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Learn how to create great games for Android phones Android phones
are rapidly gaining market share, nudging the iPhone out of the top
spot. Games are the most frequently downloaded apps in the Android
market, and users are willing to pay for them. Game programming can
be challenging, but this step-by-step guide explains the process in
easily understood terms. A companion Web site offers all the
programming examples for download.Presents tricky game
programming topics--animation, battery conservation, touch screen
input, and adaptive interface issues--in the straightforward, ea



