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Disclaimer

	

While	 all	 attempts	have	been	made	 to	verify	 the	 information	provided	 in	 this	 book,	 the
author	does	assume	any	responsibility	for	errors,	omissions,	or	contrary	interpretations	of
the	 subject	 matter	 contained	 within.	 The	 information	 provided	 in	 this	 book	 is	 for
educational	and	entertainment	purposes	only.	The	reader	is	responsible	for	his	or	her
own	actions	and	the	author	does	not	accept	any	responsibilities	for	any	liabilities	or
damages,	real	or	perceived,	resulting	from	the	use	of	this	information.

	

The	trademarks	that	are	used	are	without	any	consent,	and	the	publication	of	the	trademark
is	 without	 permission	 or	 backing	 by	 the	 trademark	 owner.	 All	 trademarks	 and	 brands
within	 this	 book	 are	 for	 clarifying	 purposes	 only	 and	 are	 the	 owned	 by	 the	 owners
themselves,	not	affiliated	with	this	document.



	
Introduction

	

This	book	is	a	continuation	of	 the	first	Android©	programming	book.	You	should
begin	 by	 reading	 the	 first	 part	 of	 the	 series	 “ANDROID	 PROGRAMMING:	 Complete
Introduction	for	Beginners”,	if	you	have	not	already	done	so,	to	familiarize	yourself	with
the	 Android	 programming	 basics.	 This	 book	 solely	 explores	 Android	 application
development	and	game	programming.

	

The	games	you	play	on	your	Android	devices	are	created	by	Android	developers.
This	might	 seem	 to	be	complex	 to	most	of	you,	however,	 this	book	makes	 it	very	clear
how	to	enhance	your	understanding.	By	the	end	of	this	book,	you	will	be	in	a	position	to
create	your	own	game	from	scratch.	



Chapter	1-	Definition
	

In	 the	 first	 part	 of	 this	 book,	 you	 learned	 many	 aspects	 of	 basic	 Android
programming.	You	are	now	in	a	position	to	develop	your	own	Android	application.	If	you
have	not	read	the	first	book,	then	consider	doing	that	before	going	on.

	

	

Without	 the	 basics	 of	Android	 programming,	 the	 tasks	 demonstrated	 in	 this	 book
will	 be	 far	 more	 difficult.	 In	 this	 book,	 we	 are	 going	 to	 explore	 Android	 game
programming	and	development.	The	majority	of	you	are	experts	in	playing	games	on	your
Android	devices.	 It	will	be	good	 if	you	 learn	how	 to	develop	your	own	game	 to	use	on
your	own	device	or	sell	in	the	apps	store.

	

	

Android	games	are	of	different	types.	You	should	come	up	with	an	idea	or	plan	for
the	game	that	you	wish	to	develop.	There	are	athlete	games,	car	racing	games,	and	those
involving	robots,	among	others.	Once	you	have	come	up	with	the	plan	for	the	game,	you
can	 then	 begin	 the	 actual	 programming.	However,	 you	 should	 also	 get	 the	 environment
ready	for	programming.	If	you	do	not	know	how	to	do	this,	you	can	consult	from	the	first
part	of	this	book.

	

	

It	is	after	this	that	you	will	be	in	a	position	to	get	into	the	actual	programming.	The
rendering	of	 the	objects	 for	 the	game	 involves	 the	use	of	graphics.	This	means	 that	you
need	 to	 understand	 how	 to	 use	 graphics	 libraries	 in	Android	 to	 be	 able	 to	 render	 your
objects	or	images.

	

	

An	example	of	a	graphics	library	in	Android	is	the	OpenGL	which	is	discussed	in



this	 book.	You	 also	 need	 to	 understand	 how	 the	 coordinates	 of	 the	Cartesian	 plane	 are
related	since	you	will	make	use	of	these	during	game	programming.	To	move	the	object	or
the	image	around	the	screen	of	the	Android	device,	you	will	make	use	of	these	coordinates
to	update	the	new	location	of	the	object	on	the	screen.	This	calls	for	a	deep	understanding
of	this	concept.



Chapter	2-	Creating	the	project
	

You	 now	 have	 the	 idea	 of	 what	 you	 need	 to	 achieve	 in	 your	 game.	We	 need	 to
prepare	 the	 environment	 for	 programming.	 You	 can	 choose	 to	 use	 either	 eclipse	 or
Android	studio	as	the	IDE	(Integrated	Development	Environment).	If	you	have	not	created
the	AVD	(Android	Virtual	Device),	then	begin	by	doing	this.	In	case	you	do	not	know	how
to	 do	 this,	 consult	 the	 first	 part	 of	 this	 book	 and	 you	will	 definitely	 get	 assistance	 you
need.

	

	

To	create	the	AVD,	navigate	to	“Window	->	Android	SDK	and	AVD	Manager”.		At
this	point,	click	on	the	button	labeled	as	“New”	and	then	specify	the	details	for	your	AVD.

	

	

You	can	then	create	a	new	project	for	your	game	application.	Just	click	on	“New	->



Project”	and	then	choose	“Android	Project”.	A	dialog	will	appear	in	which	you	will	have
to	specify	the	details	of	the	project:

	

	

	

You	can	 try	 to	 test	 the	project	by	 running	 it.	You	will	notice	 that	 it	 comes	with	a
default	“Hello	World!”	program.	Once	you	see	this,	just	know	that	you	are	set	to	get	into
programming.

	

	



You	can	open	the	main	java	class	with	name	“MainActivity.java”.	It	comes	with	the
following	code	by	default:

	

	

import	Android.os.Bundle;

import	Android.app.Activity;

public	class	MainActivity	extends	Activity	{

/**	Called	when	the	activity	is	first	created.	*/

@Override

public	void	onCreate(Bundle	savedInstanceState)	{

super.onCreate(savedInstanceState);

setContentView(R.layout.main);

}

}

	


