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Wouldn’t it be dreamy if there 
were a book on developing Android 
apps that was easier to understand 

than the space shuttle flight manual? I 
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Diving In1
getting started

Android has taken the world by storm.  
Everybody wants a smartphone or tablet, and Android devices are hugely popular. In 

this book, we’ll teach you how to develop your own apps, and we’ll start by getting 

you to build a basic app and run it on an Android Virtual Device. Along the way, you’ll 

meet some of the basic components of all Android apps, such as activities and 

layouts. All you need is a little Java know-how...

<Layout>
 
</Layout>

Activity
Device Layout

<Layout> 

</Layout>

Android SDK
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Most apps need to respond to the user in some way.  
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