Installing Android Studio

Setting up Sudoku example on Android Studio

Instaling Android Studio

Android Studio provides everythingyou need to start dev eloping apps for Android,
including the Android Studio IDE and the Android SDK tools.

If you didn't download Android Studio, go

Before you set up Android Studio, be sure you hav e installed JDK 6 or higher (the JRE
alone is not sufficient)—JDK 7 is required when developing for Android 5.0 and higher.
To check if you have JDK installed (and which version), open aterminal and type javac
-version. If the JDKis not available or the versionis lower than 6,

To set up Android Studio on Windows:

1. Launch the .exe file you just downloaded.
2. Follow the setup wizard to install Android Studio and any necessary SDK tools.

On some Windows systems, the launcher script does not find where Javais
installed. If you encounter this problem, you need to set an environment v ariable
indicating the correctlocation.

Select Start menu > Computer > System Properties > Advanced System
Properties. Then open Advanced tab > Environment Variables and add a new
system variable gava nome that points to your JDK folder, for example c: \program
Files\Java\jdkl.7.0 21.

The individual tools and other SDK packages are sav ed outside the Android Studio
application directory. If you need to access the tools directly, use a terminal to
navigate to the location where they are installed. For example:

\Users\<user>\sdk\
To set up Android Studio on Mac OSX:

1. Launchthe .dmg file you just downloaded.

2. Dragand drop Android Studio into the Applications folder.

3. Open Android Studio and follow the setup wizard to install any necessary SDK
tools.

Depending on your security settings, when you attempt to open Android Studio,

you might see a warning that says the package is damaged and should be
mov ed to the trash. If this happens, go to System Preferences > Security &
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https://developer.android.com/sdk/index.html
http://www.oracle.com/technetwork/java/javase/downloads/index.html

Adding SDK Packages

Privacy and under Allow applications downloaded from, select anywhere. Then
open Android Studio again.

If you need use the Android SDK tools from a command line, you can access them at:

/Users/<user>/Library/Android/sdk/

To set up Android Studio on Linux:

1. Unpack the downloaded ZIP file info an appropriate location for your
applications.

2. To launch Android Studio, navigate to the android-studio/bin/ directoryina
terminal and execute studio. sh.

You may wantto add android-studio/bin/ to your PATH environmental variable
so that you can start Android Studio from any directory.

3. Follow the setup wizard to install any necessary SDK tools.

Android Studio is now ready and loaded with the Android dev elopertools, but there
are still a couple packages you should add to make your Android SDK complete.

Adding SDK Packages

By default, the Android SDK does notinclude ev erything you need to start dev eloping.
The SDK separates tools, platforms, and other components into packages you can
download as needed using the Android SDK Manager. So before you can start, there
are a few packages you should add to your Android SDK.

To start adding packages, launch the Android SDK Manager in one of the following
ways:

e In Android Studio, click SDK Managerk? in the toolbar.
o Ifyou're notusing Android Studio:
o Windows: Double-click the spk Manager.exe file at the root of the Android
SDK directory.
o Mac/Linux: Open aterminal and navigate to the tools/ directory in the
Android SDK, then execute android sdk.

When you open the SDK Manager for the first time, sev eral packages are selected by

default. Leave these selected, but be sure you hav e everythingyou need to get started
by following these steps:
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Adding SDK Packages

1. Get thelatest SDK tools

Android SDK Mana S )
| Packages Tools
SDK Path: C:\Program Files (E6)\Android\android-sdk
Packages
5 MName APT Rev.  Status
4 7|3 Tools
W1 X Android SDK Tools 16 Elnstalled
[¥] % Android SDK Platform-tools 10 4 Notinstalled =
4 [@]15 Android 403 (API15)
[ [ Documentation for Android SOK 15 1§ Notinstalled
[#] & SDK Platform 15 2 W Netinstalled
[#] & Somples for SDK 15 1§ Notinstall
[¥] ‘% ARM EABI v7a System Image 15 I 4 Mot i lled
[¥] . Google APIs by Google Inc. i5 1 # Not installed
¥ E) Sources for Androig SDK 15 1 & Not installed
T (5] Android 410 (API14)
| =) Android 3.2 (APL13)
T (3 Android 3.1 (API12)
1050 Adenid 30 FADE11L =
Show: [/] Updates/New [WITnstalled || Obselete Select New or Updates Install 8 packages... ]
Sort by: @ APl level () Repository Deselect All Delete 1 package... ]
m E
Done leading packages.

