vendor ID
® Viz:



http://developer.android.com/tools/extras/oem-usb.html
http://developer.android.com/tools/device.html#VendorIds

VYBER MEZI EMULATOREM A
REALNYM ZARIZENIM

@ Android Device Chooser B

Select a device with min API level 8.

i@ Choose a running Android device

Serial Nurmber AVD Mame Target Debug  State
E rmaojeld [emulator-5554] rojeld " Android 4.3 Yes Online
Q samsung-gt_s5690-0:0100 MSA & 2356 Online

7 Launch a new Android Virtual Device

AVD Mame Target Mame Platform API Level CPU/ABI Details...

Mo AVD available Start...

zde mGzeme volit mezi realnym zarizenim Samsung s Androidem
2.3.6, nebo emulatorem s Androidem 4.3




OBSAR

® Prvky U
Widgety, Layouty
Alternativni resources

® Notifikace

® Menu

® Kontextove menu

® Spusteni jiné aktivity




USER INTERFACE

@ objekty ViewGroup a View
® ViewGroup - slouzi pro layouty ,,rozvrzeni“
® View - pro widgety, Ul objekty

ViewGroup pro zobrazeni
hierarchie objektu

zavolame

l ViewGroup | I View | l View l setContentView()
-]




Button

VIEW (WIDGET)  ™="4 .

® View objekt
® moznost vytvorit vlastni View

« O

® TextView - napis (label)

® ImageView - obrazek

® Button - tlacitko

® EditText - pole pro uzivatelsky vstup (editbox)
® CheckBox, RadioButton

® AnalogClock

@ dalsi: vybéer data, zoom control aj.




VYBRANE INPUT CONTROLS

tida _______Jpopis

Button Tlacitko, lze stisknout
EditText Editovatelné textove pole
AutoCompleteTextView Viz predchozi véetné navrha
CheckBox On/off switch, pro mnozinu

neexkluzivnich voleb
RadioButton, RadioGroup  Prepinac, exkluzivni volba
ToggleButton On/Off tlacitko
Spinner Vybér jedné hodnoty z drop-down nabidky
DatePicker, TimePicker Vybér data, casu




N a7z

PRIKLAD - SPINNER

jay@gmail.com Home 4

Home
Work
Other

Custom

Volby, z kterych volime - SpinnerAdapter - cerpa z
ArrayAdapter (hodnoty v poli nebo XML string-array) nebo
CursorAdapter (z databaze)

Odkaz:



http://developer.android.com/guide/topics/ui/controls/spinner.html

PRIKLAD - AUTOCOMPLETE

N SESAAmItAndroid

[A—— e Ukazuje navrhy zatimco

; uzivatel pise

Example showing AutoCompleteTextView

( Seznam navrhu lze zavrit
; : tlacitkem back

MS SQL SERVER

MySQL Lze nadefinovat mnozstvi

znaku, po kterém se uzivateli

| objevi navrhy



http://www.tutorialspoint.com/android/android_autocompletetextview_control.htm

WIDGET - PRIKLAD IMAGEVIEW

<ImageView
android:id="@+id/imageView1"
android:layout_height="wrap_content”
android:layout_width="wrap_content"”
android:src="@drawable/and"
android:onClick="click_obrazek">
</ImageView>

do projektu res/drawable-mdpi pridame
obrazek (and.jpg)

lze mit ruzné velikosti obrazku dle rozliseni




ANDROID:ID

® unikatni identifikace

® android:id="@+id/imageView1"
@ rika parseru: zbytek bude id resource
+: Novy resource, vytvorit a pridat do R.java
v programu R.id.imageView1

® zdroje uz nabizené Android frameworkem:
android:id="®android:id/empty"
neni +
pridany jmenny prostor




VLOZENI SOUBORU S OBRAZKEM

@ vice adresaru drawable:

/res/drawable-hdpi ... high density screens
/res/drawable-mdpi ... medium density screens
/res/drawable-ldpi ... low density screens

/res/drawable-xhdpi, xxhdpi
® pokud nemame vice verzi:
/res/drawable
® pridame soubor s obrazkem (.png, .jps,...)
napr. (napr. Ctrl+c, Ctrl+v)
automaticky se updatuje generovana trida R
® pristup z Javy: R.drawable.and




JAK VYTVORIME RUZNE RESOURCE
ADRESARE V ANDROID STUDIU?

® Kdo si ma pamatovat zkratky?

® Kliknu na drawable - prava mys -
New drawable resource file

® Modifikator density - a zvolit vhodnou
hodnotu




Drawable - new - Drawable resource - modifikator density

1: Project

l:: I Structure

(5F Captures

i Android v |

(BB - A

Caapp
[ rnanifests
[ java
[ res
[ drawable </’
[i] obrazek,jpg
1 layout
7 renu
EJ miprmap
E1 values
&} Gradle Scripts

Android Monitor

| Mo Connected Devices

ifi& logeat | 4l Memaory +°| CP

' Mew Resource File

C) MainActivity.java ¥ | £ content_mainxml * | £ activity_main.

