PROGRAMMERA APPAR FOR ANDROID Installationsguide till Android utvecklingsmiljo

INSTALLATIONSGUIDE TILL ANDROID UTVECKLINGSMILJO

Denna installationsguide berattar hur man installerar och kommer igang med utveckling for
Android. Guiden ar skriven som en komplettering till min bok Programmera Appar for Android
(ISBN: 978-91-7379-215-8). Guiden ar skriven for att ersatta kapitel 2.2 i boken.

Guiden i boken kraver Android SDK version r18, denna guide ar en uppdaterad version och skriven
2013-08-22. Guiden skrevs for ADT Build: v22.0.5-757759. Observer att vissa saker i boken inte
kommer att stamma 6verens med ADT som installeras i denna guide.

Denna guide far distribueras fritt utan nagra som helst restriktioner.

1. Installera Java Platform (JDK)

For att utveckla Android-appar maste man forst ha Javas utvecklingsverktyg installerat.

Ladda ner JDK for det operativsystem du anvander har:
http://www.oracle.com/technetwork/java/javase/downloads/index.html (observera att du inte

ska valja versionen med NetBeans, utan endast “"ren” JDK).

2. Ladda ner och packa upp ADT Bundle

ADT Bundle innehaller bade Android SDK och Eclipse (utvecklingsverktyget som man
programmerar i).

1. Ladda ner det ADT Bundle hir: http://developer.android.com/sdk/index.html

2. Packa upp filen du laddade ner till en mapp du har fulla skriv- och las-rattigheter.

3. Oppna mappen dit du just packade upp ADT Bundle. | den ska det finnas en mapp som heter

eclipse. Ga in i den och starta Eclipse som ligger dar (t.ex. eclipse.exe i Windows).
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3. Skapa ett Android-projekt

1. om du inte ser Toolbaren, valj Window->Show Toolbar i menyn.

2. Klicka pa New i Toolbar

File Edit Refactor Navigate Search Project

Run Window Help
BB R O QU S G s e

e e

Quick Access j Eﬂ
‘= || @ Android IDE e
&

Welcome!

The Android Developer Tools provide a first-class development environment for building
Android apps. This integrated development environment is set up with the latest version of
the Android platform and system image so you can immediately begin building apps and
running them on the Android emulator.

New Android Application...

Tutorials

Build Your First App If you're new to Android, follow this class to learn the fundamental Android APls for
creating a user interface that responds to input.
Design Your App  Before you begin developing your app, be sure you understand the design patterns that
Android users expect from your app.
Test Your App The Android Framewark provides tools that help you test every aspect of your app to be
sure it behaves as expected under various conditions.

RaMof157M D¢

Figur 1 — Klicka pa new i Toolbar
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3.V lj Android/Android Application Project.

Select a wizard

Create an Android Application Project

Wizards:
type filter text

I = General
4 (= Android
& Android Activity
[& Android Application Project
€ Android Icon Set
Android Object
& Android Project from Existing Code

Figur 2 — Valj Android/Android Application Project

klicka pa Next.
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4. skriv in det namn du vill dopa projektet till. For att anpassa till Andorid 2.1, valj APl 7 Android
2.1 (Enclair) i bade Minimum Required SDK och Target SDK. Vilj Theme: None.

Appar utvecklade for Android 2.1 funkar pa de flesta devices som finns dar ute. Darfor ar det
smart att valja versione 2.1, om man inte behover nagra funktioner fran senare versioner av
Android.

New Android Application f \
&% The prefix ‘com.example.’ is meant as a placeholder and should not be used

Application Name:® Exempelprojekt

Project Name:®| Exempelprojekt

Package Name:&| com.example.exempelprojekt

Minimum Required SDK:8 APl 7: Android 2.1 (Eclair)
Target SDK:@| API 7: Android 2.1 (Eclair)

Compile With:9| APl 18: Android 4.3 (Jelly Bean)

Theme:® None

v Choose the base theme to use for the application

Cancel

Figur 3 — Skriv in namn péa projektet samt valj Android 2.1 som version

Klicka pa Next.
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5. Lst create custom launcher icon, Create activity och Create Project in Workspace vara

ikryssade.

New Android Application

Configure Project

Create custom launcher icon
Create activity

[] Mark this project as a library

Create Project in Workspace

Location: | C\Users\Krister\workspace\Exempelprojekt

Working sets

[ ] Add project to working sets

Working sets:

Figur 4 — Lat dessa rutor vara ikryssade

Klicka pa Next.
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6. Har far man redigera utseende for sin Android-app med ikoner och dylikt. Detta kan man

experimentera med, men som forsta projekt rekommenderar jag att man inte dndrar nagot.

Configure Launcher Icon -
Configure the attributes of the icon set
. Preview:
Foreground: Clipart || Text
g b ——

Image File: | launcher_icon Browse... |w

hdpi:
[#/] Trim Surrounding Blank Space .

Additional Padding:
<

Foreground Scaling: Center

Shape Square | Circle

Background Color:

Cancel

Figur 5 — Lat dessa rutor vara ikryssade

Klicka pa Next.

6 © THELIN LAROMEDEL & KRISTER TRANGIUS 2012



PROGRAMMERA APPAR FOR ANDROID Installationsguide till Android utvecklingsmiljo

7. L3t Create Activity vara ikryssat och Blank Activity vara forvalt.

Create Activity

Select whether to create an activity, and if so, what kind of activity.

Create Activity

Blank Activity
Fullscreen Activity
Master/Detail Flow

Blank Activity

Creates a new blank activity, with an action bar and optional navigational elements such as tabs or
haorizontal swipe.

