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ABSTRACT 

The application for viewing news ‘newsMag’ is helpful for the people to read news on the go 

with the busy life. Currently it is difficult to read pages of news each day as it is very time 

consuming. Our newsMag application helps them by providing the news on short. There are 

various activities like getting started to the app, showing the news articles, their category, sharing 

the app, about the app and the user can give feedback.  

The application has a GET STARTED button which helps the user on how to use the app. It has 

registration page where the user can get himself an account created by entering a unique 

username and specifying a password satisfying the conditions: minimum length 8 containing 

numbers, special characters and combination of both uppercase and lowercase letters. 

The user can use the application once logged in using the registered credentials. The user can 

have a good experience using the application that once logged in there is no need to log in again 

unless the user clicks on Log out. 
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CHAPTER 1 

INTRODUCTION 

1.1 Introduction to Mobile Application Development 

Mobile application development is the process of creating software applications that run on a 

mobile device, and a typical mobile application utilizes a network connection to work with 

remote computing resources. Like web application development, mobile application 

development has its roots in more traditional software development. 

 

1.1.1 History: 

• The first mobile phones were invented whose microchips required the most basic 

software to send and receive voice calls. 

• On 3rd of April 1973, Martin Cooper of Motorola made the first call on the mobile 

phone to Dr. Joel S. Engel of the Bell Labs. 

• The R&D department of IBM Simon came up with the first mobile app for 

Smartphones in 1993 exactly two decades after the first call was made. 

• EPOC, first operating system developed by Psion, released in the early 90s, this was 

first of the recognizable apps. 

• Palm OS, developed by Palm Inc. in the year 1996, these were mainly designed for 

personal digital assistants and were known as Garnet OS. 

• The wireless markup language was specifically designed for devices that were 

dependent on XML and could be run across wireless application protocols. 

• Java ME or J2ME or JME – it was first introduced as JSR 68. It was given various 

shapes and forms for use via Phones, embedded devices, and even PDAs. 

• Symbian, developed by Symbian Ltd, which was a joint venture from Ericsson, 

Motorola, Nokia and PSION, this was a further developed version of PSION EPOC. 

• Later on, the smartphones and iPhones that we use today evolved, making lives a lot 

easier for people. 
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1.1.2 Advantages: 

• Improves Efficiency. 

• Offers High Scalability. 

• Secures the App Data. 

• Integrates With Existing Software. 

• Easy to Maintain. 

• Improves Customer Relationship. 

• Facilitates New Client Data Retrieval. 

• Provides Real-time Project Access. 

• Ease in Project Management. 

  

1.2 Android Studio 

Android Studio is the official Integrated Development Environment (IDE) for Android 

app development, based on IntelliJ IDEA software. It provides the fastest tools for building 

apps on every type of android device. It is a purpose-built for android to accelerate the 

development and helps to build the highest-quality apps for every android device. Features 

of Android Studio include, 

• A flexible Gradle-based build system. 

• A fast and feature-rich emulator. 

• A unified environment where one can develop for all Android devices. 

• Extensive testing tools and frameworks. 

 

1.2.1 Android Studio SDK: 

Android SDK performs all the tasks needed to develop apps for all 

versions of Android. This program is a necessary tool for any developer who wants 

to make smoothly running applications for the latest systems. It uses Java for 

development and relies on the Integrated Development Environment, to build the 

apps and test them. 
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1.2.2 Android Studio Emulator: 

The Android Emulator simulates Android devices on your computer so that 

you can test your application on a variety of devices and Android API levels without 

needing to have each physical device. The emulator provides almost all of the 

capabilities of a real Android device. Simulation of incoming phone calls and text 

messages, specify the location of the device, simulate different network speeds, simulate 

rotation and other hardware sensors, access the Google Play Store, and much more are 

possible. 

 

1.3 JAVA 

Java is an object-oriented programming language created by James Gosling, Mike 

Sheridan, and Patrick Naughton in 1991. It is a high-level, class-based language that is 

designed to have a few implementation dependencies as possible. It is a general-purpose 

programming language intended to let android developers run the compiled Java code on all 

platforms that support Java without any need for recompilation. Features of Java include, 

• Simple: Java is designed to be easy to learn. 

• Secure: With Java’s secure feature it enables to develop virus-free, tamper-free  systems. 

Authentication techniques are based on public-key encryption. 

• Architecture-neutral: Java compiler generates an architecture-neutral object file format, 

which makes the compiled code executable on many processors, with the presence of 

Java runtime system. 

