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Introduction to Android, Introduction to Android Studio IDE, Application
Fundamentals: Creating a project, Android components, Activities, Services, Content
providers, Broadcast Receivers, Interface Overview, Creating Android Virtual device, USB
debugging mode, Android Application Overview. Simple “Hello World” program.

Introduction to Android

» Android is an open-source, Linux-based mobile operating system developed by Google. It
is designed primarily for touchscreen mobile devices such as smartphones and tablets but
also extends to other devices like smart TVs, wearables, and cars. Android offers a rich
user interface (UI) and provides access to a broad range of hardware features and APIs,
making it the most widely used mobile OS globally.

» Android applications are primarily written in Java or Kotlin and run on the Android
Runtime (ART) which uses virtual machines optimized for mobile devices.

Introduction to Android Studio IDE

Android Studio is the official Integrated Development Environment (IDE) for Android app
development. Built on top of IntelliJ IDEA, Android Studio provides a comprehensive suite
of tools to build Android applications, including:

e Code editor: Supports features like code completion, refactoring, and linting.

e Visual layout editor: Lets developers design Ul with drag-and-drop functionality.

¢ Android Emulator: Simulate Android devices on your computer for testing
purposes.

e SDK Manager: Allows you to install or update the Android SDK and libraries.

¢ Gradle build system: Manages dependencies, build configurations, and app
packaging.

Application Fundamentals:

1. Creating a Project

When you create a new Android project in Android Studio, the IDE sets up a structure that
contains all the necessary files and folders. Here are the key components:

1. Project Configuration Files:
o build.gradle: Contains project-level and app-level configuration,
dependencies, and build settings.
o AndroidManifest.xml: Declares important metadata about the app, such as
permissions, components (activities, services), and features.
2. App Code and Resources:
o MainActivity.java (or MainActivity.kt): The main entry point of your
application.



o res/ folder: Contains resources such as layouts (XML files), drawables, and
values (colors, strings, dimensions).

3. Gradle: Android uses Gradle as its build automation system. This simplifies the build

process and integrates dependency management and tasks such as compiling and
packaging the app.

2. Android Components

Android applications are built using four main components:

1.

Activities: An activity represents a single screen in your application. Each activity is
responsible for managing the Ul and handling user interactions. For example, the
screen that shows a list of contacts or the home screen of the app.

Services: A service is a component that runs in the background to perform long-
running operations (such as downloading files or playing music) without a direct user
interface.

Content Providers: Content providers allow your app to share data with other apps
and manage access to structured data like contacts, media, or files.

Broadcast Receivers: Broadcast receivers listen for and respond to broadcast
messages from other apps or the system. These messages might be system events like
battery low, Wi-Fi status change, or incoming SMS.

3. Interface Overview

» Android provides various Ul components like TextViews, Buttons, ImageViews,

EditTexts, and RecyclerViews to build user interfaces. These components are
typically defined in XML files in the res/layout directory.

» The XML Layouts are used to define the structure of the UI, while the Java or

Kotlin code in activities handles the interactions and updates to the UI elements.
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4. Creating Android Virtual Device (AVD)

Android Virtual Devices (AVDs) are emulated devices that allow you to test your application
on different screen sizes, Android versions, and hardware configurations. To create an AVD:

1. Open Android Studio.
2. Go to Tools > AVD Manager.
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3. Click Create Virtual Device.
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5. Select a system image (an Android version to emulate).
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6. Customize the device configuration and start the emulator.
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5. USB Debugging Mode

USB Debugging allows Android Studio to communicate with an Android device over USB
for testing and debugging purposes. To enable USB debugging:

1. Open Settings on your Android device.
2. Go to About phone and tap Build number 7 times to enable Developer Options.
3. In Developer Options, toggle on USB debugging.

Once USB debugging is enabled, connect your device via USB, and Android Studio can
deploy and debug apps directly on the device.

6. Android Application Overview

An Android app is essentially a collection of resources and components that interact to
provide the user experience. Key concepts include:

o Activities: Define user interfaces.



e Services: Handle background tasks.
e Broadcast Receivers: Respond to system-wide broadcasts.
¢ Content Providers: Share and access data.

7. Simple "Hello World" Program

(If you installed Android Studio first time, you will get below screen.)

Step 1: Click on New Project

Welcome to Android Studio

New Project Open Get from VCS

OR

(If you already installed Android studio, your software screen lookalikes below screen.)