Cancel

Figur 6 —=Valj att skapa en Blank Activity

Klicka pa Next.
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8.1 nyare versioner av Android SDK har main.xml bytt namn till activity_main.xml. Jag

rekommenderar dock att man skriver in main i rutan for namn pa Layout name. Det stammer
battre 6verens med boken, som &r skriven for en tidigare version av Android SDK.

Blank Activity

Creates a new blank activity, with an action bar and optional navigational elements such as
tabs or horizontal swipe.

Activity Name®| MainActivity

Layout Nameﬁ| main|

Navigation Type® None

w The name of the layout to create for the activity

Figur 7 — Byt namn pa acitivity_main till main

Klicka pa finish.
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0. Stang valkomst-rutan.

File Edit Refactor Navigate Search Project Run Window Help
R AEBE Uy di By r QNI EyI®@™ Yy e .v.v‘—»‘

‘Quick Access | j B ||£Jlava ‘

o | @andrig g ) Sie

& | Welcome

The Android Developer Tools provide a first-class development environment for building
Android apps. This integrated development environment is set up with the latest version of

the Android platform and system image so you can immediately begin building apps and
running them on the Android emulator.

New Android Application...

Tutorials

Build Your First App If you're new to Android, follow this class to learn the fundamental Android APIs for
creating a user interface that responds to input.

Design Your App ~ Before you begin developing your app, be sure you understand the design patterns that
Android users expect from your app.

Test Your App The Android Framework provides tools that help you test every aspect of your app to be
sure it behaves as expected under various conditions.

9oMof278M |

Figur 8 — Stang valkomstrutan

Nu ar vi inne i utvecklingsmiljon och kan jobba pa vart projekt.

Eile Edit Source Navigate Search Project Refactor Run Window Help

- BRI O QW@ I @ e G O
‘QuickAccess ‘] o | [ sava|
[# Package Explorer &2 = 0 @ mainxml & = B 5 Outline =B
& v 4~ Palette — 4 [ RelativeLayout
. ) =5 : 8 v| @ Nexus One v‘ 5] v‘ elativeLayou
4 = Exempelprojekt ~ i Palette -

TextView - "He

“ B src # AppTheme ~ ‘ @ MainActivity ~ |
4 £ com.example.exem

TR [ab] TextView ~
1|3 MainActivity.jave [ v| w18

= Form Widgets

-
» @ gen [Generated Java F Large Text
» =h Android 4.3 86| Medinm Text e - Qaqqe
=k Android Private Librari (& Text Flelds 2
& assets [ Layouts < 3
& bin [ Composite 225 8 BE
» & libs [ Images & Media
a & res

1 Time & Date
(1 Transitions

I & drawable-hdpi
&= drawable-Idpi

[ Advanced <No properties>
© = drawable-mdpi =T 0 properties
I+ = drawable-xhdpi er
| & drawable-xxhdpi Custom & Library Views
4 (= layout Graphical Layout| £ main‘)(ml‘
14 mainxml
(= menu [E¢ Problems &2 @ Ja ¢ [& Declaration v =8
I = values 0 items _
» € values-sw600dp Description Resource Path Locatit
i+ = values-sw720dp-lar
b = values-v11 A
< > < >

com.example.exempelprojekt MainActivity.java - Exempelprojekt/src sgiﬁ of 181M m:

Figur 9 — Vi ser vart projekt!
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4. Skapa en Android Virtual Device

En Android Virtual Device ar en emulator som emulerar en android device. For att kunna kora
appar pa datorn sa maste man forst skapa en sadan.

1. Klicka pa Android Virtual Devices i Toolbar.

File Edit Refactor Navigate Search Project Run Win

i HEB)U ~vidid v O v @ inig
% Package Explorer 2 = % ¥ = B  |a mainxml &
4 5 Exempelprojekt 1+ — Palet

a 3 ore #3 Palette

Figur 10 — Klicka pa Android Virtual Devices i Toolbar

2. | rutan som kommer upp, tryck pa New
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3. Bestidm ett namn fér din device och valj vilken device-modell du vill emulera.

AVD Name:
Device:
Target:

CPU/ABL:
Keyboard:
Skin:

Front Camera:

Back Camera:

Memaory Options:

Internal Storage:

SD Card:

Emulation Options:

myDroid

ENe)(us One (3.77, 480 = 800: hdpi)

Android 4.3 - APl Level 18
ARM {armeabi-v7a)

Hardware keyboard present
Display a skin with hardware controls

Naone

None

RAM: | 512 VM Heap: | 32

200

Size of the new SD Card file (musi
() File: Browse...

(®) Size:

[]Snapshot []Use Host GPU

Override the existing AVD with the same name

Figur 11 — Valj namn och Device-modell att emulera

Tryck pa OK.

4, Stang Android Virtual Device-rutan.
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5. Kompilera och kor

Tryck pa Run.

File Edit Refactor MNavigate Search Project Run Window Help
- iEividi?&v“e\EEﬁ?G’v‘Bd‘-
2 Package Explorer @ B G ¥ = g |Run Exempelprojekt

4 2 Exempelprojekt {4 Palette |

Figur 12 — Tryck p& Run

Nu ska en Android-emulator starta. Det kan ta en liten stund innan den ar helt igang...

@ Exempelprojekt

Hello world!

Figur 13 —-Exempelprojektet ar igang!

Nar man har kompilerat sitt forsta projekt far man en foérfragan om huruvida man vill logga fel
som uppstar. Det kan vara smart att gora det. Valj Yes och error (som &r forvalda).

Auto Monitor Logcat

Would you like ADT to automatically monitor logeat
output for messages from applications in the workspace?

() No, do not monitor logcat output.

(®)¥Yes, monitor logcat and display logcat view if there aremessages with priority higher than:! error A4

Figur 14 — Vé&lj Yes och error.
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6. Programmera som du sjdilv vill!

Nu kan du programmera din egen app!
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