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The hype and media attention that the last Spider-Man movie received in Hollywood, Gameloft came up with its official game Amazing Spider-Man. This app allows you to experience some intense and exciting web slinging action that follows the movie's storyline. I'm sure most of us dreamed of alter ego, leaving our normal lives to be just
like the heroes we looked at when we were kids. They are not real, but this virtual game gives us a chance to put ourselves in a hero costume and save the day. The fusion of great graphics and new game options really makes it a game worth checking out. When you play Amazing Spider-Man, the most notable thing is the excellent and
amazingly designed 3D environment, thanks to the advanced graphics that eventually enliven the game. You have to fight your way through each level of the game in different areas of New York, requiring you to get all your hero skills to perform 25 challenging missions. You have to climb, jump, and crawl your way through the game. It's
also worth noting that Spidey has new skills that you can use to defeat the bad guys. The new combat system includes new melee and range of attacks that you can explore to discover a bunch of new combos to help you in missions. There is also a wide selection of updates for style, attack and customization skills. Updates or bonuses
can be found in various locations throughout the city. They come in handy, especially in those parts of missions where you need momentum to defeat a lot of enemies. Make sure to always keep an eye on them. Aside from the 25 missions that you have to accomplish, there are also hidden missions that you can discover on the dangerous
streets of Manhattan. In order for you to triumph in saving every inch of New York City, you will need the presence of mind and concentration to use all Spidey's abilities to destroy the nasty villainous lizard and its minions. In a nutshell, the game is excellent in terms of graphics, new skills and exciting missions worthy of the price you have
to pay for it. You can download Amazing Spider-Man from the Google Play Store. Has Spidey graced your Android phone or tablet lately? What do you think of this game? Tagged: GamingApp Reviews End of Line! Virtually every application works with some form of data. This data can be extracted from the Internet, databases on the
target device or even created by the user of the app. Typically, developers need to assign this data to the user interface elements that present the data to the user. For Android apps, this is usually achieved by inflating the Activity (or Fragment) layout, identifying the target element of the user interface using findViewById and, assigning an
item of relevant data value. В Google I/O 2015 новая библиотека поддержки связывания данных данных that can help developers take all of the above steps without problems using only layouts (and correctly defined classes and variables). For this tutorial, we're going to delve into some of the features of the data binding library, and
show how much more efficient and easy it can make the development of an Android app. Getting ReadyThe data binding library is a support library and is available for Android platforms from Android 2.1 (API 7) and newer ones. To use this library in the app, you must download the support repository with the help of the SDK manager and
add the dataBinding element to the build.gradle application file, as shown in the snippet belowandroid - compileSdkVersion 24 buildToolsVersion 24.0.0 dataBinding enabled enabled....... The sample application built for this tutorial consists of three Activity classes, each using increasingly complex data binding features. Data Binding
Layout Files should be configured slightly differently than the default layout files. There are several files that can be generated automatically, and if the project does not use data binding, the files will be in vain generated. The power of this is that in the app some layout files can use data binding and automatically generated classes, while
others do not use data binding and do not have automatically generated classes. All layout files that intend to use data binding techniques should have a root layout tag. For the BasicActivity basic class, a simple layout activity_main.xml will be something like this: qlt;?xml version?1.0 encoding'utf-8?'ordinary mock-up files start with the ad
qlt;layout xmlns:android' xmlns:tools/ (layout_width match_parent layout_height android:layout_height match_parent android:paddingbottom@dimen/activity_vertical_margin android:paddingleft'@dimen/activity_horizontal_margin android:paddingright/@dimen/activity_horizontal_margin android:paddingtop/@dimen/activity_vertical_margin-