1

public woid tlacitko dizlog (View v) |
final Context cl = w.getClontext();
LlertDialog al = new AlertDialog.Builder (th:

al.getTitle ("Napoveda") ;
al.3etMes3age ("Pomoc =i sam!") ;

File name: |

Source set:

|mair1

Directory name: | drawahle:;hdp‘i]

Available qualifiers:

@ Country Code
{p: Metwork Code
'ﬂ' Locale

E Layout Direction
E Smallest Screen V
E Screen Width
Screen Height
E Size

[E] Ratio

'='|§| Orientation

5 Ul Mode

@) Night Mode

= Keyboard

Chosen qualifiers:

ra
Density: \

| X-High Density \
AHK-High Density
#¥-High Density

X-High Density

High Density
Mediurn Density
Low Density
Any Density
Mo Density




POUZITI V PROGRAMU

Prirazeni Ul aktivite:
setContentView(R.layout.main);
® v metodé onCreate

® pouzije soubor main.xml

® z adresare res/layout
nebo dle modifikatoru napr. res/layout-land

Ziskani reference na View:
TextView tv = (TextView) findViewByld(R.id.napis);




Button Alert s tlacitkama

& ml B 7:38

aa3

Nastaveni alertu

Alert seznam

leUh)'/ StiSk Alert s radiobuttons
tlacitka vyvola
kontextové menu Progress dialog

ImageView

Tlacitko Menu
zobrazi zde menu
na Android 2.x,
jinak ActionBar
3.X,4.x nahore




= ull B 857

zmeénény text
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ALTERNATIVNI ZDROJE

® vice verzi
obrazku
dle moznosti obrazovky (density)

layoutu
otoceni zarizeni do landscape modu
nejenom ,hezci“ zobrazeni, ale i pridana funkcionalita

retézcu (strings.xml)
vicejazycné aplikace

® cil - v dané situaci vyuzit nejvhodneéjsi zdroje
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ALTERNATIVNI ZDROJE -
KVALIFIKATORY

layout
® standardni adresar /res/layout/neco.xml
® lze vytvorit /res/layout-land/neco.xml

retézce
@ standardni /res/values/strings.xml

® napr. /res/values-fr-rCA/strings.xml
-fr .. jazyk (francouzstina)
-rCA .. region Kanada

nenajde-li vhodny zdroj, vyuzije defaultni
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ALTERNATIVNI ZDROJE

® pri tvorbé pomuze wizard
PravaMys -> New -> Layout Resource File

® konfigurace (country code, language,
orientation, keyboard)

® upresneni hodnoty

napr.: layout -> orientation -> landscape




Eile name: |

Root elernent: | LinearLayout

Source set: | main

Directory name: | layout-cs-land-night

Auailable qualifiers:

T TR T R e

Chosen qualifiers:

fmy Region = =
@ Locale [=0 Landscape
@ Night

= Layout Direction

E Smallest Screen W

I Screen Width

ﬂ Screen Height

Size
[E] Ratio
[H Ul Mode

r' Touch Screen
= Keyboard

E Tevt lnmait

& Enter a new name

seznam modifikatoru:

Language:
=8 ch: _hamorro
[ B co: Corsican

[*0 cr: Cree

™ s Czech

cu: Church Slavic; Old Slavenic; Church Slavonic: Old Bulgarian; Old Church Slavonic

= cv: Chuvash

i oy Welsh

== da: Danish

™| de: German

=1 dv: Divehi: Dhivehi: Maldivian
[l d=: Dzongkha

== ee; Fwe

H-—— -] '

Tip: Type in fist to filer

| ok || Cancel |



http://developer.android.com/guide/topics/resources/providing-resources.html#AlternativeResources

POZNAMKY

Pristup k retézcum:

Resources res = getResources();

String

text = res.getString(R.string.retezec_age, age);
tv.setText(text);

ed1.setText(™);
ed1.requestFocus();




VLASTNOSTI VIEW (WIDGETU)

@ layout_height, layout_width
kolik prostoru zada od rodicCe pro své zobrazeni

match_parent - vsechen dostupny prostor od
rodice (drive do API 8)

wrap_content - jen tolik, aby zobrazil co chce
exaktni hodnota - nedoporucuje se

® layout_weight

® layout_gravity - centrovani prvku

® gravity - centrovani uvnitr prvku (napis v
tlacitku)

® text - text nebo @strings/nazev

@ id - ve tvaru @+id/jmeno




UKAZKA XML

1. <Button android:id="@+id/button1"

