


1.a. With a neat diagram explain GSM architecture.
A GSM system consists of three subsystems, the radio sub system (RSS), the network and
switching subsystem (NSS), and the operation subsystem (OSS).



1.b. Explain system service architecture of mobile application.



It represents the architectural requirements for programming a mobile device. The
requirements are Programming Languages, Functions of OS, and Functions of
middleware for mobile systems.
Mobile computing Architectural Layers, protocols and Layers
i) Programming Languages: A variety of programming languages are used in mobile
computing architecture. Popular language used is Java J2ME and Javacard (Java for
smartcard) J2EE is used for web and enterprise server-based applications of mobile
services. DOTNET and Python 2.7 are also used.
ii) Functions of OS: An OS enables the user to run an application without considering
the hardware specifications and functionalities. Scheduling multiple tasks.
Management functions for tasks and memory. Interfaces for communication.
Configurable libraries for the GUI in the device. Middleware.
iii) Functions of middleware for mobile systems: Middleware are the software
components that link the application components with the network-distributed
components. Mobile OS also provides middleware components. Examples are -to
discover the nearby Bluetooth device, discover the nearby hotspot. -to retrieve data
from a network database. -for service discovery

It refers to defining various layers between the user applications, interfaces, devices
and network hardware.
A well-defined architecture is necessary for systematic computations and access to
data
and software objects in the layers.
Protocols:



GSM900, GSM900/1800/1900, CDMA, WCDMA, HSPA, UMTS, i-Mode, LTE, and
WiMax.
WPAN protocols such as Bluetooth, IrDA, and Zigbee.
WLAN protocols such as 802.11a, and 802.11b and WAP
Layers: The OSI (open standard for interchange) seven-layer format is
-Physical for sending and receiving signals (TDMA or CDMA coding)
-Data link (Multiplexing), Networking (for linking to the destination)
-Wireless transport layer security (for establishing end-to-end connectivity)
-Wireless transaction protocol, Wireless session protocol, and Wireless application
environment (for running a mob.appln., e.g., mobile e-business)

2.a. What is protocol? Explain protocol architecture in mobile computing with a
neat diagram.



2.b. What is handover? Explain its different types.



3.a. What is an android? Explain its architecture with a neat diagram.





3.b. Explain steps involved in installing android.
One of the main factors determining the success of a smartphone platform is the
applications that support it. Applications play a very vital role in determining whether a
new platform swims or sinks. Making these applications accessible to the general user is
extremely important. In August 2008, Google announced the Android Market, an online
application store for Android devices, and made it available to users in October 2008.
Using the Market application that is preinstalled on their Android device, users can simply
download third-party applications directly onto their devices. Both paid and free
applications are supported on the Android Market, though paid applications are available
only to users in certain countries due to legal issues. Google Playstore is the current name
of Android Market!!

​OBTAINING THE REQUIRED TOOLS
To develop an android application, we need to install certain sofwares. It involves installing
Eclipse, Android SDK, Android Development Tools (ADT) and creating Android Virtual
Devices (AVD).

Note that, The Android SDK makes use of the Java SE Development Kit (JDK). Hence,
before installing Eclipse etc, install JDK

from www.oracle.com/technetwork/java/javase/downloads/index.html

​Eclipse
The first step towards developing any applications is obtaining the integrated development
environment (IDE). For Android, the recommended IDE is Eclipse, a multi-language
software development environment featuring an extensible plug-in system. It can be used
to develop various types of applications, using languages such as Java, Ada, C, C++, COBOL,
Python, etc. For Android development, you should download the Eclipse IDE for Java EE
Developers (www.eclipse

http://www.oracle.com/technetwork/java/javase/downloads/index.html


.org/downloads/packages/eclipse-ide-java-eedevelopers/heliossr1). Once the Eclipse IDE
is downloaded, unzip its content (the eclipse folder) into a folder, say C:\Android\.

Android SDK
The Android SDK contains a debugger, libraries, an emulator, documentation, sample code,
and tutorials. You can download the Android SDK from
http://developer.android.com/sdk/index.html. Once the SDK is downloaded, unzip its
content (the android-sdk-windows folder) into the C:\Android\ folder, or whatever name
you have given to the folder you just created.