activity_vertical_margin-activity_vertical_margin-activity_vertical_margin Button android:id'id/updateButton android:layout_width'wrap_content android:layout_height'wrap_content android wrap_content layout_width:padding'@dimen/activity_horizontal_margin android:text'@string/button1/gt; :layout_height=wrap_content
android:padding=@dimen/activity_vertical_margin android:layout_alignparentbottom=true android:layout_alignparentright=true android:text=@string/next_activity&gt;&lt;/Button&gt; &lt;TextView android:id=@+id/text_view1 android:layout_width=wrap_content android:layout_height=wrap_content
android:layout_alignbaseline=@id/nextActivityButton android:padding=@dimen/activity_horizontal_margin android:text=@string/text1a&gt;&lt;/TextView&gt; &lt;/RelativeLayout&gt; &lt;/layout&gt; &lt;/layout&gt; However the root look to announce a layout that supports data binding, the root tag is the tag layout. The actual user interface (in
this case RelativeLayout) is determined by the layout tag. The layout tag represents 37 tags, which simply indicates to the assembly system that this layout file needs to be processed to bind the data. Please note that any mock file in the app without a root layout label will not be processed to link the data. Binding Activity dataIn the
moment we have a layout file that is a must-link of the data. However, to use its ability to link data, we need to download it in a different way. Previously, you downloaded the layout as: setContentView (R.layout.activity_main); The final button1 (button)findViewById (R.id.button1); button.setOnClickListener (...); When you bind the data, the
Binding class is automatically generated from the layout file. The class is named using the default layout file name. The default name is generated by capitalizing the first letter of each word after highlighting, removing all the highlights, and adding a binding to the name. So activity_main.xml will lead to a class called ActivityMainBinding.To
link this automatically generated binding class into code, you call the DataBindingUtilContentView final ActivityMainBinding activityMainBinding - DataBindingUtil.setContentView (it's R.layout.activity_main); activityMainBinding.updateButton.setOnClickListener (new View.OnClickListener)- @Override public void on Click (View) -
activityMainBinding.textView1.setText (R.string.text1b); in a snippet of code above, You'll notice that we can access the updateBut text_view1 ton button directly. In addition, the use of data binding leads to faster code. , and emphasizes striped. So text_view1 becomes textView1.Binding ObjectsWhile the ability to work without
findViewById is a bonus, and the faster the code is also nice, the real power of data binding becomes apparent when you start tying objects. Which brings us to the second class. Suppose you have a user object. Your has TextViews that display the properties of the user's current object, such as name, surname, etc. на каждом поле для
каждого соответствующего TextView.With связывания данных, мы можем связать объект пользователя с файлом макета, а затем назначить соответствующие поля пользователя прямо из файла макета.&lt;?xml version=1.0 encoding=utf-8?&gt;В тег макета мы добавили тег данных перед корнем представления
пользовательского интерфейса. &lt;layout xmlns:android= xmlns:tools= tools:context=com.sample.foo.databindingsample.SecondActivity&gt; &lt;data&gt; &lt;variable name=user type=com.sample.foo.databindingsample.User&gt;&lt;/variable&gt; &lt;/data&gt; &lt;RelativeLayout android:layout_width=match_parent
android:layout_height=match_parent android:paddingbottom=@dimen/activity_vertical_margin android:paddingleft=@dimen/activity_horizontal_margin android:paddingright=@dimen/activity_horizontal_margin android:paddingtop=@dimen/activity_vertical_margin&gt; &lt;TextView android:id=@+id/firstnameLabel
android:layout_width=wrap_content android:layout_height=wrap_content android:padding=@dimen/activity_horizontal_margin android:text=@string/firstname&gt;&lt;/TextView&gt; &lt;TextView android:id=@+id/firstnameTextView android:layout_width=wrap_content android:layout_height=wrap_content
android:layout_alignbaseline=@id/firstnameLabel android :layout_torightof=@id/firstnameLabel android:padding=@dimen/activity_horizontal_margin android:text=@{user.firstname}&gt;&lt;/TextView&gt; &lt;TextView android:id=@+id/lastnameLabel android:layout_width=wrap_content android:layout_height=wrap_content