Go to File Menu -> Select New Option -> Select New Project
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Step 6: After Successful Gradle Build you will get the output.

Halla Warld!




A "Hello World" program in Android is typically the first app you create to get familiar with
Android development.

Running the Application

To run the app:
1. Connect an Android device or start an AVD (emulator).
2. In Android Studio, click the Run button (green triangle).
3. Select the device or emulator to deploy the app to.
4. The app should now run, displaying a screen with the text "Hello, World!"



PRACTICAL-2
Programming Resources
Android Resources: (Color, Them, String, Drawable, Dimension, Image)

1. Color:
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3. String:
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Project

manifes

kotlin+j

ground.xml




App_1 v Version control
Android v

3app
manifests
kotiin+java
res
- & drawabh
iclay  New
il Add
&3 layout

activi

ipmap B COPY

 Bvahies Copy Path/Reference.
color [ Paste

string

v Elthem

Find Usages
Find in Files
th

Replace in Fies
0

Analyze
> Exml =

Cares Refactor

& Gradle Scripts
Bookmarks

Show In Resource Manager

Reformat Code
Optimize Imports

Delete.
Open in

Local History
Repair IDE on File

Reload from Disk
Compare With,
Mark Directory as

Convert Java File to Kotlin File
Convert to WebP.

Q Analyze Dependencies.

P Type here to search

App_1 ¥ Version control
Android -

~ Caapp
> Cmanifests
> Crkotiinsjava
=1
v [Jdrawable
ic_launcher_background.xmi
ic_launcher_foreground.xmi
© Blayout
actvity_main.xmi
mipmap
v @ values
colors.xmi
strings.xmi
© Bthemes
themes.xmi
themes.xmi
> Bl
Cares
> &7 Gradle Scripts

activity_main.xmi
2xnl version

X.constrain

X Kotlin Class/File
Drawable Resource File
Sample Data Directory.

ile
Scratch File
Directory.
Image Asset

Vector Asset
CMakeLists.txt

Activity
Fragment
Folder
Service
UiComponent
Automotive
XML
Wear
v
AIDL
Widget
Google.
Compose

Other
&) Resource Bundle
EditorConfig File

Version Catalog

B s " m @ m 0 O O

activity_main.xml

<2xml

layout_height:
context

New Resource File

Eile name: border
Root element
Source set main

Directory name: | drawable
Ayailable qualiiers:
(3 Country Code
{2 Network Code
@® Locale
@ Layout Direction
) Smallest Screen Width
[ Screen Width
@ Screen Height
@ size
& Ratio

</androidx.constraintlayout

border.xml

encoding

% Piel 33 APL34_extension... v i B

activity_main.xmi v . OPixel v
traintlayout xmlns

© N 00, of

Some Eror Occurred

[% Pixel_3a_APL34_extension

activity_main.xmi

@ N 0, o0 5 T

Chosen qualifiers:

Cancel

et.ConstraintL

48 Comporent Tres

5'.I'II“"_.I5.EIT-|

%

B %

0 Pixel v

534y

al &

1350
Smoke A T ®) ENG o0 LD

34y QAppl~

somquy i

B 500 S, 1351
£ 29°C smoke B@iEs o 6

Ctivity. kt

ghlz\v




border.xml
encoding

man

kotlin+java




sion control
rder.xml

encodin ©hpp_1

Kotlin Class/File
+ to Module abke Resource
3 Sample Data Directory

Find in Fil

Replace in File:

al His

Repair IDE on File

d from Disk

B

ompare With.
undle

&

Mark Directory as

©

t Java File to Kotlin File

v B 9

Y 30°C = s x 1838
£ 30°C smoke Paxee 00 B

App_1
Android

©sop1

) drawable
border.xml
ic_launcher_background.xml

ic_launcher_foreground.xmi

/_main.xml

s.xml

strings.xml

hem; et type: @ Clipart () Local file (
themes.xml Name: ic_android_black 24dp
themes.xml

9 100%

ing for RTL layout

)

©

v B 9

1659
£ Type here to search AR ENG s B




API34_extension.
Android

©hpp_1

ground.xmi udio

@ Configure Vector Asset

£ Type here to search

Android B 4 imain e fiight.xmi

tint ©nppt

£ Type here to search

Suppose you want to add image to Drawable folder then copy that image -> then right click on
Drawable folder and click on Paste.
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PRACTICAL-3
Programming Activities and Fragments

Activity Life Cycle, Activity methods, Multiple Activities, Life Cycle of fragments and
multiple fragments.

