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Foreword 

I dreamed of making video games when I was young, like nearly every other boy my age, but had 
no idea where to even begin. Everyone has the capability for a great game idea, but having the 
tools to create it is a much different story. The internet was in its infancy and there were precious 
few resources on game development, since even those in the industry were still figuring things 
out. For me, things changed as I got into my early 20s and found that universities were now 
starting to teach game design and development.  

Even after finishing my degree, I remember realizing that there was very little opportunity for 
me to showcase my skills to potential employers. I was good at programming, but there wasn't 
much in the way of game development software that would allow me to focus on creating 
gameplay. It really took a team then to create anything more than the most simplistic games. 
There was certainly no way for a single developer to make a living working on their own unless 
they were skilled in all types of programming, art, and design and could sustain themselves for 
years while working on it. 

Things started changing rapidly as the social gaming market began to explode and mobile 
devices became powerful enough to run truly fun game experiences. Things have continued to 
evolve so much that I'm blown away to see that games that I played on a console a decade ago are 
now fully functional in the palm of my hand. Along with this came game development software 
environments that allowed game developers to easily create games and focus on fun 
and functionality, no longer having to worry about just getting the nuts and bolts going. 

Now there are so many choices out there for game developers that the decision just becomes 
which one to focus your time on? If flexibility is your goal, then Android is the clear winner with 
its open environment that encourages the developer and gives options for how and where to 
make their content available to consumers. It's also simple to create content that is usable on 
both Android tablets and mobile devices, making your chance for profit much higher with the 
same work involved. 

If you are jumping into Android development as a springboard for other things, the good 
news is that Java is a widely used language, so, you will be able to use the knowledge gained in the 
future. Plus Java is one of the easier languages to start with as a beginner. I wish I had had such 
tools and platforms available when I began my career! Now is a great time to jump in and make 
that dream of making games happen. 

Jameson Durall 
Game Designer 

@siawnhy on Twitter 
www.jamesondurall.com 
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Preface 

Welcome to Practical Android 4 Games Development. This book takes you step by step through 
the evolution of two different mobile games; from concept through code. You will learn how to 
conceive a game from a root idea and carry through to the complex task of coding an engine to 
turn your idea into a playable game.  

I decided to write this book to teach the skills needed to create your own 2D and 3D games 
for the Android 4 platform. Android 4 unites the operating systems of Android-based mobile 
phones and tablets under one common SDK. This means that the games you develop can be 
played on the latest tablets and phones, and on the best possible hardware. The same game is 
now playable on either kind of device; you just need to take the first step and create a compelling 
game. 

When the first Android SDK with full OpenGL ES 2D and 3D support was released, I 
immediately found myself looking for ways to create games that were compelling and fun to play. 
That’s when I realized that the skills needed to create these games, though not hard to master, 
were definitely not easy to discover on one’s own. In fact, unless you had previous experience in 
OpenGL and specifically OpenGL ES, it was very hard to just dive right in to casual Android game 
development. 

I decided to take what I had learned in developing casual games on Android and break that 
knowledge into a core set of basic skills that could be easily mastered and expanded on as you 
progress in your game development. These basic skills might not see you creating the next Red 
Faction: Armageddon right after you complete this book, but they will give you the knowledge 
necessary to understand how such games are made and possibly create them with the right 
dedication and practice. 

No doubt you have your first Android game already mapped out in your head. You know 
exactly the way you want it to look, and exactly the way you want it to play. What you don’t know 
is how to get that idea out of your head and on to your phone or tablet. While it is great to have an 
idea for a game, it is getting that game from the idea stage to the “playable on a mobile device” 
stage that is the tricky part. 

My advice to you as you read through this book is to keep your ideas simple. Do not try to 
overcomplicate a good game just to because you can. What I mean by that is, some of the most 
“addictive” games are not necessarily the most complex. They tend to be the games that are easy 
to pick up and play but hard to put down. Keep this in mind as you begin to conceptualize the 
kind of games you want to make. In this book you will make a simple engine that will power a 
scrolling shooter. The scrolling shooter is a simple game type that can encompass very difficult 
and challenging games. It has long been considered one of the more addicting arcade style games 
because it offers fast action and a nearly unlimited amount of game play. It is very easy to go back 
to a scrolling shooter time and time again and have a rewording gaming experience. This is why I 
chose this style of game to start you off. In the end, if you try to make games that you would like to 
play as a gamer, then your experience will be rewarding. I hope you enjoy your journey into the 
wonderful world of Android game development. 