2 android:layout_width="match_parent”
3. android:layout_height="wrap_content”
4 android:text="Button" />

Button

<Button
android:id="@+id/button2”
android:layout_width="132dp"
android:layout_height="wrap_content”
android:onClick="volejDomu"

10. android:text="Button” />

Button

O 00 NN O Ul




JEDNOTKY, PRENOSITELNOST

@ velikost displeje (fyzicka)
@ rozliseni

© pixel density .
(100dpi - 1 palec displeje 100bodu)

dp .. density independent pixel
vyhodné pouzit pro View

px = dp * (dpi / 160)
240 dpi screen, 1 dp equals 1.5 physical pixels

Pouzivat dp pro vsechno, sp pro velikosti textu. (!!)

Nasledujici tabulky viz:



http://stackoverflow.com/questions/2025282/difference-between-px-dp-dip-and-sp-on-android

JEDNOTKY - POJmY

pX
in
mm
pt

dp or dip

sp

Odpovida aktualnim pixeldm na obrazovce
Podle fyzické velikosti obrazovky, 1 inch = 2.54cm
Na zakladeé fyzicke velikosti obrazovky, milimetry

Points - 1/72 of an inch based on the physical size
of the screen.

Density-independent Pixels

an abstract unit that is based on the physical
density of the screen. These units are relative to a
160 dpi screen, so one dp is one pixel on a 160 dpi
screen. The ratio of dp-to-pixel will change with
the screen density, but not necessarily in direct
proportion.

Scale-independent Pixels - this is like the dp unit,
but it is also scaled by the user's font size
preference. It is recommend you use this unit when
specifying font sizes, so they will be adjusted for
both the screen density and user's preference.




JEDNOTKY - SROVNANI

Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| Unit | Description | Units Per | Density | Same Physical Size |
| | | Physical Inch | Independent | On Every Screen |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| px | Pixels | varies | Mo | Mo |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| in | Inches | 1 | ves | ves |
Hmmmm e fmmmm e Hmmm e EEEEEEE fmm e +
| mm | Millimeters | 25.4 | ves | ves |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| pt | Points | 72 | Yes | ves |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| dp | Density | ~16@ | ves | Mo |
| | Independent | | | |
| | Pixels | | | |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
| =p | Scale | ~le@ | ves | Mo |
| | Independent | | | |
| | Pixels | | | |
Hmmmm e fmmmmm e Hmmmmm e Hmmmm e fmmmm e +
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CO JE CILEM?

Density Test
High
Hen B o
v

'Density Test

Medium l '

Density

Figure 2. Example application without support for different densities, as shown on low, medium, and high-density screens.

'Density Test Density Test

Medium ! a

Density High Density

Figure 3. Example application with good support for different densities (it's density independent), as shown on low,

medium, and high density screens.

Dulezity odkaz:
http://developer.android.com/guide/practices/screens_support.html




VELIKOSTH

Idpi (0.75x) |

mdpi (basaling)

Odkaz:

hdpi (1.5%)

xhdpi (2.00)

Pomeér velikosti:
3:4:6:8:12:16 scaling ratio

36x36 (0.75x) for low-density

48x48 (1.0x baseline) for medium-density

72x72 (1.5x) for high-density

96x96 (2.0x) for extra-high-density

180x180 (3.0x) for extra-extra-high-density
192x192 (4.0x) for extra-extra-extra-high-density



http://developer.android.com/guide/practices/screens_support.html

KVALIFIKATORY PRO VELIKOST
OBRAZOVKY

res/layout/main_activity.xml
# For handsets (smaller than 600dp available width)

res/layout-swé600dp/main_activity.xml
# For 7” tablets (600dp wide and bigger)

res/layout-sw720dp/main_activity.xml
# For 10” tablets (720dp wide and bigger)

Modifikator nejmensi dostupna sSirka (-swCislo)
- kolik bude pro nas layout dostupné, bez ohledu na orientaci
zarizeni




LAYOUT

odpovéedna za alokaci prostoru pro své potomky
hlavni layouty: F

[ Layouts
D Framelayout
D LinearLayout (Horizontal)
D LinearLayout (Vertical)

@ Linear Layout ol sy

E TableRow

® Table Layout i

Relativel ayout

® Frame Layout T
° Largv._eText
® Relative Layout oo

® (Absolute Layout)
© Grid Layout (novejsi) oo
B

Ukazky layoutu a widgetu:



http://developer.android.com/resources/tutorials/views/index.html

LINEAR LAYOUT

® casto pouzivany
@ sklada objekty za sebe, horizontalne nebo
vertikalne, zalezi na poradi objektu

@ pta se, kolik prostoru bude child objekt
potrebovat - drivéjsi child muze spotrebovat
temer vse...

