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Android 2.3 Compatibility Definition

Copyright © 2010, Google Inc. All rights reserved.
compatibility@android.com
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CTS
Compatibility Test Suite

Open Source!
http://source.android.com/compatibility/index.html

http://source.android.com/compatibility/index.html
http://source.android.com/compatibility/index.html
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3 Steps To Every Device
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#1 Check your assumptions!

3 Steps To Every Device
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3 Steps To Every Device

#1 Check your assumptions!

#2 Follow the rules!
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#1 Check your assumptions!
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Trackball (sensitivity adjustable)

Keyboard (configurable)

Virtual Pad (requires multitouch)

Tilt (sensitivity adjustable)
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Trackball (sensitivity adjustable)

Keyboard (configurable)

Virtual Pad (requires multitouch)

Tilt (sensitivity adjustable)
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Jump
Attack

Move
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X
X

< 400 ms since last event?
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GLES 2.0
???    

GLES 1.0



54

Sprites: draw_texture

Background: draw_texture

Tile layers: VBOs
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#2 Follow the rules!
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Default Orientation: Landscape Default Orientation: Portrait
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// Thanks to NVIDIA for this useful canonical-to-screen orientation function.
static void canonicalOrientationToScreenOrientation(
	 	 int displayRotation, float[] canVec, float[] screenVec) { 

	 final int axisSwap[][] = { 
	 	 { 1, -1, 0, 1 },   // ROTATION_0 
	 	 {-1, -1, 1, 0 },   // ROTATION_90 
	 	 {-1,  1, 0, 1 },   // ROTATION_180 
	 	 { 1,  1, 1, 0 } }; // ROTATION_270 
	 	
	 final int[] as = axisSwap[displayRotation]; 
	 screenVec[0] = (float)as[0] * canVec[ as[2] ]; 
	 screenVec[1] = (float)as[1] * canVec[ as[3] ]; 
	 screenVec[2] = canVec[2]; 
} 

http://developer.download.nvidia.com/tegra/docs/tegra_android_accelerometer_v5f.pdf

http://developer.download.nvidia.com/tegra/docs/tegra_android_accelerometer_v5f.pdf
http://developer.download.nvidia.com/tegra/docs/tegra_android_accelerometer_v5f.pdf
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JNIEXPORT void JNICALL Java_com_android_game_surfaceCreated(JNIEnv * env, jobject obj) 

Never cache!
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Minimum API version to support API version you compiled against
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#3 Manage your spec!

AndroidManifest.xml
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“I can’t run without multitouch!”

Set this to false if you can 
compensate at run time.
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<supports-screens>

<uses-configuration>

<uses-feature>

<uses-library>

<uses-permission>

<uses-sdk>

<compatible-screens>

<supports-gl-texture>
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android.hardware.audio.low_latency
android.hardware.bluetooth
android.hardware.camera
android.hardware.camera.autofocus
android.hardware.camera.flash
android.hardware.camera.front
android.hardware.location
android.hardware.location.network
android.hardware.location.gps
android.hardware.microphone
android.hardware.nfc
android.hardware.sensor.accelerometer
android.hardware.sensor.barometer!
android.hardware.sensor.compass!
android.hardware.sensor.gyroscope!
android.hardware.sensor.light!
android.hardware.sensor.proximity
android.hardware.telephony
android.hardware.telephony.cdma
android.hardware.telephony.gsm

android.hardware.faketouch
android.hardware.touchscreen
android.hardware.touchscreen.multitouch
android.hardware.touchscreen.multitouch.distinct
android.hardware.touchscreen.multitouch.jazzhand
android.hardware.wifi
android.software.live_wallpaper!
android.software.sip
android.software.sip.voip
GL_OES_compressed_ETC1_RGB8_texture!
GL_OES_compressed_paletted_texture!
GL_AMD_compressed_3DC_texture
GL_AMD_compressed_ATC_texture 
GL_EXT_texture_compression_latc
GL_EXT_texture_compression_dxt1 
GL_EXT_texture_compression_s3tc
GL_IMG_texture_compression_pvrtc
...
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<supports-gl-texture android:name="GL_IMG_texture_compression_pvrtc" />
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<uses-feature 
android:name="android.hardware.touchscreen.multitouch.distinct" 
android:required="true" />
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<uses-sdk android:minSdkVersion="3" android:targetSdkVersion="5" />

<compatible-screens>
  <screen android:screenSize="normal" android:screenDensity="hdpi" />
  <screen android:screenSize="normal" android:screenDensity="mdpi" />
  <screen android:screenSize="large" android:screenDensity="ldpi" />
</compatible-screens>

<uses-feature android:glEsVersion="0x00020000" />
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∆ is large!
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∆ is much smaller!
<uses-feature android:glEsVersion="0x00020000" />
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<uses-permission android:name="android.permission.VIBRATE"/>
<uses-permission android:name="android.permission.INTERNET"/>
<uses-sdk android:minSdkVersion="3" android:targetSdkVersion="8"/>

<supports-screens android:largeScreens="true"
!                     android:smallScreens="true" 
! ! ! ! !   android:anyDensity="true"
! ! ! ! !   android:normalScreens="true"/>
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3 Steps To Every Device

?
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SurfaceHolder.setFixedSize(int width, int height)
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RobotInvader.com

@c_pruett @robotinvader
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