​Android Development Tools (ADT)
The ADT plug-in for Eclipse is an extension to the Eclipse IDE that supports the creation
and debugging of Android applications. Using the ADT, you will be able to do the following
in Eclipse:

​ Create new Android application projects.

​ Access the tools for accessing your Android emulators and devices.

​ Compile and debug Android applications.

​ Export Android applications into Android Packages (APK).

​ Create digital certificates for code-signing your APK.

To install the ADT, first launch Eclipse by double-clicking on the eclipse.exe file located in
the eclipse folder.

3.c. Explain steps involved in creating an android virtual device.
An AVD is an emulator instance that enables you to model an actual device. Each AVD
consists of a hardware profile, a mapping to a system image, as well as emulated storage,
such as a secure digital (SD) card. One can create many AVDs in order to test your
applications with several different configurations. This testing is important to confirm the
behavior of your application when it is run on different devices with varying capabilities.
To create an AVD, go to Windows Menu and choose “Android Virtual Device Manager”.
Then give appropriate name, device, memory required etc. for the application. Once the
new AVD is created, it can be used for different applications further.

4.a. How you will create and execute first android project? Explain with program steps.
​Creating Your First Android Applications
Following are the steps involved in creating any Android application:

1. Using Eclipse, create a new project by selecting File ➪ New ➪ Android
Application Project.

2. Name the Android project suitably, say HelloWorld.

3. In the Package Explorer (located on the left of the Eclipse IDE), expand the
HelloWorld project by clicking on the various arrows displayed to the left of each
item in the project. In the res/layout folder, double-click the activity_main.xml file.
The activity_main.xml file defines the user interface (UI) of your application. The

http://developer.android.com/sdk/index.html


default view is the Layout view, which lays out the activity graphically. To modify
the UI, click the activity_main.xml tab located at the bottom.

4. Add the following code in bold to the activity_main.xml file.

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

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

</LinearLayout>

5. To save the changes made to your project, press Ctrl+s.
6. You are now ready to test your application on the Android Emulator. Select the

project name in Eclipse and press F11. You will be asked to select a way to debug
the application. Select required Android Application and click OK.

7. The Android Emulator will now be started (if the emulator is locked, you need to
slide the unlock button to unlock it first).

8. Click the Home button (the house icon in the lower-left corner above the keyboard)
so that it now shows the Home screen.

9. Click the application Launcher icon to display the list of applications installed on
the device. Note that the HelloWorld application is now installed in the application
launcher.

(Note: In Step 6, include the steps of creating AVD).

In Android, an Activity is a window that contains the user interface of your applications. An
application can have zero or more activities; in this example, the application contains one
activity: MainActivity. This MainActivity is the entry point of the application, which is
displayed when the application is started. When you debug the application on the Android
Emulator, the application is automatically installed on the emulator.

4.b. Write a android program to print “Hello Welcome” on emulator with a image in the
background.

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

<LinearLayout

http://schemas.android.com/apk/res/android


xmlns:android="http://schemas.android.com/apk/res/android"

android:orientation="vertical"

android:layout_width="match_parent"

android:layout_height="match_parent"

android:layout_margin="20dp"

android:background="@drawable/background"

>

<TextView

android:id="@+id/textView"

android:layout_width="match_parent"

android:layout_height="wrap_content"

android:layout_marginTop="50dp"

android:text="Hello Welcome"

android:textSize="30sp"

android:gravity="center"/>

</LinearLayout>

5.a. What is activity? Explain the activity life cycle in android with a neat diagram.





5.b. Explain content providers in android.

A content provider acts as a data store and provides an interface to access its contents. Unlike a
database, where information can be accessed only by the package in which it was created,
information in a content provider can be shared across packages. The following lists a few
characteristics of content providers:

> Like in a database, we can query, add, edit, delete, and update data in content providers.

» Data can be stored in a database, files, and over a network.

>» A content provider acts as a wrapper around the data store to make it resemble web services.
That is, the data in content providers is exposed as a service.

