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This book delivers all the up-to-date information, tested code, and best practlces you need to create and
market successful mobile apps with the latest versions of Android. Drawing on their extensive experience
with mobile and wireless development, Lauren Darcey and Shane Conder cover every step: concept, design,
coding, testing, packaging, and delivery. The authors introduce the Android platform, explain the principles of
effective Android application design, and present today's best practices for crafting effective user interfaces.
Next, they offer detailed coverage of each key Android API, including data storage, networking, telephony, .
location-based services, multimedia, 3D graphics, and hardware.

Every chapter of this edition has been updated for the newest Android SDKs, tools, utilities, and hardware.
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gestures, voice recognition, App Widgets, live = A new appendix full of Eclipse tips and tricks

folders, live wallpapers, and global search

This book is an indispensable resource for every member of the Android development team: software devel-
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software architects, and even marketers.

Lauren Darcey is technical leader of a software company specializing in mobile development and
consulting with Android, iPhone, Blackberry, and other leading platforms. With more than 20 years’
experience in professional software production, she is a recognized authority in application architecture
and the development of commercial-grade mobile applications. Shane Conder has more than a decade
of experience with mobile and embedded development. He has designed and built many commercial
applications for Android, iPhone, BREW, Blackberry, J2ME, Palm, and Windows Mobile, including apps
installed on millions of phones worldwide. Find the authors at androidbook.blogspot.com.
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