<LinearLayout ... >

android:orientation=“vertical” <TextView ... />
<Button ... />

android:orientation="horizontal”  </LinearLayout >




XML - LINEAR LAYOUT

<?xml version="1.0" encoding="utf-8"7>

<LinearLayout xmlns:android="http://schemas.android.com/apk/res/android"
android:layout_width="fill_parent”
android:layout_height="fill_parent”
android:orientation="vertical" >

<TextView
android:layout_width="fill_parent”
android:layout_height="wrap_content”
android:text="@string/hello" />

<Button
android:id="@+id/button1”
android:layout_width="wrap_content”
android:layout_height="wrap_content*
android:layout_gravity="center“
android:layout_weight="0.5"
android:text="Button" />

</LinearLayout>




NEAR LAYOUT - POKRACOVANI

® layout_gravity ( = zarovnani)
left, right, center_horizontal
® layout_weight ( = vaha, dulezitost )
integer, defaultni hodnota 0
dulezitéjsi dostane ,,vétsi prostor® k vykresleni

E

nastavena weight 1,
vsichni ostatni 0




WEIGHT - POCITANI

prideleny prostor ditéeti = (weight ditéte) /
(suma weight vsech déti v Linear Layout)

pr. 3 TextBoxy, z toho 2 weight 2, a jeden 1
1. text box = 2/(2+2+1)
2. text box = 2/(2+2+1)
3. text box = 1/(2+2+1)

Viz



http://stackoverflow.com/questions/3995825/what-does-androidlayout-weight-mean

TABLE LAYOUT

® umisténi objektu do tabulky

® TableRow - reprezentuje radku, obsahuje
dalsi widgety, ty jsou horizontalné vedle sebe

® android:stretchColumns="1"
lze pouzit *
roztazeni dle dostupného prostoru

<TableLayout ... android:stretchColumns=“1">
<TableRows> ... </TableRow> J—A Y
</TablelLayout> 2y Low IS [I4°F 5F b




FRAME LAYOUT

® umisti potomka nad predchoziho
(nejnoveji umisteny zakryva predchozi...)

@ prazdny prostor na obrazovce, ktery vyplnime
jednim objektem

@ ,,prispendlen k levému hornimu rohu obrazovky,
dalsi child kresleny pres predchozi (muzeme je
umistit napr. pomoci
android:layout_gravity="bottom | left")

® jako placeholder pro dalsi pridané programove




FRAME LAYOUT PRIKLAD

<FrameLaycut xmlns:android="http://schemas.android. com/apk/res/android”
android: layout_width="Ffill_parent”
android:layout_height="fill parent” =

<ImageView
android:id="g+id/ imageViewl™
android: layout_width="393dp"
android: layout_height="match_parent”
android: src="@drawable/and" /=

<LinearLayout
android:layout width="match parent”
android:layout_height="match parent”
android:orientation="vertical ™

<EditText
android:id="jg+id/ editTextl"”
android: layout_width="3%8dp"
android: layout_height="wrap_content”
android:ems="18"
android:text="FEditaini pole na obrdzkovém

<Button
android:id="g+id buttonl™
android:layout_width="wrap_content”
android: layout_height="wrap_content”
android:text="Probud se” />

<Button
android:id="jg+id button2”
android:layout_width="wrap_content”
android:layout_height="wrap_ content”
android:text="Dobrou noc” />
</LinearLayout>

</FrameLayout:>




RELATIVE LAYOUT

® pozicovat potomka relativné k ostatnim nebo
Ke kontejneru

® potomci jsou renderovany v uvedeném poradi

android:layout_below="®@id/label”
android:layout_tolLeftOf="@id/ok”
android:layout_alignTop="@id/ok"

vuci kterému

objektu se
WinGErANEntE




RELATIVE LAYOUT
- V€

androia

S

androic
leva strana na levy okraj kontejneru

and
anc
anc
ancC

ancC

roid:
roid:
roid:
roid:

| KONTEJNERU

:layout_alignParentBottom
podek elementu na spodek kontejneru

:layout_alignParentLeft

layout_alignParentRight
layout_alignParentTop
layout_centerHorizontal
layout_centerVertical

roid:

layout_centerinParent

centruje oboji




RELATIVE LAYOUT
- VUCI OSTATNIM PRVKUM

@ pouzijeme id elementu
android:layout_above
android:layout_below
android:layout_tolLeftOf
android:layout_toRightOf

android:layout_alignBaseline
android:layout_alignBottom
android:layout_alignLeft

zarovna levou hranu s danym elementem




ABSOLUTE LAYOUT

® umisteni na absolutni souradnice na
obrazovce

® neni flexibilni
=> problém prenositelnost na ruzna zarizeni




ANDROID LAYOUT TUTORIAL

ukazky XML definic vcetné vysledného zobrazeni vrstvy



http://www.learn-android.com/2010/01/05/android-layout-tutorial/

NASTROJ:
ANDROID DEVICE MONITOR

pro analyzu Ul je k dispozici nastroj
HierarchyViewer, ktery je soucasti SDK

pouziti:
® bézi nam aplikace v emulatoru

® z prikazove radky (cmd.exe pod Win)
c:\sw\android\sdk\tools\monitor.bat

(podivat se)



http://code.tutsplus.com/tutorials/android-tools-using-the-hierarchy-viewer--mobile-6997

ukazka casti z frame-layout prikladu
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BARVY, POZADI