Understanding the Android Content URI



To fetch data from a content provider, we specify the query string in the form of a URI (universal
resource identifier). The syntax of the query URI appears as follows:

<standard_prefix>://<authority><data_path>/<id>

Content Providers Application

The contact information on our device can be accessed in an Android application. Let’s create a
new Android project called content ProviderApp. This application accesses the contact
information and displays it via Listview.

Activity_content_provider_app.xml

ContentProviderAppActivity.java

package com.androidunleashed.contentproviderapp;

import android.app.Activity;

import android.os.Bundle;

import android.net.Uri;

import android.database.Cursor;

import android.content.CursorLoader;

import android.provider.ContactsContract;

import android.widget.ListView;

import java.util.ArrayList;

import android.widget.ArrayAdapter;

public class ContentProviderAppActivity extends Activity {

ArrayList<String> contactRows=new ArrayList<String>();

final String[] nocontact={"No Contacts on the Device"};



@Override

public void onCreate(Bundle savedInstanceState) {

super.onCreate(savedInstanceState);

setContentView(R.layout.activity_content_provider_app);

final ListView contactsList=(ListView) findViewById(R.id.contactslist);

Uri contactsUri = Uri.parse("content://contacts/people");

String[] projection = new String[] {ContactsContract.Contacts._ID,
ContactsContract.Contacts.DISPLAY_NAME };

Cursor c;

CursorLoader cursorLoader = new CursorLoader(this, contactsUri, projection, null, null ,
null);

c = cursorLoader.loadInBackground();

contactRows.clear();

c.moveToFirst();

while(c.isAfterLast()==false){

String contactID = c.getString(c.getColumnIndex(ContactsContract.Contacts._ID));

String contactDisplayName =
c.getString(c.getColumnIndex(ContactsContract.Contacts.DISPLAY_NAME));

contactRows.add(contactID+ " "+contactDisplayName);

c.moveToNext();

}

if (c != null && !c.isClosed()) {

c.close();

}

if(contactRows.isEmpty()) {



ArrayAdapter<String> arrayAdpt=new ArrayAdapter<String>(this,
android.R.layout.simple_list_item_1, nocontact);

contactsList.setAdapter(arrayAdpt);

}

else {

ArrayAdapter<String> arrayAdpt=new ArrayAdapter<String>(this,
android.R.layout.simple_list_item_1, contactRows);

contactsList.setAdapter(arrayAdpt);

}

}

}

We define a contactsuri URI for the Contacts provider. Thereafter, a projection String array is
defined to specify the columns that we want to extract from the contacts database. With the help
of a cursorLoader, we load rows from the Contacts provider and assign them to the cursor c.
Thereafter, through a while loop, the information in the cursor is extracted. Because we want to
display only the ID and contact name, the informationn the contactsContract.Contacts. ID and
ContactsContract.Contacts. DISPLAY_NAME Columns is accessed and assigned to the
contactRows ArrayList. If contactRows is not empty, an ArrayAdapter object called arrayAdpt is
defined through it. Finally, a ListView control is filled with the information in the arrayaAdpt
ArrayAdapter. To access information in the Contacts Provider in our app, we need to add the
following permission into the AndroidManifest .xml file:

<uses-permission android:name="android.permission.READ_CONTACTS"/>

6.a Explain table layout and its features.

Table Layout

Table Layout is used to arrange the group of views into rows and columns.

Table Layout containers do not display a border line for their columns, rows or cells.



Need not specify row and column count

All elements may be of different size.

Syntax:
<TableLayout

android:layout_width="match_pa rent"

android:layout_height="wrap_co ntent"

android:id="@+id/table01"
android:shrinkColumns="1"
android:collapseColumns="2"
android:stretchColumns="3"> <TableRow>
</TableRow>
</TableLayout>

Table Layout is slower

compared to Grid Layout

Table Layout takes more memory than Grid Layout

Needs to add views by using <tableRow>



Q6b) write a program to illustrate different drawing graphics in android



Q6c) How animation is created in Android? Explain

Programmatically creating an animation

This example’s animation technique uses an image bound to a sprite. In general, sprite
refers to a two-dimensional image or animation that is overlaid onto a background or
more complex graphical display. For this example, you’ll move the sprite around the
screen to give the appearance of a bouncing ball. To get started, create a new project
called BouncingBall with a BounceActivity. You can copy and paste the code in the
following listing for the BounceActivity.java file.