As a minimum when setting up the Android SDK, you should download the latest
tools and Android platform:

1. Openthe Tools directory andselect:
= Android SDKTools
= Android SDK Plaiform-tools
= Android SDK Build-tools (highest v ersion)
2. Openthe first Android X.X folder (the latest version) and select:
= SDKPlaiform
= Asystemimage for the emulator, such as
ARM EABI v7a System Image

2. Installthe packages
Once you've selected all the desired packages, continue to install:

1. Click Install X packages.

2. Inthe next window, double-click each package name on the left to
accept the license agreement for each.

3. Click Install.

The download progress is shown at the bottom of the SDK Manager window. Do
not exitthe SDK Manager or it will cancel the download.

Note: You should ideally download the latest version against which you compile your
application and the version which you intend to target the application. In this case - Android
5.0.1 (APl 21) and Android 2.3.3 (API 10) respectively.
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Importing Sudoku code

Importing Sudoku code
1. In Android Studio, click on Import Project from the File menu.

Refactor Build Run Iools VCS Window Help

Ve o 4 Fame)P KB ¥E SRES ?

Edit View Navigate Code Anahyze

Import Module...
Import Sample...
New... Alt+Insert
[ Open..

Reopen Project

Close Project

spafoid usne 5

S Settings... Ctrl+Alt+5
[ Project Structure... Ctrl+ Alt+Shift+S
Other Settings »

2pei9 (3

Import Settings...
Export Settings...
1= save Al Cirl+S
) Synchronize
Invalidate Caches / Restart...
B Print... Ctrl+P
Power Save Mode

J3pURMIWO3 i

Exit

2

¥ Build Variants

[E Terminal = 0: Messages ¢ 6 Android % TODO " Eventlog [ Gradle Console M Memory Monitor
Gradle build finished in 47 sec (2 minutes ago) ‘v B

2. Browse to the directory where you exiracted the code and select Sudokuv4

» Sudoku - [E\NUMAD155\Sudoku] - Android Studio 10.2 - a
Eile Edit View Mavigate Code Analyze Refactor Build Run Tools VCS Window Help

ODHO ¢4 %00 QR ¢ > 1 [Fon- P kb @ FELE &

7| an

Select your Eclipse project folder, build.gradle or settings.gradle
A®L GX O H Hide path
[CAsermams, . I

I yiap

spafold uane 5

» [ 0penGL
» [ SensorTest
» [ 50Lite

» [ Sudokuv®
» [ Sudokuvt
» [ sudokuv2
>
»
>
>
>
»

3PS 5

[ Sudokuv3
Sudokuvd
[ Translate
[ Videow1
[ Videow2
3 Widget
[l samplevidea.3gp
il eband-cedeip
[El Android.bxt
[F] Android Studio.Ink
Drag and drop a file into the space above to quickly locate it in the tree.

(] (]

J3puRWWE)

H
=
&
*

¥ Build Variants

[E Terminal = 0: Messages & Android =% TODO 0 Eventlog (=] Gradle Console M Memary Monitor
Gradle build finished in 47 sec (3 minutes ago) v B
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Importing Sudoku code

3. It willrecognize the Project from ADT. Choose a destination directory for the import.

L. Sudoku - [EANUMAD155\Sudoku] - Android Studio 1.0.2

File Edit View Mavigate Code Analyze Refactor Build Run Icols VCS Window Help

L

DHO ¢A %B0|QR|¢2> HFnIP KL @ SLE& ?|

QA

Importing a project creates a full copy of the project and does net alter the eriginal Eclipse

project.