® android:background="@drawable/background*
® android:textColor=“@color/barval®
viz dalsi slide
® android:background="#cfff"
@ standardni RGB + Alpha kanal (transparentnost)
@ kazda slozka 0..255, #0..#FF
® AARRGGBB
® #4B8C .. #44BB88CC

@ obrazek pozadi, barva textu, barva pozadi
textboxu (TextEdit)




BARVY

® v popisu layoutu:

{TextView
android:layout width="wrap content”
android:layout height="wrap content”
android:layout centerHorizontal="trus"
android:layout_centerVertical="true"
android:text="{gstring/hello_world”
android:textColor="@color/barval®™ />

® v souboru /res/values/color.xml:

<?wml wersion="1.8" encoding="wtf-8"7>
{resources’
<color name="barval":#FF@@ee</color:

</resourcesy




Jsem toast :-)

TOAST

® nebere aktivite focus

@ zpravy, kterym neni potreba vénovat velka
pozornost (oznameni napr. download skoncil)

® nepouzivat na dulezité zpravy
® casem sam zmizi

Toast.makeText (this, "Privezli jidlo!",
Toast.LENGTH_LONG).show();

Toast.makeText(this, R.string.hlaseni_jidlo,
Toast.LENGTH_LONG).show();




Titulek

Zprava

ALERT DIALOG

@ setPositiveButton -- yes, save
@ setNeutralButton -- close
@ setNegativeButton -- no

Close

new AlertDialog.Builder(this).setTitle(,, litulek").
setMessage(,,Zprava”).setNeutralButton("Close”,
null).show();

new AlertDialog.Builder(this).setTitle(,, Titulek").
setMessage(,,Zprava").setlcon(R.drawable.icon).
setNeutralButton("Close”, null).show();




ALERT DIALOG SE 3 TLACITKY

® New
AlertDialog.Builder(this).setTitle(,, Titulek").
setMessage(,,Zprava”).
setNegativeButton("Cancel”, null).
setPositiveButton("OK", null).
setNeutralButton("No”, null).show();

Titulek

positive negative

Zprava

N~ -

Zde by No a
Cancel spis
obracene

0K Cancel




ALERT DIALOG, OBSLUHA

new AlertDialog.Builder(this)

—
.

2. .setTitle("Titulek")

3. .setMessage("Zprava")

4. .setNegativeButton("Cancel”,new Dialoginterface.OnClickListener() {
5. public void onClick(Dialoglnterface dialog, int id) {

6. finish();

7 3

8. }

9. )

10. .setNeutralButton("No", null)

11. .setPositiveButton("OK",null).show();

misto null

listener s reakci na
dané tlacitko




ALERT DIALOG - SETBUTTON

AlertDialog a1 = new AlertDialog.Builder(this).create();
al.setTitle("Od cisnika");
al.setMessage("Zaplat a jdi.");

al.setButton(RESULT_OK, "Jdu", new
DialogInterface.OnClickListener() {

@0verride
public void onClick(Dialoginterface dialog, int which) {
Toast.makeText(c1, ,,Cau”, Toast.LENGTH_LONG).show();

}
3);

al.setlcon(R.drawable.ic_launcher);
al.show();




ALERT - SEZNAM (SETITEMS)

—

. final CharSequence[] items = {"Jaro", "Leto", "Podzim" , "Zima"};

N

AlertDialog.Builder builder = new AlertDialog.Builder(this);
builder.setTitle("Vyber oblibenou cast roku:");
4. builder.setltems(items, new Dialoginterface.OnClickListener() {

w

5. public void onClick(DialogIlnterface dialog, int item) {

6. Toast.makeText(getApplicationContext(), items[item],
Toast.LENGTH_SHORT).show(); e erou castroks

7. 1 Jaro

8. 1)

Leto

9.  AlertDialog alert = builder.create();

vyuzijeme index

Podzim

10.  alert.show(); vracené polozky

Zima




final CharSequence[] items = {"Red", "Green", "Blue"};