 



   Part 

Planning and Creating 
2D Games 
The first part of this book, Chapter 1-9, will take you through the processes of planning 
and creating a playable 2D Android game – Star Fighter. The creation of this game will 
follow a distinct and logical path. First you will plan and write the story behind your game. 
Next, you will create the background for the game. Then you will create the playable and 
non-playable characters. Finally you will create the weapons systems and collision 
detection. Before following the steps needed to deploy your game to a mobile device in 
Chapter 9, at the end of Chapter 8, I provide the complete code listings of the most 
important 2D files that you either created or modified in Part 1. Use these listings to 
compare your code and ensure that each game runs properly. This will prepare you for the 
3D development phase that follows in Part 2: “Creating 3D Games” (Chapters 10-12). 

I 



 3 

   Chapter 

Welcome to Android 
Gaming 
I began developing on Android in early 2008 on the beta platform. At the time, no 
phones were announced for the new operating system and we developers genuinely felt 
as though we were at the beginning of something exciting. Android captured all of the 
energy and excitement of the early days of open source development. Developing for 
the platform was very reminiscent of sitting around an empty student lounge at 2:00 a.m. 
with a Jolt cola waiting for VAX time to run our latest code. It was an exciting platform to 
see materialize, and I am glad I was there to see it. 

As Android began to grow and Google released more updates to solidify the final 
architecture, one thing became apparent: Android, being based on Java and including 
many well known Java packages, would be an easy transition for the casual game 
developer. Most of the knowledge that a Java developer already had could be recycled 
on this new platform. The very large base of Java game developers could use that 
knowledge to move fairly smoothly onto the Android platform. 

So how does a Java developer begin developing games on Android and what tools are 
required? This chapter aims to answer these questions and more. Here, you will learn 
how to block out your game’s story into chunks that can be fully realized as parts of 
your game. We’ll explore some of the essential tools required to carry out the tasks in 
future chapters 

This chapter is very important, because it gives you something that not many other 
gaming books have—a true focus on the genesis of a game. While knowing how to write 
the code that will bring a game to life is very important, great code will not help if you do 
not have a game to bring to life. Knowing how to get the idea for your game out of your 
head in a clean and clear way will make the difference between a good game and a 
game that the player can’t put down. 

1 
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Programming Android Games  
Developing games on Android has its pros and cons, which you should be aware of 
before you begin. First, Android games are developed in Java, but Android is not a 
complete Java implementation. Many of the packages that you may have used for 
OpenGL and other graphic embellishments are included in the Android software 
development kit (SDK). “Many” does not mean “all” though, and some very helpful 
packages for game developers, especially 3-D game developers, are not included. Not 
every package that you may have relied on to build your previous games will be 
available to you in Android.  

With each release of new Android SDK, more and more packages become available, 
and older ones may be deprecated. You will need to be aware of just which packages 
you have to work with, and we’ll cover these are we progress through the chapters. 

Another pro is Android’s familiarity, and a con is its lack of power. What Android may 
offer in familiarity and ease of programming, it lacks in speed and power. Most video 
games, like those written for PCs or consoles, are developed in low-level languages 
such as C and even assembly languages. This gives the developers the most control 
over how the code is executed by the processor and the environment in which the code 
is run. Processors run very low-level code, and the closer you can get to the native 
language of the processor, the fewer interpreters you need to jump through to get your 
game running. Android, while it does offer some limited ability to code at a low level, 
interprets and threads your Java code through its own execution system. This gives the 
developer less control over the environment the game is run in.  

This book is not going to take you though the low-level approaches to game 
development. Why? Because Java, especially as it is presented for general Android 
development, is widely known, easy to use, and can create some very fun, rewarding 
games.  

In essence, if you are already an experienced Java developer, you will find that your 
skills are not lost in translation when applied to Android. If you are not already a 
seasoned Java developer, do not fear. Java is a great language to start learning on. For 
this reason, I have chosen to stick with Android’s native Java development environment 
to write our games. 

We have discussed a couple of pros and cons to developing games on Android. 
However, one of the biggest pros to independent and casual game developers to create 
and publish games on the Android platform is the freedom that you are granted in 
releasing your games. While some online application stores have very stringent rules for 
what can be sold in them and for how much, the Android Market does not. Anyone is 
free to list and sell just about anything they want. This allows for a much greater amount 
of creative freedom for developers. 