Import Destination Directory:

«1 7: Structure

2 2 Favorites

riants

[# Terminal = O Messages 4+ & Android <2 TODO

(o) I (o] e )

apein 5, spafoid uen 5

J3PUBLIIO [y

0 Eventlog  [=) Gradle Console M Memary Monitor

Gradle build finished in 47 sec (3 minutes aga) \ M
4. Click on the Finish button.

[.] Sudoku - [EANUMAD155\Sudoku] - Android Studio 1.0.2 - a X
File Edit View MNavigate Code Analyze Refactor Build Run Tools VCS Window Help

ODHO ¢4 %00 QR ¢ > 5 ([Fomr kb 3 FELE& 7 an

The ADT project importer can identify some jar iles and even whole source copies of libraries,
and replace them with Gradle dependencies. However, it cannot figure out which exact
version of the library to use, so it will use the latest. If your project needs to be adjusted to
compile with the latest library, you can cither import the project again and disable the

=1 1: Structure

following options, or better yet, update your project.
| Replace jars with dependencies, when possible

[¥] Replace library sources with dependencies, when possible

Other Import Options:
[V Create Gradle-style (camelCase) medule names

H
=
&
*

¥ Build Variants

[E Terminal = 0: Messages & Android =% TODO

2peID &y spafoud U T

J3puRWWE)

0 Eventlog (=] Gradle Console M Memary Monitor

Gradle build finished in 47 sec (3 minutes age)
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Importing Sudoku code

5. Afterimporting the project, the configurations will be modified from ADT Eclipse
project to Android Gradle as Android Studio uses Gradle build.

L. Sudokuvé4 - [EANUMAD15S\Sudokuv4] - [Sudokuv4] - .\import-summary.txt - Android Studio 1.0.2 - a
File Edit View MNavigate Code Analyze Refactor Build Run Tools VCS Window Help
OHO Y [(Faeev) b ¥ O ¥ aw ? Q
= = = .
4§ Andoid - @ == | 8- 1| [ import-summary.td % m
£+ Caapp ECLIPSE ANDROID PROJECT IMPORT SUMMRRY Oj=
= -y 2
= (2 Gradle Scripts g
k) )
[l
Ignored Files: o
v &
) QUi
g The following files were *not* copied into the new Gradle project; you
2 @
& should evaluate whether these are still needed in your project and if &
= 30 manually move them: a
v o
* default.properties
L] Language Level Changed k-1
Moved Files: o
3
”””””” E Language level changes will take effect on project reload. 8l
Android Gradle Would you like to reload project "Sudokuvd” now? E
Eclipse projec g
* EndroidManif EM"
* assets\ => a
* res\ => app\
* src\ => app\srcimain\javal
- Next Stepa:
2 ¥ou can now build the project. The Gradle project needs network
EI connectivity to download dependencies.
&
Bugs
= 1f for some reason your project does not build, and you determine that
g it is dus to = bug or limitation of the Eclipse to Gradle importer,
= please file a bug at http://b.android.com with category
a Component-Taols.
"
Terminal G Android /0 Messages B TODO Eventlog  [=] Gradle Console b4 Memory Monitar

[ Gradle build finished in & sec (moments ago) 11 CRLF: UTF8: w &

6. 1t will display a summary of the changes done as Android Gradle projects use a
different structure than ADT Eclipse projects. Android Studio modifies the structure of the
project accordingly, so you do not need to worry.