Activity Lifecycle:
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onCreate(): Called by the OS when the activity is first created. This is where you
initialize any Ul elements or data objects. You also have the savedInstanceState of the
activity that contains its previously saved state, and you can use it to recreate that state.
onStart(): Just before presenting the user with an activity, this method is called. It’s
always followed by onResume(). In here, you generally should start UI animations, audio
based content or anything else that requires the activity’s contents to be on screen.
onResume(): As an activity enters the foreground, this method is called. Here you have a
good place to restart animations, update Ul elements, restart camera previews, resume
audio/video playback or initialize any components that you release during onPause().
onPause(): This method is called before sliding into the background. Here you should
stop any visuals or audio associated with the activity such as UI animations, music
playback or the camera. This method is followed by onResume() if the activity returns to
the foreground or by onStop() if it becomes hidden.

onStop(): This method is called right after onPause(), when the activity is no longer
visible to the user, and it’s a good place to save data that you want to commit to the disk.
It’s followed by either onRestart(), if this activity is coming back to the foreground, or
onDestroy() if it’s being released from memory.

onRestart(): Called after stopping an activity, but just before starting it again. It’s always
followed by onStart().

onDestroy(): This is the final callback you’ll receive from the OS before the activity is
destroyed. You can trigger an activity’s desctruction by calling finish(), or it can be
triggered by the system when the system needs to recoup memory. If your activity
includes any background threads or other long-running resources, destruction could lead
to a memory leak if they’re not released, so you need to remember to stop these processes

here as well.



Go to activity_main.xml file=> change layout to RelativeLayout
Comment TextView
Then go to Design tab-—>Drag & Drop Button

(text — AboutUs,

layout _centerHorizontal—True,

layout Margin—> select TOP and set value=80dp)

Change button id and id="about_us”



Create AboutUs.kt file
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Go to MainActivity .kt




Now go to AboutUs.kt file and add below code.




Go to AndroidMainfest.xml file.

Now Run your Application.
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PRACTICAL-4
Programs related to different Layouts
Coordinate, Linear, Relative, Table, Absolute, Frame, List View, Grid View.
1. Linear Layout
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2. Relative Layout
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3. Table Layout
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4. Frame Layout
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5. Grid View Layout
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6. List View Layout
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7. Absolute Layout

XML Layout file (activity main.xml):

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

<AbsoluteLayout

xmlns:android="http://schemas.android.com/apk/res/android"
‘xmlns:app="http://schernas.android.com/apk/res—auto"
ixmlns:tools="http://schemas.android.com/tools"
‘android:layout_width="match _parent”
android:layout_height="match_parent"
tools:context="MainActivity">

}<TextView
| android:id="@+id/textView1"

} android:layout width="wrap content"

| android:layout_height="wrap content"

} android:layout x="50px"

| android:layout_y="100px"

| android:text="Welcome to absolute Layout"/>
}<Button

| android:id="@+id/button1"

| android:layout_width="wrap_content"

} android:layout height="wrap content"

| android:layout x="200px"

} android:layout_y="200px"

| _android:text="click me"/> .

</AbsoluteLayout>

Kotlin Activity (MainActivity.kt):

package com.example.myapp

import android.os.Bundle
import androidx.appcompat.app.AppCompatActivity

class MainActivity : AppCompatActivity() {

override fun onCreate(savedInstanceState: Bundle?) {
super.onCreate(savedInstanceState)
setContentView(R.layout.activity _main)

H
}



OUTPUT:

Welcome to absolute Layout

CLICK ME




PRACTICAL-5
Programming Ul elements

AppBar, Fragments, Ul Components.

activity _main.xml

Copy image and paste in drawable folder.




Go to java(com.example.ui_pro) = New > Activity = Empty Activity = give name
LoginActivity = click finish.

Repeat same process for RegisterActivity.
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Come to MainActivity.kt file



main.xml

Now come to activity login.xml



activity_main.xml = activity_loginscmi

<Fx¥xmlL version
<Relativelayout
“mLns:

xmilns:

</Relativelayout>

Come to activity_register.xml

activity_main.xml = activity_loginxml

<?XxmlL version
g | '<Relativelayout
Xmins:

Xmlns :
:layout_width
:layout_height

:context

<TextView

</Relativelayouts]

Now run your application.