In Chapter 2, you’ll create your first Android-based game, albeit a very simple one. First, 
however, it’s important look behind the scenes to see what inspires any worthwhile 
game, the story. 
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Starting with a Good Story 
Every game, from the simplest arcade game to the most complex role-playing game 
(RPG), starts with a story. The story does not have to be anything more than a sentence, 
like this: Imagine if we had a giant spaceship that shot things. 

However, the story can be as long as a book and describe every land, person, and 
animal in the environment of a game. It could even describe every weapon, challenge, 
and achievement.  

NOTE: The story outlines the action, purpose, and flow of a game. The more detail that you can 

put into it, the easier your job developing the code will be. 

Take a look at the game in Figure 1–1, what does it tell you? This is a screen shot from 
Star Fighter; the game that you will be developing through the beginning chapters of this 
book. There is a story behind this game as well. 

  

Figure 1–1. Star Fighter screen shot  

Most of us never get to read the stories that helped create some of our favorite games, 
because the stories are really only important to the people who are creating the game. 
And assuming the developers and creators do their jobs well, the gamer will absorb the 
story playing the game.  
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In small, independent development shops, the stories might never be read by anyone 
other than the lead developer. In larger game-development companies, the story could 
be passed around and worked on by a number of designers, writers, and engineers 
before it ends up in the hands of the lead developers.  

Everyone has a different way to write and handle the creation of the story for the games 
that they want to make. There is no right or wrong way to handle a game’s story other 
than to say that it needs to exist before you begin to write any code. The next section 
will explain why the story is so important.   

Why Story Matters 
Admittedly, in the early days of video gaming, stories may not have been looked upon as 
importantly as they are now. It was much easier to market a game that offered quick 
enjoyment without needing to get very deep into its purpose.  

This is definitely not the case anymore. People, whether they are playing Angry Birds or 
World of Warcraft, expect a defined purpose to the action. This expectation may even 
be on a subconscious level, but your game needs to hook the players so that they want 
to keep playing. This hook is the driving purpose of the story. 

The story behind your game is important for a few different reasons. Let’s take a look at 
exactly why you should spend the time to develop your story before you begin to write 
any code for your game. 

The first reason why the story behind your game is important is because it gives you a 
chance to fully realize your game, from beginning to end, before you begin coding. No 
matter what you do for a living, whether you are a full-time game developer or are just 
doing this as a hobby, your time is worth something.  

In the case of a full-time game developer, there will be an absolute dollar value assigned 
to each hour you spend coding and create a game. If you are creating independent 
games in your spare time, your time can be measured in the things you could be doing 
otherwise: fishing, spending time with others, and so on. No matter how you look at it, 
your time has a definite and concrete worth, and the more time you spend coding your 
game, the more it costs. 

If your game is not fully realized before you begin working on your code, you will 
inevitably run into problems that can force you to go back to tweak or completely rewrite 
code that was already finished. This will cost you in time, money, or sanity.   

NOTE: To be fully realized an idea must be complete. Every aspect of the idea has been though 

out and carefully considered. 

As a game developer, the last thing that you want is to be forced to go back and change 
code that is finished and possibly even tested. Ideally, your code should be extensible 
enough that you can manipulate it without much effort—especially if you want to add 
levels or bosses onto your game later. However, you may have to recode something 
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relatively minor, like the name of a character or environment, or you might have to 
change something more drastic. For example, maybe you realized you never gave your 
main character the weapon needed to finish the game because you didn’t know how it 
was going to end when you started building it.  

Having a fully developed story arc for your game will give you a linear map to follow 
when writing your code. Mapping out your game and its details like this will save you 
from many of the problems that could cause you to recode already-finished parts of 
your game. This leads us to the next reason why you should have a story before you 
begin coding. 

The story that your game is based on will also serve as reference material as you write 
your code. Whether you need to look back on the correct spelling of the name of a 
character name or group of villains or to refresh your memory as to the layout of a city 
street, you should be able to pull your information from your.  

Being able to refer to the story for details is especially key if multiple people are going to 
be working on the game together. There may be sections of the story that you did not 
write. If you are coding something that refers to one of those sections, the fully realized 
story document is an invaluable piece of reference material for you. 