File Edit View Mavigate Code Analyze Refactor Build Run Icols VCS Window Help

_ - o & = =
OHGO ol * 4 [(Fape~] P ¥ 0 % §EE® ? Q
[ Sudokuvd
& % Android v Q= = | El import-summary.bt % ‘ -
= =
g ECLIPSE ANDROID FROJECT IMPORT SUMMERY 1
A b (@ Gradle Scripts 3
- 5
2
Ignored Files: =
2 b —
g The following files were *not* copied into the new Gradle project; you m
& should evaluate whether these are still needed in your project and if 5
o H
! =0 manually move them: =
v E
z
* default.properties =
Moved Files:
,,,,,,,,,,,, (0]
Zndroid Gradle projects use a different directory structure than ADT 2
Eclipse projects. Here's how the projects were restructured: 5
* AndroidManifest.xml => app\src\main\RndroidManifest.xml
* assets\ => applsrcimainiassets\
* res\ => app\srcimain\res\
* src\ => app\srcimainm\javal
" Next Steps:
g | —_—
5 ¥ou can now build the project. The Gradle project needs network
= comnectivity to download dependencies.
a
& Bugs
5 If for some reason your project does not build, and you determine that
s it 1s due to a bug or limitation of the Eclipse to Gradle importer,
= please file a bug at http://b.android.com with category
] Component-Tools.
*
2 70DO 4§ & Android Terminal Eventlog  [=] Gradle Console M Memary Monitor

CRLF : UTF-8: &
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Importing Sudoku code

7. Your project structure willlook like this.
C7 Sudokuv4 ' (7 app  [Isrc ' main  Cres 5]

v Cihapp
¥ [ manifests
& AndroidManifestxml
v [java
v [ org.examplesudoku
€& About
@ B Game
€& Keypad
€ Music
(€ & Options
€)% Prefs
€ B PuzzleView
€5 Sudoku
¥ [&rec
+ [E3 anim
» [5] drawable
Bl layout
[ menu
[ 2
[ 2

o] 7: Structure

E raw

[ values
T aml
[ assets

» Gradle Scripts

¢ Build Variants

¥ 2: Favorites
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Importing Sudoku code

8. Open the AndroidM anifest.xml and scroll o the bottom. The uses-sdk tag willhave
an android:minSdkVersion="3" declaration whichis aninteger designating the
minimum API Levelrequired for the application to run. Despite its name, this element is
used to specify the APl Level, not the version number of the SDK (software development
kit) or Android platform. The API Levelis alwaysasingle integer.

File Edit View Navigate Code Analyze Refactor Build Run Jools VCS Window Help

OHO O QAR | ¢ i [Fape~| P ¥ O ¥ @ W ? Q
[ Sudokuv4 - [3app + [Isrc - [ main |+ & AndroidManifestxml
4| 1 Android M @ = | #- |- | B AndroidManifestaml x ‘ -
= =
v r3a S L
& ape <category android:mame="android.intent.category.LAUNCHER" /> g
;" =] ’,’_‘f”‘fE‘t‘ =] </intent-filter> =
& © AndroidManifestxml A </activity> 2
. =y g
E I org.example.sudoku =] <activity android:name=".Asout" o
2 &5 About android:label="About Android Sudoku" =
N ©®% Game android:theme="gandroid:style/Thexe.Dialog"> g
v ' a </activity> g
@B Keypad 3
© % Music 3
@ Options =] <activity android:name=".Prefs"
© % Prefe android:label="Sudoku settings"> @
© b PuzleView <factivity> Q
© % Sudoku =
Cares =] <activity android:name=".Game"
[1 anim a android:label="Gane"/>
[ drawable
1 layout Q </application> 9
B menu <uses-sdk android:minSdkVersion="3" />
£1¢</manifest>
. Bl raw
E | Android DDMS B L
= W Devices | ADB logs +* i logaat +* | (o4
a i
» al
5
"
i
LIS
4Run S TODO & Android Terminal [ O Messages EventLog Gradle Console M Memary Monitor
b B = =

[ Gradle build finished in 31 sec (39 minutes ago) 1729 LF: UTF8 & &

9. To change the minimum v ersion or the target v ersion, right-click on the app module,
and click on Open Module Settings.