android:layout_below=@id/firstnameLabel android:padding=@dimen/activity_horizontal_margin android:text=@string/lastname&gt;&lt;/TextView&gt; &lt;TextView android:id=@+id/lastnameTextView android:layout_width=wrap_content android:layout_height=wrap_content android:layout_alignbaseline=@id/lastnameLabel
android:layout_torightof=@id/lastnameLabel android:padding=@dimen/activity_horizontal_margin android:text=@{user.lastname}&gt;&lt;/TextView&gt; &lt;/RelativeLayout&gt; &lt;/layout&gt; Этот элемент данных может иметь переменную внутри него, которая описывает свойство, которое может быть использовано в макете. В
данных макета может быть столько переменных элементов, сколько необходимо. В макете выше, вы можете видеть, что мы устанавливаем текст двух TextViews, используя строки константы (@string/первое имя и @string/lastname), в то время как два других TextViews имеют свой текстовый набор с использованием
данных, связывающих синтаксис «Пользователь.первое имя» и «user.lastname». Объект данных, объекты данных, которые могут быть использованы для связывания данных, на самом деле не должны быть особым типом. Целевой объект (в данном случае Пользователь) может быть простой старый Java objectpublic
класса Пользователь - публичная строка первое имя; публичная строка фамилия; публичная int возраст; публичный гендер публичный пользователь (String firstname, String lastname, int age, String gender) gender) The user is a private first name of the line; Private last line surname; Private int age; The private floor of the line
public User (String firstname, String lastname, int age, String gender) - this.firstname - first name; this.lastname - surname; this.age - age; this.gender - gender; - public line getFirstName () - return this.firstName; As for the data-binding library, the above classes are the same. The expression user.firstname rated for the aforementioned
android:text attribute gets access to the public first name area for the usual old Java object above, or to the getFirstname method in the JavaBeans class. To link a user's object into action, the method is automatically generated in the Binding class. In our example, the layout data variable is called the user, and therefore the setUser
method is generated automatically. Below will knead how to create and link the user's object in Action. (Please note that the layout file in this case is called activity_second.xml) the final action of SecondBinding secondBinding - DataBindingUtil.setContentView (this is R.layout.activity_second); MyUser user - new user (Android, Power, 22,
Corporate Body); secondBinding.setUser (myUser); And that's it. Start the app at this stage and you will find that the first name is installed on Android, and the last name Authority.Binding IntegersRecall that our user object has an age property that is int. We know that TextView's setText does not accept integrators. So, how do we display
Int in TextView? Using String.valueOf() textView android:id'id/ageTextView android:layout_width'wrap_content android:layout_height'wrap_content android:layout_torightof'@id/ageLabel android:layout_alignbaseline/@id/ageLabel android:padding'@dimen/activity_horizontal_margin android:text'-'String.valueOf (user.age) Go and try. And
let it sink in that you are actually using the Java static call method in your xml layout file. ImportsThe higher static method of calling magic is possible because, with a data binding library, you can actually import classes into the layout, as in Java, and the java.lang package. Imported classes can be used in the lt. import type.view.view.
&lt;TextView android:text=@{user.lastName} android:layout_width=wrap_content android:layout_height=wrap_content android:visibility=@{user.isAdult ? View.VISIBLE : View.GONE/TextView,gt; As in the example above, where we named String.valueOf, static methods and static fields can be used in expressions. Another example of a
really healthy zlt'gt; import type.example.user.gt;/import'gt; zlt'import,lt'lt;lt;lt;zgt;zgt;'import'gt; Import use: imports: &lt;variable name=user type=User&gt;&lt;/variable&gt;&lt;variable name=userList type=List&lt;User&gt;&gt;&lt;/variable&gt;Выражения связывания данных Выражения, используемые для связывания данных, очень
идентичны выражениям Java. Некоторые из доступных выражений Java включают в себяматические (я ) - ?) Струнная конкатенация (я) Двоичное (яп.) Унари (яп. ) - &gt; - &gt; &gt;&gt;&gt; первое имя - новое наблюдаемое поле (); публичное окончательное последнее имя &lt;)instanceofAnother very= interesting= and=
useful= operator= is= the= null= coalescing= operator= (??),= which= evaluates= to= the= left= operand= if= it= isn’t= null,= or= the= right= if= the= left= is= null.android:text=@{user.displayname ?? user.firstname} updating= data= binding= objectsit’s= all= well= and= good= that= we= can= easily= display= objects= using= data= binding,=