£ LoginActivity. kt

£ Loginfctivity . kt

= activity_registerxml

activity_register.xml

£ RegisterActivity. kt




Welcome To Qur App

LOGIN

REGISTER
\

Welcome to Login Page Welcome to Register Page




PRACTICAL-6
Programming Menus, Dialog, Dialog fragments
1. Menu

Expand res folder --> Right click on res folder --> New --> then select Android Resource
Directory

ath/Reference... Scrate Ctrl+Alt+Shift+Insert
Chrl+V

Alt+F7
Ctrl+Shift+F
Ctrl+Shift+R

Ctrl+Shift+T

rrnat Ctrl+Alt+L

imize lmports Ctri+A

Ctrl+D

Alt+Shift+ K




Then Select menu = click ok 2 menu folder is created in res folder.

a8 New Resource Directory
Directory name: | values

Resource type: values

Source set: faypul
Mmenu
wailable qualifier mipmap
Countr navigation
m Metwork raw
) Locale transition
Layout Direc values
Smallest Scre xml
Screen Width
Screen Height
Size
Ratio
E' Orientation
L Ul Mode

® Night Mode

Cancel

Android
- app
manifests
Jjawva
com.example.note
x Main
com.example.note
com.example.note

& java

drawable
layout

B Mew Kotlin Class/File

. _ Menu Rescurce File
Add C++ to Module
Sample Data Directory
Cut Crl+X File
¥ Crl+C Scratch File Ctrl+Alt+ Shift+Insert
Copy Path/Reference... Directony

Paste Cerl+W Image

Find Usages AR+F7 CEEEC L

Find in Files... Ctrl+Shift+F Kotlin 5
Replace in Files... Ctri+Shift+ R Kotlin W sheest
Analyze g CMakelists.bxt

Refactor ity
Fragment

Show In Resource Manager Ctrl+Shift+T FElizm

ice
Reformat Code Crl+Alt+ L omponent
COptimize lmports Ctrl+Alk+ O s

Delete... Delete ML
Wear

AlDL

Cpen In

Local Historny
Repair IDE

Reload from Dis

Widget
Google
Compose
Other

Compare With...

Resource Bundle

Park Directorny as
EditorConfig File
Conwvert Java File to Kotlin File Ctrl+ A+ Shift+ K




menu

1]

ShPEERH

wy

s Andr

o

= app

menu

menu..




activity_main.xml £ MainActivity.kt o values\themesxml Ta hightithemesxml 5% menuxml

encoding
<menu

xmins:

<item

<item

<item

</menu=

Go to MainActivity.kt file and add below code.

activity_main.xml £ MainActivity.kt = valuesithemes.xml 7 hight\themes.xml wn menuxml

DpCompatActivity

vity : AppCompatActivity() {
onCreate stanceState: Bundle?) {

stanceState)

onCreateOptionsMenu(menu:
.inflate(R.menu.

onOptionsItemSelected(item: MenuItem): Boolean {
id = item.

.on0ptionsItemSelected(item)




Now go to values folder-> then expand themes folder - check both the theme files.

nainxml £ MainActivity.kt n valuesithen m 7u nightithen u wa menuxml

OUTPUT:

em
Item2

ltem3

Welcome Lo our app Waelcome Lo our app




Welcome Lo our app




2. Dialog:

Change Layout to Linear Layout.

Remove TextView and drag & drop plain text and button.

" activity_main.xml g Mainfctivity kt

<?xmL version
g <LinearlLayout
xmlns:

xmins:
(layout_width
:layout_height

:orientation

:1d
:layout_width
:layout_height
(Eems
:inputType
itext

:hint

:layout_marginTop

:id
:layout_width
:layout_height="
IText
:layout_gravity
:layout_marginTop

</LinearLayout>




i Emula

U 4




OUTPUT:

' k:mer your name

SUBMIT

Confirmation

Do you want to proceed?




vduci : » .02

SUBKIE SUBMIT




3. Dialog fragments:

Expand res folder-> select layout Folder—=>right click on layout folder-> select
new->select Android Resource File = give name to the file “dialog_fragments”.



g Myfragment.kt

<Relativ




 Myfragment.kt

Now go to java folder & expand it - right click on com.example.frag->select new->
select Kotlin file class 2 and give name as “Myfragment” and select kind as “class” =
click Ok.