File Edit View MNavigate Code Analyze Refactor Build Run Tools VCS Window Help

. = o = -
OHJS ol & § (Wapp~] > & B @ FE 88 & 7 Q
[ Sudokuv4 - [Zapp [ src [ main & AndroidManifest.xml -
& & Android x| @ = | #- |- | 5 AndroidManifestaml x ‘ -
b g
5y o T T T T T 7 L
== e 5 <category android:mame="android.intent.category.LAUNCEER" /> g
Py = =] </intent-filter> g
- Cut Ctrl+X & <factivity> &
o E [ Copy Crl+C -
E Copy Path ClrleShifteC =] <activity androld:name=".About" o
E b iy android:label="About Android Sudoku" =
2 [ = e android: theme="gandroid:style/Theme.Dialog"> ]
rd Find in Path... Ctrl+H & <factivity> 5
Replace in Path.. 2
Analyze » o 3
<activity android:name=".Prefs"
Refactor » android:label="Sudoku settings"> @
Add to Favorites » </activity> 2
Show Image Thumbnails z
= Reformat Code... Ctrl+Alt+L =] <activity android:name=".Game"
Optimize Imports... Cirb+ Alt+0 a android: 1abel~JGameg/>
Make Medule ‘app’ Ctrl+ Shift+F9 £ </application> -
Local History D <uses-sdk android:minSdVersion="3" />
- £r¢/manifest>
. D Synchronize ‘app’
£ I
= Show in Explorer ¥ L
ES & Filepath Ctrl+Alt+F12
2 : Compare Directory with.. CtrleD
&l Open Module Settings
H | @ Create Gist..
g
i
* |
P 2Run “2TODC O B Android | [E Terminal = 0 Messages Eventlog  [£] Gradle Console M Memary Monitor

[ Gradle build finished in 31 sec (42 minutes ago) 1729 LF UTF8 & &
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Importing Sudoku code [

10. Inthe Properties tab, the compile versionis set to the latest version of Android
av ailable in your SDK.

Tip: Choose the highest platform version available so that your application will be
optimized for greater user experience on the latest devices.

Eile Edit View Mavigate Co

== ] + - Propeties | Signing | Flavors | Build Types | Dependencies | Q
Py ———]
i Sudokuvd + Ciapp - Clsrgl opy oo
5 Android v ‘ Project
v Caapp Modules Build Tools Version
v [ manifests app.
@ AndroidManifd
v Bljava Ignore Assets Pattem | |

¥ [ org.eample st Incremental Dex \:-

© B About

© b Game Source Compatibilty | i

€% Keypad
- Target Compatibility

€)% Options|
© b Prefs
©5 PuzzleVy
© 5 Sudoku
v Cares

» E3anim

» [ drawable

» [ layout

» [E1 menu

» [ raw

Android DDMS B- L

(1 BRSO W AP 21: Android 5.0 (Lollipop)

D 1

1% 1; Project

Library Repository | |

=] 7: structure
spf0id unep 3

2Apeio (3

W' Devices | ADB logs

¥ Build Variants

¥+ 2: Favarites

P 2Run =TODO | onsole M Memary Monitor

[0 Gradle build finished in 31 sex !!mm !esago 17:20 [LF+ UTF2 @ &

11. Inthe Flavors tab, you will see the minimum v ersion as well as the target version. For
the Sudoku example, the minimum versionis set to 3" by default.

+ - a
File Edit View Mavigate Co
ODHO b = [ Propeties | signing |Flavers  Build Types | Dependencies | Q
5 3 7
[ Sudokuvd | Ciapp ) Clsrdl ooy ocation defaultConfig + | Nome: | defouttContig ]
4 1% Android v‘ Project i e
g v Caapp Modules | [F]s
| I — o ‘| Min Sdk Version [API3: Android 1.5 (Cupcake) [ - | §
& B AndroidManif | application 1d | lesudok | 2
| Application org.example.sudoku B
W v Cljava i -
E v Bogeamples [Proguard Fie \ |- -
E i
& © 5 Game i 5
v ©% Keypad /| Target Sk Version [API2: Android 1.5 (Cupcake) | | g,
© % Music | Test Instrumentation Runner | | &
(€ Options| :
®n prets * Test Application Id [ | @
©% PuzleVi /| Version Code [ | 5
@5 Sudoku i =
| Version Name [ |
v Ehres i
» 3 anim
» [ drawable
» [ layout
» [l menu
" » [ raw 4
E | Android DDMS £ # L
; W' Devices | ADB logs
=]
@ H
W &
5
&l
il
*®
P 2Run TODO | onsole M Memary Monitor
[ Gradle build finished in 31 sec (R mmetes 260] 1729 [IF:[ UTF2 (& &
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Importing Sudoku code