• Portable: Being architecture-neutral and having no implementation dependent aspects of 

the specification makes Java portable. The compiler in Java is written in ANSI C with a 

clean portability boundary, which is a POSIX subset. 

• Robust: Java makes an effort to eliminate error-prone situations by emphasizing mainly 

on compile time error checking and runtime checking. 

• Multithreaded: With Java’s multithreaded feature it is possible to write programs 

• that can perform many tasks simultaneously.  

• Interpreted: Java byte code is translated on the fly to native machine instructions and is 

not stored anywhere.  
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• High Performance: With the use of Just-In-Time compilers, Java enables high 

performance. 

• Distributed: Java is designed for the distributed environment of the internet. 

• Dynamic: Java is considered to be more dynamic than C or C++ since it is designed to 

adapt to an evolving environment. Java programs can carry an extensive amount of run-

time information that can be used to verify and resolve accesses to objects at run-time. 

 

1.4  XML 

Extensible Markup Language (XML) is a markup language that defines a set of rules for 

encoding documents in a format that is both human-readable and machine-readable. The design 

goals of XML focus on simplicity, generality, and usability across the Internet. It is a textual data 

format with strong support via Unicode for different human languages. Features of XML 

include, 

• XML focuses on data rather than how it looks. 

• Easy and efficient data sharing. 

• Compatibility with other markup language HTML. 

• Supports platform transition. 

• Allows XML validation. 

• Adapts technology advancements. 

• XML supports Unicode. 
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1.5  Structure of Report  

This report is for our mini project newsMag using Mobile Application Development 

concepts. Our report consists of five chapters where in first chapter we are giving introduction to 

mobile application development with its history. In second chapter we have given brief 

description of our problem definition and literature survey made. Similarly in third chapter we 

have a brief document on the requirement specifications of hardware and software required along 

with purpose and scope of our project. The fourth and fifth module gives us the design and 

implementation knowledge. To conclude we have added our conclusions and further 

enhancement. We have also mentioned the references to our project. Last but not the least we 

have the screen shots of our output showing execution of our program in appendix. 
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CHAPTER 2 

LITERATURE SURVEY  

2.1. Problem Definition  

newsMag is an application which is helpful for the people to read news on the go with the 

busy life. The application helps them by providing the news on short. There are various activities 

like getting started to the app, showing the news articles, their category, sharing the app, about 

the app and the user can give feedback. 

2.2. Purpose & Scope  

In the application we can view various news with respect to their category, we can share 

app, view about the app, contact the helpline, send mail to the developers and provide feedback. 

Another advantage of the application is that people can news in a particular category and it is 

very easy to view them. Our application has several advantages. 

Advantages: 

i. User friendly interface  

ii. Fast access to news  

iii. Less error  

iv. Look and Feel Environment  

 

2.3. Aim of the application 

Our news application, titled newsMag is to help the user by providing news in short with 

their on the go busy schedule life so that they aren’t left behind in getting updated to what is 

happening around them. As is difficult to read pages of news each day and is very time 

consuming newsMag plays a vital role in making the users aware of the current affairs in short. 

The users can also read the news in detailed if interested by clicking on the news view shown 

using our application. 
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CHAPTER 3 

SYSTEM REQUIREMENTS SPECIFICATION 

3.1. Introduction 

 

3.1.1. Purpose 

In the application we can view various news with respect to their category, we can share 

app, view about the app, contact the helpline, send mail to the developers and provide 

feedback. Another advantage of the application is that people can news in a particular 

category and it is very easy to view them. 

 

3.1.2. Scope 

For people with busy schedule in life who cannot have time to study complete 

newspaper can use this application so that they do not miss to have knowledge of what is 

happening around them.  

3.1.3. Definition, Acronyms and Abbreviations 

1. XML - Extensible Markup Language 

2. MS – Microsoft 

3. IDE - Integrated Development Environment 

4. SDK – Software Development Kit 

 

3.2. Development Environment 

 

3.2.1. Android Programming Languages 

In Android, programming is done in two languages JAVA or C++ and 

XML (Extension Markup Language). Nowadays KOTLIN is also preferred. The 

XML file deals with the design, presentation, layouts, blueprint, etc. (as a  front-

end)  while  the  JAVA  or  KOTLIN  deals  with  theworking  of buttons, variables, 

storing, etc. (as a back-end). 
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3.2.2. Android Components 

• Activities: It deals with the UI and the user interactions to the screen. In 

other words, it is a User Interface that contains activities. 

• Services: Services are the background actions performed by the app; these 

might be long- running operations. A service might need other sub-services 

so as to perform specific tasks.  