MAKING ANIMATION HAPPEN





Q7a) With an example for each, explain common views in Android.
Views are the building blocks of Android application’s UI. Activities contain views, and
View classes represent elements on the screen and are responsible for interacting with
users through events. Every Android screen contains a hierarchical tree of View
elements. These views come in a variety of shapes and sizes. Many of the views you’ll
need on a day-to-day basis are provided as part of the platform—text elements, input
elements, images, buttons, and the like. In addition, you can create your own composite
views and custom views when the need arises. You can place views into an Activity
(and thus on the screen) either directly in code or by using an XML resource that’s later
inflated at runtime. Android provides a generous set of View classes in the android.view
package. These classes range from familiar constructs such as the EditText, Spinner,
and TextView that you’ve already seen in action, to more specialized widgets such as
AnalogClock, Gallery, DatePicker, TimePicker, and VideoView.



View is the base class for many classes. ViewGroup is a special subclass of View
related to layout, as are other elements such as the commonly used TextView. All UI
classes are derived from the View class, including the layout classes (which extend
ViewGroup).

Q7b) Explain different layouts in android.
1. Linear Layout
This view group aligns all of its children in a single direction, either vertically or

horizontally. The android:orientation attribute specifies the layout’s direction.



The below code snippet demonstrates the inclusion of a Linear Layout in the XML file.

<LinearLayout xmlns:android="http://schemas.android.com/apk/res/android"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:orientation="horizontal">
<!-- Include other widget or layout tags here. These are considered
"child views" or "children" of the linear layout -->
</LinearLayout>

Setting android:orientation helps specify if the child views are displayed in row or

column format

2. Relative Layout
RelativeLayout is a view group that places its child views relative to one another. Each

view’s location can be set relative to sibling components (such as to the left or below

another view) or relative to the RelativeLayout area of its parent (such as aligned to the

bottom, left or center).

3. Frame Layout
FrameLayout is designed to display a single object in a section of the screen. In

general, FrameLayout should only be used to host a single child view, as it can be

difficult to organize child views in a manner that is scalable to various screen sizes

without the children overlapping. Nevertheless, you may add several children to a



FrameLayout and manage their position by providing gravity to each child using the

android:layout gravity feature.

4. Constraint Layout
ConstraintLayout permits the creation of complicated layouts with a flat view hierarchy

(no nested view groups). It is similar to RelativeLayout in that all views are set up

according to the relationships between sibling views and the parent layout, but it is more

flexible than RelativeLayout and easier to use with the Layout Editor in Android Studio.

Because the layout API and the Layout Editor were purpose-built for one another, all the

power of ConstraintLayout is accessible immediately from the Layout Editor’s visual

tools. So, developers may construct the layout with ConstraintLayout using only

drag-and-drop instead of XML.

5. Android Table Layout
TableLayout is a ViewGroup that presents its children in rows and columns. TableLayout

arranges its children into columns and rows. TableLayout containers do not display row,

column, and cell border lines. The table will have the same number of columns as the

row with the most cells. A table can leave cells vacant. As in HTML, cells can span

multiple columns in Tableau. Developers can span columns using the TableRow’s span

field. Class layout parameters.

Q8a) How multimedia can be implemented in Android? Explain
Multimedia: Playing Audio,Playing Video and Capturing Media: Playing Audio: The
audio file that we want to play must be located in the res/raw folder of our application.



The raw folder isn’t created automatically, so we need to create it manually. The raw
folder is a special folder that is not processed at all; hence the content of the files copied
in this folder is retained. Right-click the res folder in the Package Explorer window and
select New, Folder. In the dialog box that opens, enter the name of the new folder as
raw and click the Finish button. In the raw folder, let’s copy an audio file called
song1.mp3. The Java class R. java file is automatically regenerated after the audio file
is added to the application allowing us to access it.