including= lists= and= maps,= and= virtually= any= other= object= available= to= our= application.= however,= what= happens= if= we= want= to= update= these= objects.= how= do= updates= to= the= bound= object= reflect= in= the= ui.if= you= run= the= activity= samples= above,= you= will= notice= that= if= you= update= the=
bound= objects,= the= ui= doesn’t= update= as= well.= to= unlock= the= full= power= of= data= binding,= you= will= want= to= update= the= ui= automatically ,= in= response= to= changes= to= the= bound= object.observablefieldsthe= easiest= way= to= achieve= this,= is= to= use= an= observablefield= for= properties= that= can=
change.public= class= user= {= public= final=&gt;&lt;/)instanceofAnother&gt; &lt;String&gt; &lt;&gt; ObservableField&lt;String&gt; - новое Наблюдаемое Поле &lt;&gt; (); публичный окончательный возраст ObservableField (); публичный окончательный Наблюдательный Пол Поля&lt;Integer&gt; - новый &lt;&gt; &lt;String&gt;
ObservableField &lt;&gt; (); Вместо того, чтобы получить доступ к значениям напрямую, вы используете методы доступа установленного возраста, предоставляемые ObservableField: user.firstName.set (Google); int возраст - user.age.get(); Наблюдаемые объектыКакий способ достижения уведомлений об изменении
данных включает в себя использование наблюдаемых объектов. Это объекты, которые либо реализуют наблюдаемый интерфейс, либо расширяют класс BaseObservable. В нашем примере кода мы реализуем наблюдаемый объект, как показано ниже. В каждом методе сеттера мы называли метод
notifyPropertyChanged, и для каждого еттера мы @Bindable аннотацию. частный статический класс Пользователь расширяет BaseObservable - частная строка firstName; частная строка lastName; @Bindable публичная строка getFirstName () - верните this.firstName; - @Bindable публичная строка getLastName () - верните
this.lastName; - публичный набор пустотыFirstName (String firstName) - this.firstName - firstName; notifyPropertyChanged (BR.firstName); Обработка событий Для связывания данных также может обрабатывать straight out of the xml layout, using Method links or listener bindings. For an approximate application, we've
implemented event processing using the link method. Your target method must be in line with the signatures of the string-gt; Method, while linking the data performs the magic of wrapping the link method and the owner into the listener and tweaking the listener to the target look. For example, we create a class that we called
ThirdActivityHandler using a simple method called onClickButton to handle button taps. At each click, we call getTag on the button to know how many times it has been clicked, increment on 1, display the current number of clicks on the button and call setTag to set a new number of clicks.public class ThirdActivityHandler - public void



onClickButton (View) (Button) view).setText (Clicked - Times and Times); view.setTag In the layout file, we announce our ThirdActivityHandler variable and install the android button:onClick with the Handler button::onClickButton. ?xml version?1.0 encoding'utf-8?gt; ns:android/ xmlns:tools/
context.com.sample.foo.databindingsample.ThirdActivity the name of the user type.com.sample.foo.databindingsample. The name of buttonHandler type.com.sample.foo.databindingsample.ThirdActivityHandler RelativeLayout... Button android:id'id/nextActivityButton android:layout_width'wrap_content android:layout_height'wrap_content
android:layout_alignparentbottom'true android:layout_alignparentright'true:text'@string/clicked_count android:tag'0 android:onclick'buttonHandler::onClickButton'gt; The conclusion has barely scratched the surface of the data binding capabilities in this tutorial. For a more in-depth and lengthy discussion, check out the data linking the
article's android developer. Using data binding can lead to faster development times, faster running times, and easier reading (and maintenance) of code. The full source of the app developed during this lesson is available on github. We'd love to hear some of your favorite ways to use the new library and/or questions about
implementation. Happy coding. Encoding. the amazing spider man android game data free download. spider man homecoming game in android apk data. spider man android game apk+data. the amazing spider-man 2 game android apk data mod. the amazing spider man 2 game free download for android apk and data. the amazing
spider man 2 game download for android apk data. the amazing spider man game free download for android apk and data
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