• Content Provider: Content Provider is used to transferring the data from 

one application to the others at the request of the other application. 

• Broadcast Receivers: A Broadcast is used to respond to messages from 

other applications or from the System. 

 

3.2.3. Structural Layout of Android 

 

 

Figure 3.2.3 Structural Layout of Android Studio 
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• Manifest Folder: Android Manifest is an XML file that is the root of the project source 

set. It describes the essential information about the app and the Android build tools, the 

Android Operating System, and Google Play. It contains the permission that an app might 

need in order to perform a specific task. It also contains the Hardware and the Software 

features of the app, which determines the compatibility of an app on the Play Store.  

 

• Java Folder: The JAVA folder consists of the java files that are required to perform the 

background task of the app. It consists of the functionality of the buttons, calculation, 

storing, variables, toast (small popup message), programming function, etc. The number 

of these files depends upon the type of activities created. 

 

• Resource Folder: The res or Resource folder consists of the various resources that are 

used in the app. This consists of sub-folders like drawable, layout, mipmap, raw, and 

values. The drawable consists of the images. The layout consists of the XML files that 

define the user interface layout. These are stored in res.layout and are accessed as 

R.layout class. The raw consists of the Resources files like audio files or music files, etc. 

These are accessed through R.raw.filename.values are used to store the hardcoded strings 

(considered safe to store string values) values, integers, and colors. 

 

• Gradle Files: Gradle is an advanced toolkit, which is used to manage the build process 

that drawable consists of the images. The layout consists of the XML files that define the 

user interface layout. These are stored in res.layout and are accessed as R.layout class. 

The raw consists of the Resources files like audio files or music files, etc. These are 

accessed through R.raw.filename.values are used to store the hardcoded strings 

(considered safe to store string values) values, integers, and colors. 
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3.3. Specific Requirements 

 

3.3.1 Software Requirements  

i. Windows 10 Operating System 

ii. Tool kit: Android SDK (Software development kit), Java development kit (JDK) 

iii.  IDE: Android Studio 

 

3.3.2. Hardware Requirements 

i.1.8 GHz Processor 

ii.8GB (IDE + Android SDK + Android Emulator)/ 4GB (minimum) RAM 

iii.15 inches Monitor 

iv.104 keys with keyboard and mouse 

v.6.3 inches Physical Android Device 
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CHAPTER 4 

DESIGN 

4.1. Project Flow 

In our project newsMag, we have used XML with different attributes and a code written in Java 

language for various activities. 

 

 

Figure 4.1 Flow diagram of newsMag application 

 

Once the user opens the application on the android device, splash screen with the app logo is 

displayed for few seconds and is navigated automatically to the login activity. The user can 

register in case if not registered using the ‘Sign Up’ option provided and if the user is new to the 

app they can get the user manual by clicking on the ‘Get Started’ button provided where one can 

view the video get played. On successful login the ‘Home Activity’ Dashboard is displayed, the 

Home Activity has various categories of news based on users interest. The users are provided 

with few features on the navigation drawer through which one can ‘Share App’ through external 

Search News 
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messaging apps, provide ‘Feedback’ by filling a google form, view about the app through ‘About 

Us’ and can contact the helpline number provided and send mail to the technical team which gets 

connected to external mail services. The users can Log Out on clicking ‘LOG OUT’ option 

provided on the navigation drawer to exit from the app. 

 

 4.2. Design using XML 

4.2.1 activity_main.xml  

 The application on opening displays the splash screen which is designed in the 

activity_main.xml. 

 

 

Figure 4.2.1 Design Code screenshot for splash screen 
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4.2.2 activity_login.xml  

 The login page is designed in the activity_login.xml where the user can login by entering 

the registered username and password. 

 

Figure 4.2.2 Design Code screenshot for Login 

4.2.3 activity_signup.xml  

 The user can register through register screen which is designed in the activity_signup.xml. 

 

Figure 4.2.3 Design Code screenshot for Signup 



newsMag                     
 

Dept. of ISE, Atria IT                                                 2020-2021 Page 14 
 

4.2.4 activity_home.xml  

 The activity_home.xml has various card views to display the news category and also 

contains the navigation drawer. 

 

Figure 4.2.4 Design Code screenshot of Home Dashboard 

 

4.2.5 activity_aboutus.xml  

  

Figure 4.2.5 Design Code screenshot of About us 
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4.2.6 AndroidManifest.xml  

 

Figure 4.2.6 Code screenshot of Android Manifest 

 

4.2.7 strings.xml  

 The string file is used to initialized strings and fetch using it’s id. 