ALERT - RADIO BUTTONS

AlertDialog.Builder builder = new AlertDialog.Builder(this);

builder.setTitle("Pick a color"); na zacatku Zadny

vybrany
builder.setSingleChoiceltems(items, -1, new
Dialoglnterface.OnClickListener() {
public void onClick(DialogInterface dialog, int item) {
Toast.makeText(getApplicationContext(), items[item],
Toast.LENGTH_SHORT).show();
} Pick a color

;5

AlertDialog alert = builder.create();
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ZPRACOVANI Ul UDALOST

® zachytit udalost z daneho View objektu
® rozhrani event listeners,
® View.set...Listener()

@ callbacky:
udalost __|Popis,piiklad
onClick() Napr. stisk tlacitka

onLongClick() Dlouhy stisk

onFocusChange() Navigace na/z polozky

onKey() Stisk / uvolnéni klavesy

onTouch() Stisknuti, uvolnéni, pohyb po obrazovce

onCreateContextMenu() Pri vytvoreni kontextového menu




REGISTRACE POSLUCHACE PRO
TLACITKO (1)

1.

2. private OnClickListener mujPosluchac = new OnClickListener() {
3. public void onClick(View v) {

4.

5. }

6. b

~

protected void onCreate(Bundle savedValues) {

10. Button button = (Button)findViewByld(R.id.button01);
11.

12. button.setOnClickListener(mujPosluchac);

13,




Ve

LISTENER V RAMCI AKTIVITY

1. public class ExampleActivity extends Activity
implements OnClickListener {

2. protected void onCreate(Bundle savedValues) {

3.

4, Button button = (Button)findViewByld(R.id.button01);
5. button.setOnClickListener(this);

6. }

7.

8. public void onClick(View v) {

9.

10. }

1. 3}




NAVRATOVA HODNOTA NEKTERYCH
LISTENERU

® true - obslouzili jsme udalost
® false - udalost pokracuje do dalsiho zpracovani

priklady listeneru:
onLongClick()
onKey()
onTouch()




VYTVARENI MENU

@ options menu
kdyz uzivatel stiskne tlacitko Menu (ActionBar)

® context menu
dlouhy stisk daneho objektu

® submenu
menu obsahuje dalsi vnorené polozky




ACTION BAR

® Konzistentni navigace napric aplikaci

® Priorita dulezitych akci

@ Adaptace na konfiguraci obrazovky (port-land)
® Pridavani widgetu (search, share)

@ Navigace mezi obrazovkami

@

hezky tutorial:



http://developer.android.com/design/patterns/actionbar.html
http://www.vogella.com/tutorials/AndroidActionBar/article.html

ACTION BAR

( Iﬁl Action Bar _ Q, HEe
1] 3 iz
m
Ikona aplikace Vyuziti pro navigaci
2 View control
3 Action buttons Nejdulezitéjsi akce;

kdo se sem nevejde,
jde do overflow

4 Action overflow Pro méné cCasté akce




ACTION BAR

na vrchu aktivity

® titulek aktivity

® ikona

® akce, které lze vyvolat

® dalsi interaktivni polozky
® navigace v ramci aplikace

povolen pro APl >= 11 (od And3.0), lze jej zakazat
pro APl < 11 .. options menu

lze vyuzit Support Library (APl 7 a vyse)

také se pouziva

action bar je viditelny, zatimco menu v 2.x je az na
pozadani (stisknuti tladitka Menu)



http://actionbarsherlock.com/

ACTION BAR

(e o = o

3 akeni tlacitka a overflow button (dalsi polozky)

aby se polozka menu (ne)objevila v action baru, v XML definici menu
u polozky:

showAsAction="ifRoom"
showAsAction= "always”

showAsAction= "never"




ACTION BAR

ActionBar actionBar = getActionBar();

/] skryt

actionBar.hide();

/[ zobrazit

actionBar.show();

// zména ikony
actionBar.setlcon(R.drawable.ico_myico);




SPLIT ACTION BAR

Oddélena cast ve spodni casti obrazovky

<manifest ...>
<activity uiCptions="splitActionBarWhenNarrow™ ... >
<meta-data android:name="android.support.UIl OFTIONS" : :
android:value="splitActionBarWhenMNarrow” /> U]Optlons °° Od API1§I
A Metadata .. Pro starsi
</manifest>

O

BB screen Tite + & i

RA A TRETWO B THRT

. A _ __4

Figure 3. Mock-ups showing an action bar with tabs (left), then with split
action bar (middle); and with the app icon and title disabled (right).