Having a story developed to this scale and magnitude means that multiple people can 
refer to the same source and they will all get the same picture of what needs to be done. 
If you have multiple people working together in a collaborative environment, it is critical 
that every person be moving in the same direction. If everyone starts coding what they 
think the game should be, each person will code something different. A well-written 
story, one that can be referred to by every developer working on the game, will help 
keep the team moving toward the same goal. 

But how do you get the story out of your head and prepare it to be referenced by either 
yourself or others? This question will be answered in the following section. 

Writing Your Story 
There is no trick to writing out your story. You can be as elaborate or rudimentary as you 
feel is necessary. Anything from a few quick sentences on the scratch pad near your PC 
to a few pages in a well-formatted Microsoft Word document will suffice. The point is 
not to try to publish the story as a book; rather, you just need to get the story out of your 
head and into a legible format that can be referenced and hopefully not changed. 

The longer the story stays in your head, the more time you will have to change the 
details. When you change any details at all in the story, you risk having to rewrite code 
(and we have already discussed the dangers of this). Therefore, even if you are a one-
person, casual-development machine, and you think that it is not necessary to write 
down a story just for you, think again. Writing down the story ensures that you will not 
forget or accidentally change any of the details.  
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No doubt you have a game in mind that you want to develop as soon as you learn the 
skills in this book. However, you may not have ever really considered what the story for 
that game would be. Give some thought to that story. 

TIP: Take some time now to write down a quick draft of your game, if you have one in mind. 

When you finish, compare it to the mock story that follows. 

Let’s look at a quick example of a story that can be used to develop a game. 

John Black steals a somewhat-fast but strong car from a local impound. 
The bad guys catch up to him quickly. Now, he has to make it out of 
Villiansburg with the money, avoid the police, and fight off the gang he 
stole the money from. The gang’s cars are faster, but luckily for John, 
he can shoot and drive at the same time. Hopefully, the lights are still on 
at the safe house. 

In that quick story, even though there are few details, you still have enough for one 
casual developer to start working on fairly simple game. What can you get out of this 
paragraph? 

The first concept that comes to mind from this short story would be a top-down, arcade-
style driving game; think original Spy Hunter. The driver, or the car, could have a gun to 
fire at enemy vehicles. The game could end when the player reaches the edge of the 
town, or possibly a safe house or garage of some sort. 

This short story even has enough details to make the game a bit more enjoyable to play. 
The main character has a name, John Black. There are two sets of enemies to avoid: the 
police and the gang. The environment is made up of the streets of Villiansburg, and the 
majority of the enemy vehicles travel faster than the main character’s. There is definitely 
enough good material here to make a quick, casual game. 

Already the metaphoric wheels in your brain should be turning out ideas for this game. A 
fair amount of good, arcade-style action is described in this one short paragraph. If you 
can describe the game that you want to make in a short paragraph like this, than as a 
single, casual developer, you are well on your way to making a fairly enjoyable game. 

Where one short paragraph might have enough detail for a fairly convincing casual 
game, imagine what a longer story could provide. The more detail that you can put into 
your story now, the easier your job will be as you are coding, and the better your game 
will be. 

Take some extra time with your story to get the details just right. Sure a short paragraph, 
like the one in this section, is enough to go on, but more details could definitely help you 
as you are coding. Here is a list of questions that you should already be asking yourself 
after reading this story: 
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� What kind of car does John steal and drive? 

� Why did he steal the money? 

� What kind of weapon does he have? 

� What kind of weapons, if any, are on the car? 

� Is Villiansburg a city or country environment? 

� Is there a boss battle at the end? 

� How is scoring accumulated, if at all? 

If we go back and answer some of these questions, the story may look like this. 

John Black, framed for a crime he didn’t commit, seizes an opportunity 
to get back at the gang that set him up. He intercepts $8 million that 
was on its way to Big Boss, the leader of the Bad Boys. He knows he 
can’t get away on foot, so he steals a somewhat-fast but strong black 
sedan from a local impound.  
This car has everything: twin mounted machine guns, oil slick, and mini 
missiles.  
The bad guys catch up to him quickly. Now, he has to make it out of the 
crowded city streets of Villiansburg with the money. Dilapidated and 
boarded up buildings line the streets. The faster John can drive, the 
better his chances are of making it out alive. All he has to do is avoid 
the police and fight off the gang he stole the money from.  
The gang’s cars might be faster, but luckily for John, he can shoot and 
drive at the same time. He will need these skills when Big Boss catches 
up to him at the edge of town in his re-commissioned U.S. Army tank.  
If John can defeat Big Boss, he will keep the money, but if he gets hit 
along the way, Big Boss’s henchmen will take what they can get away 
with until John has nothing. John better be careful, because Big Boss’s 
henchmen will be coming at him with everything they have: sports cars, 
motorcycles, machine guns, and even helicopters. 
Hopefully, the lights are still on at the safe house. 