  

Figure 4.2.7 Design Code screenshot of Strings 
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CHAPTER 5 

IMPLEMENTATION 

5.1. MainActivity.java  

The MainActivity.java file contains the splash screen where the logo is displayed for 4 seconds 

and is parsed to the login screen.  

 

 

Figure 5.1 Code screenshot for MainActivity.java 
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5.2. LoginActivity.java 

The Login screen contains the code to parse to sign up, get started and the home activity on 

successful login. Login credentials are connected to the DBHelper java file to save the 

credentials in the database.  

 

Figure 5.2 Code screenshot for LoginActivity.java 

5.3. Online SQLite DB viewer 

 

Figure 5.3 Screenshot showing the username and the password details 
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5.4. DBHelper.java 

The DBHelper.java file helps in connecting the Login and check validity of the credentials.  

 

Figure 5.4 Code screenshot of DBHelper.java 

5.5. SignupActivity.java 

The Signup screen contains the code to parse to login screen after registration.  

 

Figure 5.5 Code screenshot for SignupActivity.java 
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5.6. VideoActivity.java 

VideoActivity.java is used to play the get started video in the application. 

 

Figure 5.6 Code screenshot for ActivityVideo.java 

5.7. HomeActivity.java 

The HomeActivity is the heart of the application which is connected to all the activities of 

various news and also with the options provided in the navigation drawer which includes Share 

App, Feedback, About us features. 

 

Figure 5.7 Code screenshot for HomeActivity.java 
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5.8. Recycler.java 

Recycler.java is used to specify what all entries should be displayed in the Recycler views. 

 

Figure 5.8 Code screenshot for Recycler.java file 

5.9. AllActivity.java 

The various news categories are created similar to the AllActivity.java under recycler view. 

 

Figure 5.9 Code screenshot for AllActivity.java 
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5.10. AboutusActivity.java 

The AboutusActivity.java is used to implement features of calling the helpline number and 

sending mail to the newsMag technical team using external mail sending applications. 

 

 
Figure 5.10 Code screenshot for AboutusActivity.java 
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CONCLUSION AND FUTURE ENHANCEMENTS 

 

Conclusion 

Our generation relies mostly on phones to get through the day. Due to this, phones have become 

more of a personal assistant than a means to just communicate. Viewing news in short on the go 

with the busy schedule would make it easier for people. Henceforth to conclude, we’ve 

developed a mobile application based on Java using Android Studio. And for the efficient 

working of the ongoing system we’ve this application to help people to read news and stay 

updated easily in limited time. 

 

Future Enhancements  

i. We can use APIs to draw news from web to get displayed in the application. 

ii. We can even further make it private and secured by enhancing login features.  

iii. We can allow different users to write comments to news using their account which can be 

viewed by others. 

iv. We can make it more space and resource efficient so that this application consumes lesser 

RAM and  ROM.
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Screenshots
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RESULTS 

 

1. Main Activity (Splash Screen)  

 

This is the screenshot of our mini-project’s splash screen with logo which will be occurring for 

few seconds when the application is opened. 

 

 

Figure A.1. Splash Screen of newsMag application  

 

The splash screen is then directed to the Login page where the user of the application can login 

to view the news and use the app. 
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2. Login Activity  

 

This is the screenshot of our mini-project’s login screen where user can login by entering a 

registered username and password to use the app. 

 

 

Figure A.2. Login Screen of newsMag application  

 

The login screen is connected to the Signup Activity where the user can get registered and the 

Get Started Activity where user can play a video to get themselves aware on how to use the 

app. 
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3. Signup Activity 

 

This is the screenshot of our mini-project’s signup screen where user can get registered by 

entering a unique username and password validating the credentials to login further using the 

registered credentials. 

 

 

Figure A.3. Signup Screen of newsMag application  

 

The signup screen is connected to the Login Activity where the user can login to use the 

application. 
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4. Video Activity  

 

This is the screenshot of our mini-project’s get started screen where user can play a video to get 

an idea on how to use the app. The video is pre-loaded by the technical team. 

 

 

Figure A.4. Get Started Screen of newsMag application  

 

Video in Get Started Activity can be played, paused, rewind, fast forwarded using the options 

associated with it. The get started screen is connected to the Login Activity on clicking back 

button. 
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5. Home Activity 

 

This is the screenshot of our mini-project’s home screen where user can select among various 

categories provided based on their interest. 