% activity_mainam ¢ MainActivity.kt = dialog_fragmentsxml ¢ Myfragment.kt

com.example.frag

Bundle?) {

onCreateView(
er: LayoutInflater ccftei*e“: View6nre
nstanceState: Bundle?

dismiss()

selectedRadioButton = rootView dv j<RadioButton>(selectedId)
selected




£ MainActivity.k =y dialog_fragments.xml ragment.kt

OUTPUT:



O Excellent

() very Good

O Good

O Average
O Bad

SUBMIT

CAMNCEL




O Excellent

@ Very Good
() Good

O Average
() Bad

SUBMIT

CANCEL

v T pdageming




ot Logaat ¥+

v Y packigemine




PRACTICAL-7
Programs on Intents, Events, Listeners and Adapters
The Android Intent Class, Using Events and Event Listeners

Step 1: Create another activity (i.e. SecondActivity)

tor Build Run T
src | main @ java = com & example

[QELTE

Ctrl+Alt+Shift+Insert

= Gallery...

Step 2: Come to activity_main.xml file and add below code.



Step 3: Now come to activity second.xml file and add below code.



activity_main.xml £ MainActivity kt = activity_second.xml £ SecondActivity.kt

k?xml version encoding
£ <LinearLayout
Xmlns:

xmlns:
ayout_width
:layout_height
:context

<TextView
:1d
!layout_width
:layout_height
ayout_weight
:text
:layout_marginTop

</LinearLayout>

Step 4: Now come to MainActivity.kt file and add below code.

=y activity_main.ml ¢ MainActivity.kt =u activity_second.xml £ SecondActivity kt

com.example.intent_try

android.support.v7.app.AppCompatActivity
ndroid
iroid.widget.EditText
iroid.v

iroid.wi

MainActivity : A
onCreate(savedIns

btn_send.setOnClickListener( : View.OnClickListener {
onClick(v: View?)
intent = Intent( SecondActivity::
intent.putExtra(
startActivity(intent)




Step S: Come to SecondActivity.kt file and add below code.

S activity_mainaml

Step 6: Now run your project.

OUTPUT:

500 @ &

Intent_try




500 @ &

Intent_try

Hello from Android

Androids Android

a s d f g h j k

4 z x cvbnm €

123

1

501 G &

Intent_try

Hello from Android




PRACTICAL-8
Programs on Services, notification and broadcast receivers

1. Services

Step 1: Come to activity main.xml file and add Textview and 2 buttons.

— |

activity_main.xml £ Mainfctivity. bkt AndroidManifest.cml £ MewService kt

<?XmlL ve
g ['<LinearlLayout
Xmlns:

xmlns:
:layol
:layout_height
:gravity
:orientation
:context

<TextView
:layout_width
_height

<Button

</Button>
<Button
ayout_width
:layout_height
i
itext

in
S1i

dd
Xt
:layout_margi
:layout_mar
</Button>
<fLinearlLayout>




Step 2: Now come to MainActivity.kt and add below code.

y_main.xml g Maindctivity.kt @ AndroidMani

Step 3: Now right click on com.example.service ex -> select New -> Kotline class file ->
give name as “NewService” and select class -> then click enter.



Step 4: Come to Newservice.kt file and add below code.

= activity_main.xmil ity K @ AndroidManifestoml g MNewService kt

yer :MediaPlayer

onStartCommand(intent: Inten

=MediaPlaye

onDestroy(){
stroy()

e

.5top()

onBind(pB: Intent?): IBinder? {

Step 5: Now come to AndroidManifest.xml file and add <service
android:name=.NewService” /> line to it.

m activity_mainxml £ MainActivity. kt 28 AndroidManifestxml g MewService. kt
<?xml version encoding ?=
<manifest xmlns:

xmins:

<application

:theme
:targetApi
<activity
ELE
:exported
<intent-filter>
<action

<category
</intent-filter>
</activity>
<service
</application=

</manifest>




OUTPUT:

2. Notification

| &D

Service_sx

Services Example

START SERVICE

STOP SERVICE




Step 1: In activity_main.xml file, add button and add below code.

—n & ctivity_main.xml g MainActivity. kt

</Relativel

Step 2 : Come to MainActivity.kt file and add below code.



w7 activity_mainxml £ MainActivity.kt

om.example.notification

p.Notification
lotificationChanne
catit

ompatActivity
get.Button
CompatActivity() {

otificati
Builder

nstanceState: Bundle?) {
nstanceState)

ut.