The playbtn Button control is captured from the layout and mapped to the Button object
playButton. An event handler, onclickListener, is added to the playButton object. Its
callback method, onclick(), is implemented, which is executed when the playButton is
clicked. In the onclick() method, we create an instance, mp, of the MediaPlayer by
calling the MediaPlayer.create() method. To the MediaPlayer instance mp, we pass the



reference of our MP3 song, song1.mp3, that we placed in the raw folder. Finally, we call
the MediaPlayer’s start () method to play the song. After the application is run, we get a
TextView showing the text Playing Audio and a Button control with the text Play When
the Play button is clicked, the audio, songl.mp3, is played. Playing Video: To play video
in an application, Android provides a videoview control, which, along with the
MediaController, provides several buttons for controlling video play. These buttons allow
us to play, pause, rewind, and fast-forward the video content displayed via the
VideovView control. To understand the steps for playing a video, let’s create a new
Android project called PlayvideoApp. We can play a video that is available on the
Internet or one that is loaded onto an SD card of our device or emulator



We capture the videoview control from the layout and map it to the videoview object.
Then we use a MediaController and set it the media controller of the videoview object.
The videoview object is used for displaying video content and the button controls that
enable us to perform play, pause, rewind, or fast-forward actions on the video. A
MediaController provides these buttons. Hence the videoview’s media controller is set
by calling setMediaController() to display the different button controls. Then, we use the
setVideoPath() method of the videoview object to refer to an SD card (sdcard) for the
video.mp4 file. We can also use set VideoURI() method to access the video from the
Internet. After setting the focus to the videoview control through request Focus ()
method, we use its start () method to start the video.

Q8 b) Explain how to check internet connection in Android programmatically
This method checks whether mobile is connected to internet and returns true if
connected:

private boolean isNetworkConnected() { ConnectivityManager cm =
(ConnectivityManager) getSystemService(Context.CONNECTIVITY_SERVICE); return
cm.getActiveNetworkInfo() != null && cm.getActiveNetworkInfo().isConnected(); }
in manifest,

<uses-permission android:name="android.permission.ACCESS_WIFI_STATE" />
<uses-permission android:name="android.permission.ACCESS_NETWORK_STATE" />



This method actually checks if device is connected to internet(There is a possibility it's
connected to a network but not to internet).

public boolean isInternetAvailable() { try { InetAddress ipAddr =
InetAddress.getByName("google.com"); //You can replace it with your name return
!ipAddr.equals(""); } catch (Exception e) { return false; } }

Q9a) Write a program to demonstrate GPS connection in Android

AndroidManifest.xml1 for fine and coarse permissions are as follows:

<uses-permission android:name="android.permission.ACCESS_COARSE_LOCATION"
/>

<uses-permission android:name="android.permission.ACCESS_FINE_LOCATION"/>

We are accessing Google Maps in the application; consequently, we also need to add
the following two statements in the manifest file:

<uses-library android:name="com.google.android.maps" />

<uses-permission android:name="android.permission.INTERNET" />

activity_know_location_app.xml

KnowLocationAppActivity.java





KnowLocationAppActivity.java

Q9 b) Explain procedure of sending email in Android project



To send an email with Android, we use the following

Intent: Intent .ACTION_ SEND

The Intent .ACTION SEND calls an existing email client to send an email. So, for
sending email through the Android emulator, we need to first configure the email client.
If the email client is not configured, the emulator does not respond to the Intent.
Through the ACTION SEND Intent, messages of different types, such as text or image,
can be sent. The only thing we need to do is to set the type of the Intent through the
setType() method. For example, the following statement declares that the text data type
will be sent through the Intent:

emailIntent.setType("plain/text") ;

The emailiIntent is the Intent .ACTION_SEND object. After we launch this Intent, any
application on the device that supports plain text messaging may handle this request. To
let a user choose the email client to handle the Intent, we call startActivity() with the
createChooser() method. As the name suggests, the createChooser() method prompts
the user to choose the application to handle the Intent. This statement shows how to
call startActivity() with the createChooser() method:

startActivity (Intent.createChooser(emailIntent, "Sending Email"));

This statement displays all the applications that are eligible to handle the Intent,
allowing the user to choose the application to launch. If there is only one application
able to handle the Intent, it is launched automatically without prompting the user. To
supply data for the email message fields, we set certain standard extras for the Intent.
For example, we can set the following:

· EXTRA_EMAIL—Sets the To: address (email address of the receiver)

· EXTRA_cc—Sets the cc: address (email address of the carbon copy receiver)

· EXTRA_BCC—Sets the Bcc: address (email address of the blind carbon copy
receiver)

· EXTRA_SUBJECT—Sets the Subject of the email VSN DON, VOY.