 

 

Figure A.5. Home Screen of newsMag application  

 

The categories are displayed in the form of cards, on clicking the category the users are directed 

to the activities containing news articles present under that particular category. 
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6. Navigation Drawer in Home Activity  

 

This is the screenshot of our mini-project’s navigation drawer present in home screen where 

user can select among features provided in the drawer menu such as Share App, Feedback, 

About Us and can Log out of the app. 

 

 

Figure A.6. Navigation Drawer in Home Screen of newsMag application  

 

The navigation drawer is associated to the Home Activity on clicking on Dashboard, can share 

the newsMag application, go to about newsMag, help users provide feedback and lastly log out 

option to exit from the application. 
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7. News Activities 

 

This is the screenshot of our mini-project’s news displaying screen where user can view the 

news article in brief and on clicking the news article will be able to read the news in detail. 

 

 

Figure A.7. News displaying Screen of newsMag application  

 

Users are also provided with the search bar where they can search for desired news to know 

about. The search bar filters all news with the keyword typed in the search box and matches 

with news and displays all the filtered news for the user. 
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8. Share App Activity 

 

This is the screenshot of our mini-project’s share app screen where user can share newsMag 

application to others using external messaging applications. 

 

 

Figure A.8. Share App Screen of newsMag application  

 

When the app is shared by a user the recipient gets a message with a google drive link using 

which they can download the apk file and install into their android device. 

 

Check out newsMag, news on the go application!! 

 https://drive.google.com/drive/folders/1-zh3rEegg9zSSGKUIFmfyu56lnJp9VCn?usp=sharing 

 Use the above link for your news application 
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9. Aboutus Activity 

 

This is the screenshot of our mini-project’s about us screen where user can view the address of 

the organization. 

 

 

Figure A.9. Home Screen of newsMag application  

 

Users are provided with option to send E-mail to the editor in case they want to contribute 

something or in case if they have major issues. A helpline button is also provided using which 

the users can contact the clustomer helpline service.  
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ABSTRACT 

The application for viewing  ‘Daily Mood’ is helpful for the people to keep a track about there 

mental health on the go with the busy life. Currently it is  much of the burden of mental ill-health 

is mediated by early onset. This app aims to track the early period of mental disorders among 

young people mental health services to facilitate more streamlined transdiagnostic processes. 

There are various activities like getting started to the app, showing the articles, their category. 

The project focuses on building a mental health tracker. Doing so, we get an idea of the mental 

state of the user (in the least intrusive ways), and then suggest measures they can take to get out 

of their present condition. The user answers some questions and based on the answers that they 

provide, our app will provide resources  to them and help them maintain a record of their mood. 
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CHAPTER 1 

INTRODUCTION 

1.1 Introduction to Mobile Application Development 

Mobile application development is the process of creating software applications that run on a 

mobile device, and a typical mobile application utilizes a network connection to work with 

remote computing resources. Like web application development, mobile application 

development has its roots in more traditional software development. 

 

1.1.1 History: 

• The first mobile phones were invented whose microchips required the most basic 

software to send and receive voice calls. 

• On 3rd of April 1973, Martin Cooper of Motorola made the first call on the mobile 

phone to Dr. Joel S. Engel of the Bell Labs. 

• The R&D department of IBM Simon came up with the first mobile app for 

Smartphones in 1993 exactly two decades after the first call was made. 

• EPOC, first operating system developed by Psion, released in the early 90s, this was 

first of the recognizable apps. 

• Palm OS, developed by Palm Inc. in the year 1996, these were mainly designed for 

personal digital assistants and were known as Garnet OS. 

• The wireless markup language was specifically designed for devices that were 

dependent on XML and could be run across wireless application protocols. 

• Java ME or J2ME or JME – it was first introduced as JSR 68. It was given various 

shapes and forms for use via Phones, embedded devices, and even PDAs. 

• Symbian, developed by Symbian Ltd, which was a joint venture from Ericsson, 

Motorola, Nokia and PSION, this was a further developed version of PSION EPOC. 

• Later on, the smartphones and iPhones that we use today evolved, making lives a lot 

easier for people. 
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1.1.2 Advantages: 

• Improves Efficiency. 

• Offers High Scalability. 

• Secures the App Data. 

• Integrates With Existing Software. 

• Easy to Maintain. 

• Improves Customer Relationship. 

• Facilitates New Client Data Retrieval. 

• Provides Real-time Project Access. 

• Ease in Project Management. 

