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Introduction 

The Xperia PLAY  touch pad and touch 

events 
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Using native code to handle touch 

events 

. 

NativeActivity

NativeActivity

http://developer.android.com/sdk/ndk/overview.html
http://developer.android.com/reference/android/app/NativeActivity.html


 

 

 

 

 

struct android_app {

        void* userData; 

        void (*onAppCmd)(struct android_app* app, int32_t cmd);     

        int32_t (*onInputEvent)(struct android_app* app, AInputEvent* event); 

        ANativeActivity* activity; 

        AConfiguration* config; 

        void* savedState; 

        size_t savedStateSize; 

        ALooper* looper; 

        ARect contentRect; 



        int activityState; 

        int destroyRequested; 

       … 

} 

 

 

 

 

. 

android_main( struct android_app* state ) 

struct ENGINE engine;   

 

       state->userData     = &engine;  

       state->onAppCmd     = engine_handle_cmd; 

       state->onInputEvent = engine_handle_input; 

       engine.app          = state; 

 



struct ENGINE 

{ 

    struct android_app* app; 

 

    int         render; 

    EGLDisplay  display; 

 

    EGLSurface  surface; 

    EGLContext  context; 

    Int         width; 

    Int         height; 

… 

}; 

 

while( 1 ) 

{ 

    int ident; 

    int events; 

    struct android_poll_source* source; 

 

   while( (ident = ALooper_pollAll( engine.render ? 0 : -1, NULL,  

   &events,     

   (void**)&source) ) >= 0 ) 

   { 

 

 

if( source != NULL ) 

{ 

    source->process( state, source ); 

} 

… 



 

engine_handle_input( struct android_app* app, AInputEvent* event ) 

{ 

    struct ENGINE* engine = (struct ENGINE*)app->userData; 

    if( AInputEvent_getType(event) == AINPUT_EVENT_TYPE_MOTION ) 

    { 

        engine->render  = 1; 

        int nPointerCount = AMotionEvent_getPointerCount( event ); 

        int nSourceId  = AInputEvent_getSource( event ); 

        int n; 

for( n = 0 ; n < nPointerCount ; ++n ) 

          { 

                   int nPointerId = AMotionEvent_getPointerId( event, n ); 

 int nAction= AMOTION_EVENT_ACTION_MASK &  

               AMotionEvent_getAction( event ); 

 

 



struct TOUCHSTATE *touchstate = 0; 

 

              if( nSourceId == AINPUT_SOURCE_TOUCHPAD ) 

    touchstate = engine->touchstate_pad; 

else 

    touchstate = engine->touchstate_screen; 

 

AMOTION_EVENT_ACTION_DOWN The user touched the touch pad or touch screen 
with the primary pointer (finger).  This represents 
the start of the touch gesture.

AMOTION_EVENT_ACTION_POINTER_DOWN The user touched the touch pad or touch screen 
with a non-primary pointer.

AMOTION_EVENT_ACTION_POINTER_UP The user released a non-primary pointer from the 
touch pad or touch screen.

AMOTION_EVENT_ACTION_UP The user released the primary pointer from the   
or touch screen. This represents the end of the 
touch gesture. 

AMOTION_EVENT_ACTION_CANCEL The user cancelled the touch gesture or the 
application lost focus during a gesture.

if( nAction == AMOTION_EVENT_ACTION_DOWN || nAction == 

           AMOTION_EVENT_ACTION_POINTER_DOWN ) 

       { 

           touchstate[nPointerId].down = 1; 

       } 

       … 

       if (touchstate[nPointerId].down == 1) 

       { 

           touchstate[nPointerId].x = AMotionEvent_getX( event, n ); 

           touchstate[nPointerId].y = AMotionEvent_getY( event, n ); 

       } 



Running the touch pad example 

 

 
static GLfloat square[] =  

{ 

      -25, -25, 

      25, -25, 

      -25, 25, 

      25, 25 

}; 

engine_draw_frame( struct ENGINE* engine ) 

  { 

    

       … 



       glVertexPointer( 2, GL_FLOAT, 0, square ); 

 

 

static const float padx_scale = 1.0f/966.0f; 

static const float pady_scale = 1.0f/360.0f; 

glColor4f(1.0f, 1.0f, 0.0f, 1.0f); 

for( i = 0; i < 64; ++i ) 

{ 

    if( engine->touchstate_pad[i].down == 0 ) 

        continue; 

 

    glPushMatrix(); 

 

        glTranslatef( ((float)vPort[2]) *  

                      (((float)engine->touchstate_pad[i].x) *    

                      padx_scale), 

                      ((float)vPort[3]) *  

                      (((float)engine->touchstate_pad[i].y) *  

                      pady_scale),0.0f ); 

        glDrawArrays( GL_TRIANGLE_STRIP, 0, 4 ); 

    glPopMatrix(); 

} 

 

 
APP_CMD_SAVE_STATE 

 
Save the current state. 



 
APP_CMD_INIT_WINDOW 

 
Initialize the window for this native activity. 

 
APP_CMD_TERM_WINDOW 

Terminate the window for this native activity. It is 
being hidden or closed. 

 
APP_CMD_GAINED_FOCUS 

The window for this activity gained focus. 
Rendering can begin. 

 
APP_CMD_LOST_FOCUS 

The window for this activity lost focus. Rendering 
must stop. 

 

engine_handle_cmd( struct android_app* app, int32_t cmd ) 

switch( cmd )  

{ 

    case APP_CMD_INIT_WINDOW: 

    if( engine->app->window != NULL ) 

    { 

        engine->has_focus = 1; 

        engine_init_display( engine ); 

        engine_draw_frame( engine ); 

    } 

    break; 

    … 

} 

 

engine_init_display( struct ENGINE* engine ) 

{ 

 EGL 

const EGLint attribs[] =  

{ 

EGL_SURFACE_TYPE, EGL_WINDOW_BIT, 

EGL_BLUE_SIZE, 5, 

EGL_GREEN_SIZE, 6, 

EGL_RED_SIZE, 5, 

EGL_NONE 

};  

 



Other approaches 

More information 

1. Download the Android NDK>> 
2. Learn more about the Android NDK>> 
3. Learn more about the NativeActivity class>>  

http://developer.android.com/sdk/ndk/index.html
http://developer.android.com/sdk/ndk/overview.html
http://developer.android.com/reference/android/app/NativeActivity.html
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