NAVIGATION DRAWER

“ @ 0O D00

o7 7 v . . - |nb0)(
panel zobrazujict moznosti navigace i R .
na levé strané obrazovky L _—
defaultné skryty Priority Inbox 999+
yty y
lze jej potahnout z levé strany
o 7 N . R NT
nebo kliknutim na ikonu aplikace e
Important 999+
mUzZe obsahovat: ALL LABELS
- t]tUlky Starred 5
) ]vklony Important 999+
- Citace
Chats
Sent 83
Outbox

obr. viz deVogella tutorial




JAK NA MENU

1. tvorba v XML menu resource
2. nahrat menu jako objekt
XML:

<menu> root element

<item> jedna polozka menu
<group> moznost grupovat polozky

atributy:
android:id unikatni identifikator
android:icon ikona polozky menu

android:title = zobrazeny text




MENU - XL

<?xml version="1.0" encoding="utf-8"?>
<menu
xmlns:android="http://schemas.android.com/apk/res/android">
<item android:id="@+id/new_game”
android:icon="@drawable/ic_new_game"”
android:title="®@string/new_game"” />
<item android:id="@+id/help”
android:icon="@drawable/ic_help”
android:title="@string/help” />
</menu>

menu s dvéemi polozkami: nova hra a napoveda




POZNAMKY, 5
ANROID 2.X ZOBRAZENI MENU

inflate menu resource

konvertovat menu resource do
programovatelneho objektu

options menu se 7

dalsi polozky se zobrazi
polozkami

po stisknuti More

. . . napoveda5

Nova hra napoveda napoveda2

. . O, napovedab

napoveda3 napovedad




HN FLATH N@ MEN w zavolano pri prvnim

vytvoreni menu
mame XML soubor hra menu.xml

1. public boolean onCreateOptionsMenu(Menu menu) {

2. Menulnflater inflater = getMenulnflater();
3. inflater.inflate(R.menu.hra_menu, menu);
4, return true;

5.} naplnime menu z
XML souboru

Ve starsich androidech Menu, v menu lze plnit i

noveéjsich Action bar programove add()




MENU - REAKCE NA AKCI UZIVATELE

® reakce na vyber:
systém zavola onOptionsitemSelected|)

® co uzivatel vybral:
pozname dle get/temld()

® Vytvoreni Actionbaru (menu):
vola onCreateOptionMenu()
onPrepareOptionMenu() - menu dropdown




MENU - REAKCE NA UZIVATELE

1. public boolean onOptionslitemSelected(Menultem item) {

2.
3. switch (item.getltemid()) {
4. case R.id.new_game: .
G . true = reakci na menu
5. newGame(); / jsme obslouzili
6. return true;
" case R.id.help: predame nadrazené
8. showHelp(); tfidé misto rovnou
9. return true; vratit false
10. default:
11. return super.onOptionsltemSelected(item);
12. }

3.}




CONTEXT MENU - REGISTRACE

registrace View pro ContextMenu, napr. v metodé onCreate():

Button button4 = (Button)findViewByld(R.id.button4);
registerForContextMenu(button4);

button4

kontextove
menu

kontextové menu
nepodporuje ikony ani

shortcuty



CONTEXT MENU - VYTVORENI

® vytvoreni kontextoveho menu:

public void onCreateContextMenu( ContextMenu menu
View v, ContextMenulnfo menulinfo) {

super.onCreateContextMenu(menu, v, menulnfo);
Menulnflater inflater = getMenulnflater();
inflater.inflate(R.menu.context_menu, menu);




CONTEXT MENU - OBSLUHA

1. public boolean onContextltemSelected(Menultem item) {

AdapterContextMenulnfo info = (AdapterContextMenulnfo)
item.getMenulinfo();

N

3. switch (item.getltemlid()) {

4. case R.id.edit:

5.

6. return true;

7. case R.id.delete:

8.

9. return true;

10. default:

11.  return super.onContextltemSelected(item);
2.}

13. }




SUBMENU

® lze pridat do libovolného menu (kromé submenu)

® polozka menu:

<item android:id="@+id/help7"
android:title="vnorena” >
<menu>

vnorené

<item android:id="@+id/help8"
android:title="vnorena8” />
<item android:id="@+id/open”
android:title="vnorena9” />
</menu>

</item> : .
jedna z polozek
menu

menu -
submenu

vnorena

vhorena8

vnorena9




ZKRATKY (SHORT CUTS)

® na zarizenich s

w klavesnici

® nejdou v kontextovém menu

atributy v <item>:
® android:alphabeticShortcut
® android:numericShortcut

programove:

® setAlphabeticShortcut(char)
® setNumericShortcut(char)




SPUSTENI JINE AKTIVITY

private void call() {
try {
Intent calllntent = new Intent(Intent.ACTION_DIAL);
callintent.setData(Uri.parse("tel:9785551212"%));
startActivity(calllntent);

}
catch (ActivityNotFoundException activityException) {



V74

APLIKACE S VICE AKTIVITAMI

@ deklarace aktivit v manifestu
@ spusteni dalsi aktivity pres Intent

® muzeme pockat na vysledek spusténé aktivity
a dle néj reagovat

® startActivity()
@ startActivityForResult()
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APLIKACE S VICE AKTIVITAMI