· EXTRA_TEXT—Sets the body of the email

After setting the desired Intent’s extras, launch the activity to initiate the sending email
task.



activity_send_email_app.xml

<RelativeLayout

xmlns:android="http://schemas.android.com/apk/res/android"

android:layout_width="match_parent"

android:layout_height="match_parent" >

<TextView

android:id="@+id/email_form"

android:text = "Email Form"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:typeface="serif"

android:textSize="18sp"

android:textStyle="bold"

android:padding="10dip"

android:layout_centerHorizontal="true"/>

<TextView

android:id="@+id/to_addressview"

android:text = "To:"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_margin="10dip"



android:layout_below="@id/email_form" />

<EditText

android:id="@+id/toaddresses"

android:layout_height="wrap_content"

android:layout_width="match_parent"

android:layout_below="@id/email_form"

android:layout_toRightOf="@id/to_addressview"

android:singleLine="true" />

<TextView

android:id="@+id/cc_addressview"

android:text = "Cc:"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_below="@id/to_addressview"

android:layout_margin="10dip" />

<EditText

android:id="@+id/ccaddresses"

android:layout_height="wrap_content"

android:layout_width="match_parent"

android:singleLine="true"

android:layout_below="@id/toaddresses"

android:layout_toRightOf="@id/cc_addressview" />

<TextView



android:id="@+id/bcc_addressview"

android:text = "Bcc:"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_below="@id/cc_addressview"

android:layout_margin="10dip" />

<EditText

android:id="@+id/bccaddresses"

android:layout_height="wrap_content"

android:layout_width="match_parent"

android:singleLine="true"

android:layout_below="@id/ccaddresses"

android:layout_toRightOf="@id/bcc_addressview" />

<TextView

android:id="@+id/subjectview"

android:text = "Subject:"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_below="@id/bcc_addressview"

android:layout_margin="10dip"

android:paddingTop="10dip"/>

<EditText

android:id="@+id/emailsubject"



android:layout_height="wrap_content"

android:layout_width="match_parent"

android:singleLine="true"

android:layout_below="@id/bccaddresses"

android:layout_toRightOf="@id/subjectview"

android:layout_marginTop="10dip" />

<TextView

android:id="@+id/emailtextview"

android:text = "Message:"

android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_below="@id/subjectview"

android:layout_margin="10dip" />

<EditText

android:id="@+id/emailtext"

android:layout_height="wrap_content"

android:layout_width="match_parent"

android:lines="5"

android:layout_below="@id/emailsubject"

android:layout_toRightOf="@id/emailtextview" />

<Button

android:id="@+id/send_button"

android:text="Send"



android:layout_width="wrap_content"

android:layout_height="wrap_content"

android:layout_centerHorizontal="true"

android:paddingLeft="25dip"

android:paddingRight="25dip"

android:layout_marginTop="10dip"

android:layout_below="@id/emailtext" />

</RelativeLayout>

SendEmailAppActivity.java

package com.androidunleashed.sendemailapp;

import android.app.Activity;

import android.os.Bundle;

import android.view.View;

import android.content.Intent;

import android.view.View.OnClickListener;

import android.widget.Button;

import android.widget.EditText;



public class SendEmailAppActivity extends Activity {

Button sendbutton;

EditText toAddress, ccAddress, bccAddress, subject, emailMessage;

String toAdds, ccAdds, bccAdds;

@Override

public void onCreate(Bundle savedInstanceState) {

super.onCreate(savedInstanceState);

setContentView(R.layout.activity_send_email_app);

sendbutton=(Button) findViewById(R.id.send_button);

toAddress=(EditText) findViewById(R.id.toaddresses);

ccAddress=(EditText) findViewById(R.id.ccaddresses);

bccAddress=(EditText) findViewById(R.id.bccaddresses);

subject=(EditText) findViewById(R.id.emailsubject);

emailMessage=(EditText) findViewById(R.id.emailtext);

sendbutton.setOnClickListener(new OnClickListener(){

@Override

public void onClick(View v) {

final Intent emailIntent = new Intent(Intent.ACTION_SEND);

if(toAddress.getText().length() >0) {

toAdds = '"'+toAddress.getText().toString()+'"';

emailIntent.putExtra(Intent.EXTRA_EMAIL, new String[]{ toAdds});