  

1.2 Android Studio 

Android Studio is the official Integrated Development Environment (IDE) for Android 

app development, based on IntelliJ IDEA software. It provides the fastest tools for building 

apps on every type of android device. It is a purpose-built for android to accelerate the 

development and helps to build the highest-quality apps for every android device. Features 

of Android Studio include, 

• A flexible Gradle-based build system. 

• A fast and feature-rich emulator. 

• A unified environment where one can develop for all Android devices. 

• Extensive testing tools and frameworks. 

 

1.2.1 Android Studio SDK: 

Android SDK performs all the tasks needed to develop apps for all 

versions of Android. This program is a necessary tool for any developer who wants 

to make smoothly running applications for the latest systems. It uses Java for 

development and relies on the Integrated Development Environment, to build the 

apps and test them. 
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1.2.2 Android Studio Emulator: 

The Android Emulator simulates Android devices on your computer so that 

you can test your application on a variety of devices and Android API levels without 

needing to have each physical device. The emulator provides almost all of the 

capabilities of a real Android device. Simulation of incoming phone calls and text 

messages, specify the location of the device, simulate different network speeds, simulate 

rotation and other hardware sensors, access the Google Play Store, and much more are 

possible. 

 

1.3 JAVA 

Java is an object-oriented programming language created by James Gosling, Mike 

Sheridan, and Patrick Naughton in 1991. It is a high-level, class-based language that is 

designed to have a few implementation dependencies as possible. It is a general-purpose 

programming language intended to let android developers run the compiled Java code on all 

platforms that support Java without any need for recompilation. Features of Java include, 

• Simple: Java is designed to be easy to learn. 

• Secure: With Java’s secure feature it enables to develop virus-free, tamper-free  systems. 

Authentication techniques are based on public-key encryption. 

• Architecture-neutral: Java compiler generates an architecture-neutral object file format, 

which makes the compiled code executable on many processors, with the presence of 

Java runtime system. 

• Portable: Being architecture-neutral and having no implementation dependent aspects of 

the specification makes Java portable. The compiler in Java is written in ANSI C with a 

clean portability boundary, which is a POSIX subset. 

• Robust: Java makes an effort to eliminate error-prone situations by emphasizing mainly 

on compile time error checking and runtime checking. 

• Multithreaded: With Java’s multithreaded feature it is possible to write programs 

• that can perform many tasks simultaneously.  

• Interpreted: Java byte code is translated on the fly to native machine instructions and is 

not stored anywhere.  
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• High Performance: With the use of Just-In-Time compilers, Java enables high 

performance. 

• Distributed: Java is designed for the distributed environment of the internet. 

• Dynamic: Java is considered to be more dynamic than C or C++ since it is designed to 

adapt to an evolving environment. Java programs can carry an extensive amount of run-

time information that can be used to verify and resolve accesses to objects at run-time. 

 

1.4  XML 

Extensible Markup Language (XML) is a markup language that defines a set of rules for 

encoding documents in a format that is both human-readable and machine-readable. The design 

goals of XML focus on simplicity, generality, and usability across the Internet. It is a textual data 

format with strong support via Unicode for different human languages. Features of XML 

include, 

• XML focuses on data rather than how it looks. 

• Easy and efficient data sharing. 

• Compatibility with other markup language HTML. 

• Supports platform transition. 

• Allows XML validation. 

• Adapts technology advancements. 

• XML supports Unicode. 

 

 

 

 

 

 

 



Daily Mood                     

 

Dept. of ISE, Atria IT                                                 2020-2021 Page 5 
 

1.5  Structure of Report  

   This report is for our mini project Daily Mood using Mobile Application Development 

concepts. Our report consists of five chapters where in first chapter we are giving introduction to 

mobile application development with its history. In second chapter we have given brief 

description of our problem definition and literature survey made. Similarly in third chapter we 

have a brief document on the requirement specifications of hardware and software required along 

with purpose and scope of our project. The fourth and fifth module gives us the design and 

implementation knowledge. To conclude we have added our conclusions and further 

enhancement. We have also mentioned the references to our project. Last but not the least we 

have the screen shots of our output showing execution of our program in appendix. 
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CHAPTER 2 

LITERATURE SURVEY  

2.1. Problem Definition  

Daily Mood is an application which is helpful for the people to track mental health on the 

go with the busy life. The application helps them by providing the  resources on short. There are 

various activities like getting started to the app, showing the articles, their category. 

2.2. Purpose & Scope  

In the application we can view various resources with respect to their category, we can 

share app, view about the app. Another advantage of the application is that people can note  in a 

particular category and it is very easy to view them. Our application has several advantages. 