NotificationMa

MainActivity::

intent, PendingIntent.

(Build.\

= Notification.Build
.setContentTitle(

= Notification.Buitder(
.setContentTitle(
.setContentText(

.setSmallIcon(R.mipmap.
.setContentIntent (pendingIr




OUTPUT:



(=]

MNotification

SHOW NOTIFICATION

@ rotificatior
Android
New Message

SHOW NOTIFICATION




Airplane mode 100% 0 12:47
[~ < ad 4+~
Sat, Feb 22 o ~
@ ronification

Android

MNew Message

O Android System

LUSB debugging connected
Tap to disable USB debugging.

) Android Systern « USE charging this davice ~

3. Broadcast Receivers

Step 1: Select “com.eample.broadcast”-> New-> select Kotlin Class File-> give name
“MyReceiver”-> then select class-> press enter.

Step 2: Now come to MyReceiver.kt file and add below code.



Step 3: Come to MainActivity.kt file and add below code.



activity_rnainxmil




OUTPUT:

0 | o : o W58

boardcast boardcast

Hello World! Hello World!

Airplane Mode is On Airplane Mode is Off




PRACTICAL-9
a. Database Programming with SQLite

b. Programming Network Communications and Services (JSON)

a. Database Programming with SQLite
STEP 1: Add below code in activity main.xml file.

B UserDBHelper.kt ¢ Mai




<f/LinearLayout:
<LinearLayout

:layout_width
:layout_height

:orientation
<Button

<Button

<Button

</LinearLayout
<TextView

® _linearLayout
:1d
:padding

:orientation

:layout_width

:layout_height
/LinearLayout:>

=</LinearlLayout:
below code.

activity_mainxml

r UserModel kt

STEP 2: Create new Kotlin class file and named that file as “UserModel.kt”’. Then write

r DBContract.kt £ UserDBHelper.kt ¢ MainActivity.kt
com.example.data
UserModel(

build.gradle (:app)




STEP 3: Create new Kotlin class file and named that file as “DBContract.kt”. Then
write below code.

y activity_main.xml UserModel kt ¢ DBContract .kt Bp UserDBHelper.kt ¢ MainActivity. kt

STEP 4: Create new Kotlin class file and named that file as “UserDBHelper.kt”. Then
write below code.

S activity_main.ml  WserModel kt x DBContract.kt "*; UserDBHelper.kt r MainActivity.kt build.gradle (:app)

com.example.data

d.content.Context
id.database.Cursor
e.50LiteConstraintException
e.SQLiteDatabase
e.50LiteException

e.sqlite.SQLiteOpenHelper|

onCreate(db: SQLiteDatabase) {

xecSQL(

onUpgrade(db: SQLiteDatabase

onDowngrade(db: SQLiteDatabase, oldVersion: Int

dversion, newVersion)

rows(SQLiteConstralntException::

values

values.put(DBContract.U




[@Throws(SQLiteConstraintExcepti

deleteUser(userid: String): B

selection = DBContract.UserEntry.

selectionArgs

db.delete(DBContract.UserEntry. selection, selectionArgs)

(userid: String): Arraylist<UserModel> {

rs = Arraylist<UserModel>()

r = db.prawquery(
DBContract.UserEntry.
{

(e: SQLiteException)

xecSQL(

ArrayList()

age: String

(cursor!!.moveToFirst()) {

: String

ex(DBContract.UserEntry.

Contract.UserEntry.

dd(UserModel(userid

cursor.moveToNext()




" + DBContract.UserEntry.

userid: String

name: String

age: String
r!!.moveToFirst())

rsar, ) 1

cursor.getString(cursor.getColumnIndex(DBContract.UserEntry

DBContract.UserEntry

STEP S: After this come to “MainActivity.kt” file and below code.




oy activity_mainxml ¢ UserModel.kt ¢ DBContract.kt i UserDBHelper.kt

¢ MainActivity.kt & build.gradle (:app)
com.example.data
e

android.support.v7.app.AppCompatActivity
droid.view.\View
android.widget.TextView

com.example.data.databinding.ActivityMainBinding

MainActivity : AppCempatActivity() {

per: UsersDBHelper
: ActivityMainBinding

onCreate(savedInstanceState: Bundle?) {
.onCreate(savedInstanceState)
binding = ActivityMainBinding.inflate(
setContentView(

addUser(v: View) {

userid = . ; .toString()
name = ; - .toString()

age - . text. tostring()

result = per.insertUser(UserModel(

.removeAllViews()




deletelser(

rs.forEach

tvUser

“build.gradle (Module:app)” file and below lines.

