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Ques1.  Marks: 3 

What is Android? Explain Android Architecture with the help of a Suitable Diagram. 

Ans. 

Android is an operating system and programming platform developed by Google for 

smartphones and other mobile devices. It can run on many different devices from many 

different manufacturers. Android includes a softwaredevelopment kit for writing original 

code and assembling software modules to create apps for Android users. It alsoprovides a 

marketplace to distribute apps. Altogether, Android represents an ecosystem for mobile 

apps.Android is a software package and Linux based operating system for mobile devices 

such as tablet computers and smartphones.It is developed by Google and later the OHA 

(Open Handset Alliance). Java language is mainly used to write the android code even 

though other languages can be used. Android provides a touch-screen user interface (UI) for 

interacting with apps. Android's user interface is mainly based ondirect manipulation, using 

touch gestures such as swiping, tapping and pinching to manipulate on-screen objects. 

Inaddition to the keyboard, there’s a customizable virtual keyboard for text input. Android 

can also support game controllersand full-size physical keyboards connected by Bluetooth or 

USB. 

 

Android Architecture-: 
1) Linux kernel It is an important Part of android architecture that exists at the root of 

android architecture. Linux kernel is responsible for device drivers, power management, 

memory management, device management and resource access. 

2) Native Libraries On the top of Linux kernel, there areNative libraries such as Web Kit, 

OpenGL, Free Type, SQLite, Media, C runtime library (libc) etc. TheWeb Kit library is 

responsible for browser support, SQLite is for database, Free Type for font support, Media 

for playing and recording audio and video formats. 

3) Android Runtime:In android runtime, there are core libraries and DVM (Dalvik Virtual 

Machine) which is responsible to run android application. DVM is like JVM but it is 

optimized for mobile devices. It consumes less memory and provides fast performance. 

4) Android Framework:On the top of Native libraries and android runtime, there is android 

framework. Android framework includes Android API's such as UI (User Interface), 

telephony, resources, locations, Content Providers (data) and package managers. It provides a 

lot of classes and interfaces for android application development. 

5) Applications:On the top of android framework, there are applications. All applications 

such as home, contact, settings, games, browsers are using android framework that uses 

android runtime and libraries. Android runtime and native libraries are using linux kernel. 

 



 

Ques2.  Explain Life cycle of an Activity 

Ans.Activity Life Cycle - 

The activity lifecycle is the set of states an activity can be in during its entire lifetime, from the 

time it is initially created to when it is destroyed and the system reclaims that activity's resources. 

As the user interacts with your app and other apps on the device, the different activities move 

into different states. 

1. Activity created (onCreate() method)

the onCreate() method to initialize that activ

icon from the Home screento start that app, the system calls the onCreate() method for 

 

Explain Life cycle of an Activity with Example. 

The activity lifecycle is the set of states an activity can be in during its entire lifetime, from the 

time it is initially created to when it is destroyed and the system reclaims that activity's resources. 

As the user interacts with your app and other apps on the device, the different activities move 

 

Activity created (onCreate() method)- When an activity is first created the system calls 

the onCreate() method to initialize that activity. For example, when the user taps your app 

icon from the Home screento start that app, the system calls the onCreate() method for 

Marks: 3 

The activity lifecycle is the set of states an activity can be in during its entire lifetime, from the 

time it is initially created to when it is destroyed and the system reclaims that activity's resources. 

As the user interacts with your app and other apps on the device, the different activities move 

When an activity is first created the system calls 

ity. For example, when the user taps your app 

icon from the Home screento start that app, the system calls the onCreate() method for 



the activity in your app that you've declared to be the"launcher" or "main" activity. In this 

case the main activity's onCreate() method is analogous to the main() method in 

otherprograms. 

Example- 

@Override 

public void onCreate(Bundle savedInstanceState) { 

super.onCreate(savedInstanceState); 

// The activity is being created. 

} 

2. Activity started (onStart() method)- After your activity is initialized with onCreate(), 

the system calls the onStart() method, and the activity is in the started state.TheonStart() 

method is also called if a stopped activity returns to the foreground, such as when the 

user clicks the back or up buttons to navigate to the previous screen. While onCreate() is 

called only once when the activity is created, the onStart() method may be called many 

times during the lifecycle of the activity as the user navigates around your app. 

Example- 

@Override 

protected void onStart() { 

super.onStart(); 

// The activity is about to become visible. 

} 

3. Activity resumed/running (onResume() method)- Your activity is in the resumed state 

when it is initialized, visible on screen, and ready to use. The resumed state is oftencalled 

the running state, because it is in this state that the user is actually interacting with your 

app. 

@Override 

protected void onResume() { 

super.onResume(); 

// The activity has become visible (it is now "resumed"). 