12. For the target version, set the Android v ersion to 2.3.3 (Gingerbread) which is API

® - a
File Edit View Navigate Cof
OHO + — [ Properties | Signing |Flavors  Build Types | Dependencies | Q
sudons o ;
= = Eiapp Elsidl '5p¢ocation defaultConfig + Neme: | defaultConfig |
4 f Android v‘ Project 3 =
Z v Caapp Modules : 15
& 1 manifests | Min Sdic Version 491 3: Android 1.5 (Cupcake) B g
- - X | 4 s
& Androidhanif ‘| Application Id [[org.example sudoku | 2
. Bljava f #
H B org cxample proguard e \ I[-] a
g :
= ©/'5 About # Signing Config ﬂ z
“ €% Game f - S
v © b Keypad | Target Sdk Version API 3 Android 1.5 (Cupcake) 3
i E
©'% Music | Test Instrumentation Runner ’ ""‘"”P‘“J 3
© % Options] | : Android 1.6 (Donut)
&% Preis [ Test Application Id |4PI 7: Android 2.1 (Eclair) o
i |API &: Android 2.2 (Froyo) &
© b Puzley| : b
e o ; [ 41 % Android 2.3 (Gingerbread) 2
udoku | version Name |API 10: Android 2.3.3 (Gingerbread) ®
Cares i API 11: Android 3.0 (Honeycomb)
£ 2nim . AP 12: Andraid 3.1 (Honeycomb)
[ drawable :
[ layout
[ menu
. B raw .
E | Android DDMS 4 B L
= W' Devices | ADB logs
El
= i
Tla|
il
*
: Cancel Apph
P arun =T0D0 WY onsole M Memary Monitor
[ Gradle build finished in 31 sec (3 mnotes 390] 1729 [LF:| UTF8 |m @

android:minSdkVersion

An integer designating the minimum API Level required for the application to run. The
Android system will prevent the user frominstalling the application if the system's API
Levelislowerthan the value specified in this attribute.

android: targetSdkVersion
An integer designating the APl Level that the application targets. If not set, the default

value equals that givento minSdkversion.

This attribute informs the system that you hav e tested against the target version and the
system should not enable any compatibility behaviorsto maintain your app's forw ard-
compatibility with the target v ersion. The application is still able to run on older v ersions
(downtominsdkvVersion).
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Importing Sudoku code

13. Run the application by clicking on the ‘Run app’ (Alt + Shift + X) from the Run menu.

] Sudokuvd - [EANUMAD155\Sudokuv4] - [app] - ..\app\srcymain\AndroidManifestxml - Android Studio 1.0.2 - a
File Edit View Mavigate Code Analyze Refactor Build Run Tools VCS Window Help

DHG ¢« XO0 QA &> ¥ (R b 0 & FLE& ? aQn
2 Sudokuv4 » [3app [ src [l main + [ AndroidManifestm]
| android v = | 42+ 1 | @ AndroidManifestaml % e
v Cawpp oo =i
v O I:amlsts- ) o
@ AndroidManifestxml
o ¥ Ojava ] (O Choose a running device
5
£ ¥ [ org.example sudoku m
z © % About ] Device | _Serial Number | _State _[Com.. =
{; €5 Game 5
© B Keypad a z
@5 Music a A
(€% Options
© b Prefs = @
© % PuzleView g
@B Sudoku 4 3
v [ires
» Elanim
» [ drawable -
> Edlayout () Leunch emulator
» [ menu a
N > Bl e Android virtual device: | NexusS l:]
EW [ Use same device for fut]
£| 4 [ F:\developer\android-sdk-vindovs\tools\emulator.exs -4 Mexus 5 API 21 %86
2
LI
=3
=
H ;
= i
*

s EventLlog =] Gradle Console M Memary Monitor

70DO o & Android  [E Terminal = O: Messages
[21 [IF:[uTFe | @

Gradle build finished in 3 sec (mements ago)