// toto je soubor MojePrvni.java
// v adresari je i dalsi soubor Druha.java

Intent i = new Intent(this, Druha.class);
startActivity(i);




PREDANI DAT AKTIVITE

prvni aktivita:

Intent intent = new Intent(this, trida.class);
intent.putExtra(“keyname”,age);
startActivity(intent);

druha aktivita:
Intent i = getintent();
int age = i.getIntExtra(“keyname”, -1);




PREDANI DAT AKTIVITE

Intent intent = new Intent(this, RecievingActivity.class);
intent.putExtra("keyName”, value);
startActivity(intent);

Bundle extras = intent.getExtras();
if(extras != null)
String data = extras.getString("keyName");

Nebo:

String data =
getintent().getExtra().getString("keyName”,"defaultKey");

Zdroj:



http://stackoverflow.com/questions/5265913/how-to-use-putextra-and-getextra-for-string-data

V74

APLIKACE Z VICE AKTIVIT

Opakovani ze cviceni

Chceme-li vytvorit aplikaci z vice aktivit, budeme
potrebovat upravit nasledujici soubory:

nazev komentar

prvni.java Hlavni aktivita, z které pustime druhou
druha.java Druha aktivita

main.xml Layout prvni aktivity

druha.xml Layout druhé aktivity

AndroidManifest.xml Pridat informaci o druhé aktivité




PRVNI.JAVA

1. public class prvni extends Activity {

2 @0verride

3. public void onCreate(Bundle savedinstanceState) {
4 super.onCreate(savedinstanceState);

5. setContentView(R.layout.main); obsluha stisku
6. } tlacitka

7.

8.  public void tlacitko_prepni (View v) {

9.

10. Intent i = new Intent(prvni.this, druha.class);

11. startActivity(i);

12.

13.} spusténi druhé trida s novou

aktivity aktivitou




DRUHA.JAVA

1. package cz.pesi.vicaktivit;

2. import android.app.Activity;
3. import android.os.Bundle;
4. import android.view.View;

5. public class druha extends Activity {

6. @0verride

7. public void onCreate(Bundle savedinstanceState) {
8 super.onCreate(savedlnstanceState);

9 setContentView(R.layout.druha);

1. } druha aktivita zobrazi sv(j layout ze

souboru druha.xml




MAIN. XML

@ layout prvni (hlavni aktivity)
cerveny napis ,,Aplikace z vice aktivit*
tlacitko ,,Prepni na druhou aktivitu
osetrena udalost onClick: tlacitko_prepni

<TextView
android:layout_width="fill_parent”
android:layout_height="wrap_content”

android:text="Aplikace z vice aktivit"
android:textColor="#FF0000"/ >

<Button android:id="@+id/button1"
android:layout_width="wrap_content"
android:layout_height="wrap_content”
android:text="Prepni na druhou aktivitu"
android:onClick="tlacitko_prepni"></Button>




DRUHA. XML

@ obsahuje jen napis ,,Jsem druha aktivita
® jak vytvorime?

prava mys na nasem projektu

New - Android XML File

nazev: druha

typ: layout
(automaticky vybere ulozisté /res/layout)

{3

<TextView

android:text="Jsem druha aktivita”
android:id="@+id/ textView1"
android:layout_width="wrap_content"
android:layout_height="wrap_content">
</TextView>




UPRAVA MANIFESTU

pridame informaci o druhé aktivité:

1. <Ixml version="1.0" encoding="utf-8"?>

2. <manifest xmlns:android="http://schemas.android.com/apk/res/android”
3. package="cz.pesi.vicaktivit”

4 android:versionCode="1"

5 android:versionName="1.0">

6. <application android:icon="@drawable/icon” android:label="@string/app_name">
7. <activity android:name=".prvni"
8. android:label="@string/app_name">
9. <intent-filter>
10. <action android:name="android.intent.action. MAIN" / >
11. <category android:name="android.intent.category.LAUNCHER" / >
12. </intent-filter>
13. </activity>
14. <activity android:name=".druha"></activity>
o .druha
15. </application>

vezme package
+ tento retézec

16. </manifest>
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APLIKACE Z VICE AKTIVIT

= il B 8:36 Z prvni aktivity se
VicAktivit - na druhou
dostaneme

stiskem
Pfepni na druhou aktivitu vytvoreného
tlacitka

= il B 8:37 Z druhé aktivity
VicAktivit || senaprvni
Jsem druha aktivita dqstaneme
stiskem
systémoveho

tlacitka Back
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http://developer.android.com/
http://mobile.tutsplus.com/tutorials/android/android-sdk_table-layout/