Advantages: 

i. User friendly interface  

ii. Fast access to resources  

iii. Less error  

iv. Look and Feel Environment  

 

2.3. Aim of the application 

Our mental health application, Daily Mood focuses on building a mental health tracker. Doing 

so, we get an idea of the mental state of the user (in the least intrusive ways), and then suggest 

measures they can take to get out of their present condition. The user answers some questions 

and based on the answers that they provide, our app will provide resources  to them and help 

them maintain a record of their mood. 
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CHAPTER 3 

SYSTEM REQUIREMENTS SPECIFICATION 

3.1. Introduction 

 

3.1.1. Purpose 

In the application we can track mental health of a person, Another advantage of the 

application is that people can note their feelings in a particular category and it is very easy to 

view them. 

 

3.1.2. Scope 

For people with busy schedule in life who cannot have time to track mental health  can 

use this application so that they do not miss to have knowledge of what is happening with 

their  mental health.  

3.1.3. Definition, Acronyms and Abbreviations 

1. XML - Extensible Markup Language 

2. MS – Microsoft 

3. IDE - Integrated Development Environment 

4. SDK – Software Development Kit 

 

3.2. Development Environment 

 

3.2.1. Android Programming Languages 

In Android, programming is done in two languages JAVA or C++ and 

XML (Extension Markup Language). Nowadays KOTLIN is also preferred. The 

XML file deals with the design, presentation, layouts, blueprint, etc. (as a  front-

end)  while  the  JAVA  or  KOTLIN  deals  with  the working  of buttons, 

variables, storing, etc. (as a back-end). 
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3.2.2. Android Components 

• Activities: It deals with the UI and the user interactions to the screen. In 

other words, it is a User Interface that contains activities. 

• Services: Services are the background actions performed by the app; these 

might be long- running operations. A service might need other sub-services 

so as to perform specific tasks.  

• Content Provider: Content Provider is used to transferring the data from 

one application to the others at the request of the other application. 

• Broadcast Receivers: A Broadcast is used to respond to messages from 

other applications or from the System. 

 

3.2.3. Structural Layout of Android 

 

 

Figure 3.2.3 Structural Layout of Android Studio 
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• Manifest Folder: Android Manifest is an XML file that is the root of the project source 

set. It describes the essential information about the app and the Android build tools, the 

Android Operating System, and Google Play. It contains the permission that an app might 

need in order to perform a specific task. It also contains the Hardware and the Software 

features of the app, which determines the compatibility of an app on the Play Store.  

 

• Java Folder: The JAVA folder consists of the java files that are required to perform the 

background task of the app. It consists of the functionality of the buttons, calculation, 

storing, variables, toast (small popup message), programming function, etc. The number 

of these files depends upon the type of activities created. 

 

• Resource Folder: The res or Resource folder consists of the various resources that are 

used in the app. This consists of sub-folders like drawable, layout, mipmap, raw, and 

values. The drawable consists of the images. The layout consists of the XML files that 

define the user interface layout. These are stored in res.layout and are accessed as 

R.layout class. The raw consists of the Resources files like audio files or music files, etc. 

These are accessed through R.raw.filename.values are used to store the hardcoded strings 

(considered safe to store string values) values, integers, and colors. 

 

• Gradle Files: Gradle is an advanced toolkit, which is used to manage the build process 

that drawable consists of the images. The layout consists of the XML files that define the 

user interface layout. These are stored in res.layout and are accessed as R.layout class. 

The raw consists of the Resources files like audio files or music files, etc. These are 

accessed through R.raw.filename.values are used to store the hardcoded strings 

(considered safe to store string values) values, integers, and colors. 
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3.3. Specific Requirements 

 

3.3.1 Software Requirements  

i. Windows 10 Operating System 

ii. Tool kit: Android SDK (Software development kit), Java development kit (JDK) 

iii.  IDE: Android Studio 

 

3.3.2. Hardware Requirements 

i.1.8 GHz Processor 

ii.8GB (IDE + Android SDK + Android Emulator)/ 4GB (minimum) RAM 

iii.15 inches Monitor 

iv.104 keys with keyboard and mouse 

v.6.3 inches Physical Android Device 
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CHAPTER 4 

DESIGN 

4.1. Project Flow 

In our project Daily Mood, we have used XML with different attributes and a code written in 

Java language for various activities. 

 

 

Figure 4.1 Flow diagram of DailyMood application 

 

Once the user opens the application on the android device, splash screen with the app logo is 

displayed for few seconds and is navigated automatically to the main activity.It asks user few 

questions on their mood and also asks the intensity of the feeling of the user.Based on the input 

given by the user it suggests the resources.The icon of the resource is available in the notification 

panel which will be redirected to web once he click on it.User can also journal their 
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thoughts.There is also the mood graph which tracks the mood of the user.In the settings panel he 

can enable or disable the notification.  