14. Select the ‘Launch emulator’ option and choose a Android virtual device.

L] Sudokuv4 - [E\NUMAD155\Sudokuv4] - [app] - ..\app\src\main\AndroidManifest.xml - Android Studio 1.0.2
File Edit View MNavigate Code Analyze Refactor Build Run Tools VCS Window Help

DHG « XO0 QA ¢ > 1 (Haer) b % b @ §EI& 2
i )

1
Q
H

fe)
e

| androd v = | %~ I~ | B androidManifestxml x | =
v Ciapp : : s =g
& AndroidManifestml 2
W ¥ Ojava =l () Choose a running device )
E
El ¥ [ org.eample sudoku m
2 ©% About ] Device | Serial Number | State [Com. z
6-'.' © %5 Game 5
% Keypad 4 2
© % Music & 3
(€% Options
© % Prefs =) @
@ % PuzzleView a
© B Sudoku =
a
v Eires
> [l anim
» E1 drawable e
» [ layout (®) Launch emulator
Bl menu b
. Bl e Android virtual device: | NexusS HD
= [T use same device for future launches
£ 1T ; F:\developer\android-sdk-vindovs\tools\emulator.exe -4
= :
E :
= :
e
=
-3
x

s EventLlog  [=] Gradle Console M Memary Monitor

E2T0DO & Android [ Terminal  # 0 Messages
T2 F: UTRE B @

Gradle build finished in 3 sec (mements ago)
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Importing Sudoku code

15. The AVD launchesin a separate window.

ain\AndroidManifestxml - Android Studio 1.0.2 - a
W W 10:40 Q
Android A ‘* » »
A2/ 3
10:40 .. A d=) &
VARV
Thursday, January 15
€ Connect your charger. A .A o D !;"
ent.action MATN" /> g
fintent. category . LAUNCEER" /> )
Frre e A= B

hhh%hhlﬁ -

ALT

Android DDMS

[ = O 0
[C] i Devices | ADB logs ~" | il logeat - =]
{ PTODETTYFETCNEr: AQDLOMMANAKE]ECTEAEXCEDTION QETTING PrODELTIES IOr QSVICE EMULATOX-59%4: Qevice OIIline

| PropertyFetcher: AdbCommandRejectedException getTing Droperties for device emulator-5554: device ofrline
 Prope RdbC jectedException getting properties for device emulator-5554: device offline

¥ Build Variants

i Proper? * RdbCe jectedException getting properties for device emulator-5554: device offline
| PropercyFetcher: AdbCommandRejectedException getting properties for device emulator-5554: device offline
| PropertyFetcher: RdbCommandRejectedException getting properties for device emulator-5554: device offline
 Prope RdbC jectedException getting properties for device emulator-5554: device offline

¥+ 2: Favarites

» i
P 2 Run SBTODO | o G Android  [E Terminal = O: Messages
[ Gradle build finished in 3 sec (2 minutes ago)

s EventLlog =] Gradle Console M Memary Monitor
21 [LF: UTF2 | & &

16. The Sudoku application willrun like below in the AVD. You're all seft!

Android Sudoku

-0 A

Continue

New Game

@ R T TR R R T T T
o b i bl [ b o e
P S ) P ) 3 o

757 T [ ) P o ) AP
ALT l——[— [_—"_‘ ALT

About

References:

https://developer.android.com/sdk/installing/index.html2pkg=studio
https://developer.android.com/sdk/installing/adding-packages.html
https://developer.android.com/guide/topics/manifest/uses-sdk-element.html
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