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Android recovery mode

(2016). Learning embedded Android N programming: create the perfectly customized system by unleashing the power of
Android OS on your embedded device.

Android recovery mode is a mode of Android used for installing updates and wiping data. It consists of a Linux kernel with
ramdisk on a separate partition from the main Android system.

Recovery mode can be useful when a phone is stuck in a bootloop or when it has been infected with malware.

Android Debug Bridge

Android Debug Bridge (commonly abbreviated as adb) is a programming tool used for the debugging of Android-based devices.
The daemon on the Android device

The Android Debug Bridge (commonly abbreviated as adb) is a programming tool used for the debugging of Android-based
devices. The daemon on the Android device connects with the server on the host PC over USB or TCP, which connects to the

client that is used by the end-user over TCP. Made available as open-source software under the Apache License by Google since
2007, its features include a shell and the possibility to make backups. The adb software is available for Windows, Linux and

macOS. It has been misused by botnets and other malware, for which mitigations were developed such as RSA authentication
and device whitelisting.

Android software development

with restricted API support. Some programming languages and tools allow cross-platform app support (i.e. for both Android and
iOS). Third party tools, development
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Android software development is the process by which applications are created for devices running the Android mobile
operating system. Google states that "Android apps can be written using Kotlin, Java, and C++ languages" using the Android
software development kit (SDK), while using other languages is also possible. All non-Java virtual machine (JVM) languages,
such as Go, JavaScript, C, C++ or assembly, need the help of JVM language code, that may be supplied by tools, likely with
restricted API support. Some programming languages and tools allow cross-platform app support (i.e. for both Android and

iOS). Third party tools, development environments, and language support have also continued to evolve and expand since the
initial SDK was released in 2008. The official Android app distribution...

Android Gingerbread

Android 2.3 Gingerbread is the seventh version of Android, a version of the Android mobile operating system developed by
Google and released in December

Android 2.3 Gingerbread is the seventh version of Android, a version of the Android mobile operating system developed by
Google and released in December 2010.

Android Automotive

(2019-09-05). &quot;GM will use Google&#039;s embedded Android Automotive OS in cars starting in 2021&quot;. The Verge.
Retrieved 2019-09-14. &quot;Android Automotive will run natively

Android Automotive (AAOS), marketed as Cars with Google built-in or colloquially just Google built-in, is an open-source
operating system designed for use in vehicle dashboards, based on Android. Introduced in March 2017, it was developed by
Google and Intel, together with car manufacturers such as Volvo and Audi. The project aims to provide an operating system

codebase for vehicle manufacturers to develop their own distribution. Besides infotainment tasks, such as messaging, navigation
and music playback, the operating system aims to handle vehicle-specific functions such as controlling the air conditioning.

Android Automotive is an open source operating system and, as such, a car manufacturer can use it without the proprietary
Google Automotive Services (GAS)—which is a car equivalent to...

Android version history
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listed chronologically by their official application programming interface (API) levels. Android 1.0, the first commercial version
of the software, was

The version history of the Android mobile operating system began with the public release of its first beta on November 5, 2007.
The first commercial version, Android 1.0, was released on September 23, 2008. The operating system has been developed by
Google on a yearly schedule since at least 2011. New major releases are usually announced at Google I/O in May, along with
beta testing, with the stable version released to the public between August and October. The most recent exception has been

Android 16 with its release in June 2025.

Video game programming

Game programming, a subset of game development, is the software development of video games. Game programming requires
substantial skill in software engineering

Game programming, a subset of game development, is the software development of video games. Game programming requires
substantial skill in software engineering and computer programming in a given language, as well as specialization in one or

more of the following areas: simulation, computer graphics, artificial intelligence, physics, audio programming, and input. For
multiplayer games, knowledge of network programming is required (the resultant code, in addition to its performance

characteristics, is commonly referred to as the game's netcode by players and programmers alike). In some genres, e.g. fighting
games, advanced network programming is often demanded, as the netcode and its properties (e.g. latency) are considered by

players and critics to be some of the most important metrics of...

Java (programming language)

its release, and has been a popular programming language since then. Java was the third most popular programming language
in 2022[update] according to

Java is a high-level, general-purpose, memory-safe, object-oriented programming language. It is intended to let programmers
write once, run anywhere (WORA), meaning that compiled Java code can run on all platforms that support Java without the need
to recompile. Java applications are typically compiled to bytecode that can run on any Java virtual machine (JVM) regardless of
the underlying computer architecture. The syntax of Java is similar to C and C++, but has fewer low-level facilities than either
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of them. The Java runtime provides dynamic capabilities (such as reflection and runtime code modification) that are typically not
available in traditional compiled languages.

Java gained popularity shortly after its release, and has been a popular programming language since then. Java was the third...

Android Things

Android Things is a deprecated Android-based embedded operating system platform by Google, announced at Google I/O 2015,
and launched in 2018. Android

Android Things is a deprecated Android-based embedded operating system platform by Google, announced at Google I/O 2015,
and launched in 2018. Android Things Dashboard shutdown began on January 5, 2021. After January 5, 2022, Android Things

Dashboard has been shut down completely and all remaining data has been deleted.

Originally, Android Things was aimed for low-power and memory constrained Internet of Things (IoT) devices, but in 2019 the
project dropped support for low-power hardware and refocused on smartphone-class devices.

Visual programming language

constructionist learning, influenced by Seymour Papert and the Logo programming language Flowcode, a visual programming
tool for embedded microcontrollers

In computing, a visual programming language (visual programming system, VPL, or, VPS), also known as diagrammatic
programming, graphical programming or block coding, is a programming language that lets users create programs by

manipulating program elements graphically rather than by specifying them textually. A VPL allows programming with visual
expressions, spatial arrangements of text and graphic symbols, used either as elements of syntax or secondary notation. For

example, many VPLs are based on the idea of "boxes and arrows", where boxes or other screen objects are treated as entities,
connected by arrows, lines or arcs which represent relations. VPLs are generally the basis of low-code development platforms.
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