Now, let’s take a look at the story again. We have a lot more to go on now, and clearly, 
the more detailed story would make for more interesting game play. Anyone coding this 
game would now be able to discern the following game play details. 

� The main character’s car is a black sedan. 

� The car has two machine guns, missiles, and oil slicks as weapons. 

� The environment is a crowded city street lined with rundown, boarded 
up buildings. 
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� The player will start with $8,000,000 (8,000,000 points). 

� The player will lose money (points) if an enemy catches or hits him. 

� The enemy vehicles will be sports cars, motorcycles, and helicopters. 

� At the end of the city is a boss battle against a tank. 

� The game ends when the play is out of money (points). 

As you can see, the picture of what needs to be done is much clearer. There would be 
no confusion over this game play. This is why it is important to put as much detail as 
possible into the story that your game will be based on. You will definitely benefit from 
all of the time you put in before you begin coding. 

Now that we’ve addressed some of the reasons why you might want to develop games 
on the Android platform and reviewed the philosophy behind making your game matter, 
let’s look at the approach I’ll be taking and what tools you will need to be a successful 
Android game developer. These will serve as the basis for all projects in the remaining 
chapters.  

The Road You’ll Travel 
In this book, you will learn both 2-D and 3-D development. If you start from the beginning 
of this book and work through the basic examples, building the sample 2-D game as you 
go, the chapters on 3D graphics should be easier to pick up. Conversely, if you try to jump 
straight to the chapters on 3-D development, and you are not a seasoned OpenGL 
developer, you may have a harder time understanding what is going on. 

As with any lesson, class, or path of learning, you will be best served by following this 
book from the beginning to the end. However, if you find that some of the earlier 
examples are too basic for your experience level, feel free to move between chapters. 

Gathering Your Android Development Tools 
At this point, you are probably eager to dive right into developing your Android game. So 
what tools do you need to begin your journey?  

First, you will need a good, full-featured integrated development environment (IDE). I 
write all of my Android code in Eclipse Indigo (which is a free download). All of the 
examples from this book will be presented using Eclipse. While you can use almost any 
Java IDE or text editor to write Android code, I prefer Eclipse because of the well-crafted 
plug-ins, which tightly integrate many of the more tedious manual operations of 
compiling and debugging Android code. 

If you do not already have Eclipse and want to give it a try, it is a free download from the 
Eclipse.org site (http://eclipse.org), shown in Figure 1–2: 
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Figure 1–2. Eclipse.org 

This book will not dive into the download or setup of Eclipse. There are many resources, 
including those on Eclipse’s own site and the Android Developer’s Forum, that can help 
you set up your environment should you require assistance.  

TIP: If you have never installed Eclipse, or a similar IDE, follow the installation directions 
carefully. The last thing you want is an incorrectly installed IDE impeding your ability to write 

great games. 

You will also need the latest Android SDK. As with all of the Android SDKs, the latest can 
be found at the Android developer site (http://developer.android.com/sdk/index.html), 
as shown in Figure 1–3: 
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Figure 1–3. The Android developer site 

As with the IDE, many resources are available to help you download and install the SDK 
(and the corresponding Java components that you may need) if you need help doing so.  

Finally, you should possess at least a basic understanding of development, specifically 
in Java. While I do my best to explain many of the concepts and practices used in 
creating the code for this book, I will not be able to explain the more basic development 
concepts. In short, my explanations alone should be enough to get you through the 
code in this book if you are a novice, but a more advanced Java developer will be able 
to easily take my examples and expand on them. 

Installing OpenGL ES 
Arguably one of the most important items you’ll be using is OpenGL ES, a graphics 
library that was developed by Silicon Graphics in 1992 for use in computer-aided design 
(CAD). It has since been managed by the Khronos Group and can be found on most 
platforms. It is very powerful and an invaluable tool to anyone who wants to create 
games. 
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NOTE: It does bear mention that the version of OpenGL that is provided with, and supported by, 
Android is actually OpenGL ES (OpenGL for Embedded Systems). OpenGL ES is not as fully 
featured as standard OpenGL. However, it is still an outstanding tool for developing on Android. 