} 

 

4. Activity paused (onPause() method)- The system calls the onPause() method when the 

activity moves into the paused state. Because the onPause() method isthe first indication 

you get that the user may be leaving the activity, you can use onPause() to stop animation 

or videoplayback, release any hardware-intensive resources, or commit unsaved activity 

changes (such as a draft email). 

@Override 

protected void onPause() { 

super.onPause(); 

// Another activity is taking focus 

// (this activity is about to be "paused"). 

} 

5. Activity stopped (onStop() method)- An activity is in the stopped state when it is no 

longer visible on the screen at all. This is usually because the user hasstarted another 

activity, or returned to the home screen. The system retains the activity instance in the 

back stack, and ifthe user returns to that activity it is restarted again. Stopped activities 

may be killed altogether by the Android system ifresources are low. 

@Override 



protected void onStop() { 

super.onStop(); 

// The activity is no longer visible (it is now "stopped") 

} 

6. Activity destroyed (onDestroy() method)When your activity is destroyed it is shut 

down completely, and the Activity instance is reclaimed by the system. This canhappen 

in several cases:You call finish() in your activity to manually shut it down.The user 

navigates back to the previous activity.The device is in a low memory situation where the 

system reclaims stopped activities to free more resources. 

@Override 

protected void onDestroy() { 

super.onDestroy(); 

// The activity is about to be destroyed. 

} 

7. Activity stopped (onStop() method)- An activity is in the stopped state when it is no 

longer visible on the screen at all. This is usually because the user hasstarted another 

activity, or returned to the home screen. The system retains the activity instance in the 

back stack, and ifthe user returns to that activity it is restarted again. Stopped activities 

may be killed altogether by the Android system ifresources are low. 

@Override 

protected void onStop() { 

super.onStop(); 

// The activity is no longer visible (it is now "stopped") 
} 

Ques3.  Marks: 2 

Explain the Following: 

A. Broadcast Receivers 

B. SQLiteDatabase 

Ans. 

A. Broadcast Receivers: Broadcast intents aren't targeted at specific recipients. Instead, 

interested apps register a component to "listen" for these kinds of intents. This listening 

component is called a broadcast receiver. Use broadcast receivers to respond to messages 

that are broadcast from other apps or from the system. To create a broadcast receiver: 

1. Define a subclass of the Broadcast Receiver class and implement the onReceive() 

method. 

2. Register the broadcast receiver either dynamically in Java, or statically in your app's 

manifest file. 

As part of this step, use an intent filterto specify which kinds of broadcast intents you're 

interested in receiving. 

These steps are described below. 

 

SQLite Database: SQLite is a software library that implements SQL database engine that is 

self-contained (requires no other components) server less (requires no server backend) zero-

configuration (does not need to be configured for your application) transactional (changes 

within a single transaction in SQLite either occur completely or not at all) SQLite is the most 



widely deployed database engine in the world. The source code for SQLite is in the public 

domain. 

� Store data in tables of rows and columns. 

� The intersection of a row and column is called a field. 

� Fields contain data, references to other fields, or references to other tables. 

� Rows are identified by unique IDs. 

� Columns are identified by names that are unique per table. 

 

Ques4.What is an IoS? Explain its Touch Framework. Marks: 2 

Ans. 

IoS is the operating system that runs on pad, iPhone and iPod touch devices. The OS manages 

the device hardware and provides the technologies required to implement native app.IoS is a 

mobile operating system developed and distributed by Apple Inc. It was originally released in 

2007 for the iPhone, iPod Touch, and Apple TV. iOS is derived from OS X, with which it shares 

the Darwin foundation. IoS is Apple's mobile version of the OS X operating system used in 

Apple computers. 

Touch Framework of IoS- 

The Cocoa Touch layer contains most of the object-oriented developer-facing frameworks for 

building iOS applications. It is your single point of entry to app development. The Apple guides 

encourage you to investigate the technologies in this layer to see whether they meet your needs, 

before looking at the other layers. 

In other words, Apple intends for Cocoa Touch to be your single point of entry into iOS app 

development. The Cocoa Touch framework and the Foundation framework make up the two key 

iOS development components used by developers. Use all the other components on an as-needed 

basis. 

Cocoa Touch is where you build your app’s user interface, handle touch-based and gesture-based 

interactions, connect the user interface to the app’s data, deal with multitasking, and integrate 

everything from state preservation to push notification to printing. 

Cocoa Touch provides object-oriented access for managing your address book and events, 

building games, and dealing with ads, maps, messages, social media, and sensors. Most of the 

time, you should work through Cocoa Touch; because it provides seem less access to the other 

layers of the technology. In particular, you will work with the UIKit framework, which packages 

most of the functionality just described. 

The Cocoa Touch framework and the Foundation framework make up the two key iOS 

development components used by developers. Use all the other components on an as-needed 

basis. At times, you may need direct access to the lower layers. 

 

 