}

if(ccAddress.getText().length() >0) {

ccAdds = '"'+ccAddress.getText().toString()+'"';

emailIntent.putExtra(Intent.EXTRA_CC, new String[]{ ccAdds});

}

if(bccAddress.getText().length() >0) {

bccAdds = '"'+bccAddress.getText().toString()+'"';

emailIntent.putExtra(Intent.EXTRA_BCC, new String[]{ bccAdds});

}

emailIntent.putExtra(Intent.EXTRA_SUBJECT, subject.getText().toString());

emailIntent.putExtra(Intent.EXTRA_TEXT, emailMessage.getText());

emailIntent.setType("plain/text");

startActivity(Intent.createChooser(emailIntent, "Sending Email"));

}

});

}

}

Here, the toaddresses, ccaddresses, bocaddresses, emailsubject, and emailtext
EditText controls are accessed and mapped to their respective EditText objects.
Similarly, the Button control with the send_button ID is accessed and assigned to the
sendbutton Button object. The clickListener event listener is associated with the Button
control. After we click the Button, the onCclick() callback method is invoked. In the
onclick () method, an Intent object called emailiIntent is created, with its action set to
Intent. ACTION_SEND. Also, to auto-fill the email client’s fields, the Intent extras,
EXTRA EMAIL, EXTRA_CC, EXTRA BCC, EXTRA_SUBJECT, and EXTRA _TEXT, are
initialized with the data entered by the user in the EditText controls. Finally, the email is



sent by launching the email client installed on the device. After running the application,
we see a user interface to enter addresses of the receiver(s), subject, and email body.
When the user clicks the send button, the email client is invoked. The fields of the email
client are automatically filled with data entered in the EditText controls. The email is sent
to the recipient after it pipes through the email client,
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Q10b) Explain procedure involved in publishing android application in google
play store

Following are the steps to publish an Android application:

1. Set the versioning information of the application.

2. Generate a certificate, digitally sign the Android | application, and generate the
APK (Android Package) | file. Android applications are distributed as Android
package files (.APK).

3. Distribute to Google Play or other marketplace to host and sell our application.

Setting Versioning Information of an Application

We need three things to essentially inform users about our application:

» The features that our application requires to run—for example, whether it requires
Bluetooth, multitouch screen, and so on, to operate

» The necessary hardware configuration that our application requires for running

» The permissions that our application requires to operate

To inform users about these three things, we use the three tags <uses-features>,
<uses-configuration>, and <uses-permission> in our AndroidManifest.xml file.

Generating a Certificate, Digitally Signing the Android Applications, and
Generating the APK



Signing Applications Using the Export Android Application Wizard

The Export Android Application Wizard simplifies the process of creating and signing
our application package. To launch the wizard, follow these steps:

1. Select the Android project in the Package Explorer window and select the File, Export
Option or right-click the project in the Package Explorer window and select the Export
option.

2. In the Export dialog, expand the Android item and select Export Android Application.
Click Next.

3. Our Android project name, createServiceApp, is displayed in the Project box. Click
Next.

4. The next dialog prompts us to either select an existing keystore or create a new one.
Select the create new keystore option to create a new certificate, that is, keystore, for
our application. In the Location box, specify the name and path of the keystore. Assign
the name as CreateService to our new keystore. In the Password and Confirm boxes,
enter the password to protect the keystore. After entering the password , click Next.

5. Provide an alias for the private key and enter a password to protect the private key.
Applications published on Google Play require a certificate with a validity period ending
after October 22, 2033. Hence, enter a number that is greater than 2033 minus the
current year in the validity box. Also fill the First and Last Name box with your name and
click Next.

6. Enter a path to store the destination APK file. Click Finish.

Once you have signed your APK files, you need a way to get them onto your users’
devices. Three methods are here:

· Deploying manually using the adb.exe tool

· Hosting the application on a web server

· Publishing through the Android Market