Throughout this book, for ease of discussion, I will refer to the OpenGL ES functions and libraries 

as OpenGL; just be warned that we are actually using OpenGL ES 

When most people think of OpenGL, the first things that come to mind are 3-D graphics. 
It’s true that OpenGL is very good at rendering 3-D graphics and can be used to create 
some convincing 3-D games. However OpenGL is also very good at rendering 2-D 
graphics. In fact, OpenGL can render and manipulate 2-D graphics much faster than the 
native Android calls. The native Android calls are good enough for most application 
developers, but for games, which require as much optimization as possible, OpenGL is 
the best way to go.  

For those of you who may not have the most OpenGL experience, fear not. In the 
chapters that deal with heavy OpenGL graphics rendering, I will do my best to fully 
explain every call you need to make. Therefore, if the following OpenGL code looks like 
a foreign language to you, don’t worry; it will make sense by the end of this book: 

gl.glViewport(0, 0, width, height); 
gl.glMatrixMode(GL10.GL_PROJECTION); 
gl.glLoadIdentity(); 
GLU.gluOrtho2D(gl, 0.0f, 0.0f, (float)width,(float)height);  

OpenGL is a perfect tool for you to use and learn in this book, because it is a cross-
platform development library. That is, you can use OpenGL and the OpenGL knowledge 
that you learn here across many environments and disciplines. From the iPad and 
iPhone to Microsoft Windows and Linux, many of the same OpenGL calls can be used 
across all of these systems. 

Using OpenGL for your 2-D game graphics throughout this book has an added benefit.  

OpenGL, for all intents and purposes, does not care if you are working with 2-D or 3-D 
graphics. Many of the same calls are used for both. The only difference is in how 
OpenGL will render the polygons when it comes time to draw to the screen. This being 
said, your transition from 2-D to 3-D graphics will be a lot smoother and a lot easier 
using OpenGL. Keep in mind that this book is not intended to be a complete desk 
reference on OpenGL ES, nor is it going to show you complex matrix math and other 
optimization tricks that you would otherwise be using in a profession game house. The 
truth is, as a casual game developer, the OpenGL methods provided for things like 
matrix math, while they come with some overhead, are good enough for learning the 
lessons this book. 

In this book, you are going to use OpenGL ES 1.0. There are three versions of OpenGL 
available to Android users: OpenGL ES 1.0, 1.1, and 2.0. Why use version 1.0? First, 
there is already a lot of reference material available on the Internet about OpenGL ES 
1.0. Therefore if you get stuck, or want to expand your knowledge, you will have a lot of 
places to turn for help. Second, it is tried and tested. Being the oldest of the OpenGL ES 
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platforms, it will be available to the most devices and will have been extensively tested. 
Finally, it is just plain easy to pick up and learn. Also, picking up 1.1 and maybe even 2.0 
after you already know 1.0 will be a lot easier. 

Choosing an Android Version 
One of the appeals of developing for Android is that it is so widely used across many 
different devices, such as mobile phones, tablets, and MP3 players. The games that you 
develop have a chance to run one dozens of different cell phones, tables, and even e-
readers. From different wireless carriers to different manufacturers, the hardware 
exposure that your game could get is quite varied. 

Unfortunately, this ubiquity can also be a tough hurdle for you to jump through. At any 
given time, there could be up to 12 different versions of Android running on dozens of 
different pieces of hardware. The latest tablets and phones will be running version 2.3.3, 
3.0, 3.1, or 4.0—the most recent versions, which are run on the most powerful devices. 
Therefore, these will be the versions that we are going to target in this book. 

NOTE: If you do not have an Android device to test on you can use the PC emulator. However, I 

highly recommend that you try to use an actual Android phone or tablet to test your code. In my 
testing, I have noticed some minor discrepancies when running my code in an emulator versus 

running it on my phone or tablet.  

Most importantly, have fun as you work through the process of creating games. Games, 
after all, are fun, and you should have fun making them! 