STEP 6: Now come t
viewBinding {
enabled=true

!
]

Data ' app ' @ build.gradle
& build.gradle (:app)

& Android v activity_mainxml & UserModel kt  DBContractkt & UserDBHelper kt % MainActivity kt
= “ W% app You can use the Project Structure dialog to view and edit your project configuration
> manifests
~ M java
v [l com.example.data
% DBContract
& MainActivity
i UserDBHelperkt
& UserModel
BN com.example.data
W com.example.data

& ExampleUnitTest
nstrumentationRunne

N drawable
ic_launcher_backgroundaxml
ic_launcher foreground.xml

layout

I8 mipmap

values

~ @ Gradle Scripts

build.gradle
build.gradle
proguard-rules.pro

A gradle.properties

i oradle-wrapper.properties
i local. properties
settings.gradle

implementation
implementation
ation
droidTestImplementation
0idTestImplementation

& app ¥

[L Pixel 6 API 26 =




STEP 7: Run Project.

9 4 1 200

Insert data and click
on “ADD” button.

SQLite Tutorial - User Management

SQLite Tuterial - User Management

101

ABC
i 20)
SHOW ALL )
ADD DELETE SHOW ALL
b 4
1 2 3 3 5 & 7 " 8 ] o
qgqwer t yuiop

asdf gh j k|
4 z xcvbnma@a

7123

SQLite Tutorial - User Management

ADD SHOW ALL

lAdded user: true

Using “SHOW ALL” button, you will get all the records inserted earlier.

Using “DELETE” button you can easily delete any record.



PRACTICAL-10
a. Programming Media API and Telephone API
b. Programming Security and Permissions

a. Programming Media API and Telephone API

MEDIA API

Step 1: Under res folder create new directory named as “raw”’-> then download any audio file
and Paste that file inside the raw directory.

Step 2: Now come to your activity main.xml file and add below code.



Step 3: After this come to your MainActivity .kt file and add below code.



Step 4: Run your project.



OUTPUT:

@ W asoa
M_AP

PLAY AUDIO

TELEPHONE API
Step 1: Come to activity_main.xml and add below code.

B activity_mainxml p Mainbctivity.kt & AndroidManifest.xml

<Button

Step 2: Add required permissions to AndroidMainfest.xml file.



=B AndroidManifest.xml

B activity_mainsxml £ MainActivity. bt
<?Xml version encoding >
<manifest xmlns:

XmLns:
<uses-permission
<gpplication
:allowBackup
:dataExtractionRules
:fullBackupContent
:1lcon
:label
portsRtl
:theme
:targetApl
<activity
Iname
:exported
<intent-filter=
<action :name

<category
<fintent-filter>
<factivity=
</application=

<fmanifest>

Step 3: Now come to MainActivity.kt file and add below code.

% activity_mainxml ¢ MainActivity. kt 1 AndroidManifestxml

com.example.telephone_api

.Intent

MainActiv

N neniRl ==y arirErn
.onCreate(

setContentView(R.layol

callButton:

android.Manifest.permission. ) !'= PackageManager.

array0f(android.Manifest.permissic

makeCall()




OUTPUT:

QW ia210

Telephone_api

Allow Telephone_api
to make and manage
phone calls?

DENY ALLOW




(123) 456-7890

00:32




b. Programming Security and Permissions

Step 1: Add required permissions to AndroidMainfest.xml file.

Step 2: Now come to MainActivity.kt file and add below code.



activity_main.xml  MainActivity.kd = AndroidManifestxml
com.example

.AppCompatActivity

ent.ContextCompat

MainActiv

onCreate(s

Manifest.permission.

(Build.VERSION. >= Build.VERSION_CODES.HM) {

ActivityCompat.reqt

arraydf(Manifest.permission

onRequestPermissionsResult(
requestCode: Int, permissions: Arrays String>

questPermissionsResult(requestCode, permissions

s.isNotEmpty()




OUTPUT:

[- B V' 2:22

B Allow Permission to
access photos, media,
and files on your
device?

DENY ALLOW

B VIl ]

Permission

Parmission

Hello World! Hello World!

Permission already granted
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