Summary 
In this chapter, we discussed what you should expect to get out of this book. You 
learned the importance of story to the creation of a game and how sticking to that story 
can help you create better code. You also learned about the process of creating games 
on the Android platform, the versions of Android, and Android’s development 
environment. Finally, you discovered the key to creating games on the Android platform, 
OpenGL ES, and we covered a few pertinent details about Android version releases. 
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   Chapter 

Star Fighter : 
A 2-D Shooter 
The game you will be creating as you work your way through this book is Star Fighter. 
Star Fighter is a 2-D, top-down, scrolling shooter. Even though the action is fairly limited, 
the story is surprisingly detailed. In this chapter, you’ll get a sneak preview of the game 
and the story behind it. You will also learn about the different parts of the game engine 
and what the game engine does. 

Telling the Star Fighter Story 
The story for Star Fighter is as follows; we will be referring to it periodically as we 
progress through this book: 

Captain John Starke is a grizzled galactic war veteran. He fought his way out of every 
battle the Planetary Coalition has been involved in.  Now, on his way back to earth and 
ready to retire from years of service to a quiet little farm in western Massachusetts, he 
finds himself caught in the middle of a surprise enemy invasion force. 

Captain Starke prepares for battle. But this is no ordinary Kordark invasion fleet; 
something is different. 

Starke cranks up the thrusters on his AF-718 and sets his guns to automatically fire. 
Luckily, the AF-718 is light and nimble. As long as he can avoid enemy guns and the 
occasional collision, the autofire cannons should make short work of the smaller Kordark 
fighters. 

Unfortunately, what the AF-718 has in agility and autofire capabilities, it lacks in shields. 
Captain Starke is best served by avoiding the enemy craft altogether. If he does sustain 
any damage, after three strikes, he is out. The AF-718 can’t take very many direct blaster 
hits without good shields. As for a direct collision from an enemy, unfortunately, it is “one 
and done” for Captain Starke. 

2 
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While Captain Starke is navigating his way through wave after wave of enemy ships, he 
may be lucky enough to come across some debris of other destroyed AF-718s—
casualties of the last group to be surprised by the invasion force. As long as he is not 
destroyed along the way, Captain Starke may find a use for these parts. 

The AF-718 has a very helpful feature that will aid Captain Starke in his fight. The latest 
versions of the AF-718, specially made for the last Centelum Prime Rebellion, are 
equipped with a self-repair mode. If Captain Starke gets into trouble and he is losing his 
shields, or finds that he needs even more firepower, all he needs to do is navigate his 
ship up to some of the AF-718 parts that are drifting around the battle space. He should 
be able to obtain anything from stronger shields, which could double or triple the amount 
of damage that his ship can take, to more powerful guns that are faster and require fewer 
hits to destroy the enemy. 

Captain Starke and his AF-718 are not the only ones with tricks up their sleeves. The 
Kordark invasion fleet is made up of three different ships: 

� Kordark Scout 

� Kordark Interceptor 

� Larash War Ship 

Kordark Scouts are the most numerous of all of the ships in the invasion fleet. They are 
fast—just as fast as Captain Starke’s AF-718. The Scout flies in a swift but predictable 
pattern. This should make them easy to recognize and even easier to anticipate. Good 
thing for Starke, in diverting all of the Scout’s power to their thrust engines, the Kordarks 
gave them very weak shields. One good blast from the AF-718 should be all that is 
needed to take down a Kordark Scout. They do have a single blast cannon mounted on 
the front of the ship that fires slow, single-round bursts. Some rapid fire and quick 
navigation should get the AF-718 out of harm’s way and give Captain Starke the leverage 
he needs to destroy a Scout. 

Kordark Interceptors, on the other hand, are very direct and deliberate enemies. They will 
fly slowly but directly at Captain Starke’s AF-718. An Interceptor is unmanned and is 
used as a computer-guided battering ram. They are programmed to take out all enemies 
as soon as they can lock on to an enemy’s position. 

The Interceptor was built to penetrate the strong hulls of the massive Planetary 
Coalition’s battle cruisers. Therefore their shields are very strong. It would easily take four 
direct hits from the AF-718 best weapon to stop this craft. Captain Starke’s best offense, 
in this case, is a good defense. The Kordark Interceptor locks on to its target very early, 
and it is programmed not to break its path once it has locked on. If Captain Starke is in a 
clear area, he should have no problem moving out of the way before the quick 
Interceptor makes contact. If he is lucky, he might destroy one or two with his cannons, 
but that would take some definite skill. 

The final type on enemy that Captain Starke will face is the Larash War Ship.  

The presence of the Larash War Ships is what makes this invasion fleet unlike any other 
Captain Starke as ever seen. The Larash War Ships are as strong as the Kordark 