 

 4.2. Design using XML 

4.2.1 activity_main.xml  

 The main activity, which is the first screen to appear  when the user  launches the app. 

 

 

Figure 4.2.1 Design Code screenshot for splash screen 
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4.2.2 Layout_intro_slide1.xml  

The application on opening displays the splash screen which is designed in the 

Layout_intro_slide1_main.xml. 

 

Figure 4.2.2 Design Code screenshot for layout intro  

 

4.2.3 activity_notepad_entry.xml  

This activity is signed which allows the user to note down there feelings. 

 

Figure 4.2.3 Design Code screenshot for notepad entry 



Daily Mood                     

 

Dept. of ISE, Atria IT                                                 2020-2021 Page 14 
 

4.2.4 Fragmentation_resource.xml  

The fragmentation_resource.xml  has various card views to display the mood category and also 

contains Resouces. 

 

Figure 4.2.4 Design Code screenshot of fragmentation resource 

 

4.2.5 Fragmentation_statistics.xml  

This activity is designed for the user to keep a track of their mood. 

 

                              Figure 4.2.5 Design Code screenshot of fragmentation statistics 
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4.2.6 AndroidManifest.xml  

 

Figure 4.2.6 Code screenshot of Android Manifest 

 

4.2.7 strings.xml  

 The string file is used to initialized strings and fetch using it’s id. 

  

Figure 4.2.7 Design Code screenshot of Strings 
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CHAPTER 5 

IMPLEMENTATION 

5.1. MainActivity.java  

The MainActivity.java file contains the splash screen where it is passed on to the next screen.   

 

 

Figure 5.1 Code screenshot for MainActivity.java 
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5.2. NotepadEntry.java 

The Notepad screen contains the code which helps the user to track down their feelings  

 

Figure 5.2 Code screenshot for NotepadEntry.java 

 

5.3. AppDatabase_lmpLjava 

It is used to store data inside the user's device in the form of a Text file. We can perform so many 

operations on this data such as adding new data, updating, reading, and deleting this data. 

 

Figure 5.3 Screenshot showing AppDatabase 
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5.4. JournalFragment.java 

The Journalfragment file helps in connecting to the resources fragment. 

 

Figure 5.4 Code screenshot of JournalFragment.java 

5.5. ResourcesFragment.java 

Resources fragment provides the user with the resources based on the input provided by the user. 

 

Figure 5.5 Code screenshot for ResourcesFragment.java 
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5.6. SettingsFragment.java 

It connects the user to the notification activity where the user can choose to enable or disable the 

activity. 

 

Figure 5.6 Code screenshot for SettingsFragment.java 

 

5.7. StatisticsFragment.java 

Statistics fragment provides the user with a mood graph or provides a graph to the user to track there 
feelings. 

 

Figure 5.7 Code screenshot for StatisticsFragment.java 
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5.8. AlarmReceiver.java 

Alarm.java is used to specify what all entries should be displayed in the notification panel. 

 

Figure 5.8 Code screenshot for AlarmReceiver.java file 

5.9. IntroActivity.java 

MainActivity is connected to IntroActivity.java 

Figure 5.9 Code screenshot for IntroActivity.java 
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CONCLUSION AND FUTURE ENHANCEMENTS 

 

Conclusion 

Our generation relies mostly on phones to get through the day. Due to this, phones have become 

more of a personal assistant than a means to just communicate. Viewing news in short on the go 

with the busy schedule would make it easier for people. Henceforth to conclude, we’ve 

developed a mobile application based on Java using Android Studio. And for the efficient 

working of the ongoing system we’ve this application to help people to read news and stay 

updated easily in limited time. 

 

Future Enhancements  

i. We can use APIs to draw news from web to get displayed in the application. 

ii. We can even further make it private and secured by enhancing login features.  

iii. We can allow different users to write comments to news using their account which can be 

viewed by others. 

iv. We can make it more space and resource efficient so that this application consumes lesser 

RAM and  ROM.
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Screenshots
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RESULTS 

 

1. Main Activity (Splash Screen)  

 

This is the screenshot of our mini-project’s splash screen with logo which will be occurring for 

few seconds when the application is opened. 

           

 

                                

Figure A.1. Splash Screen of DailyMood application  
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2. Mood Activity  

 

This is the screenshot of our mini-project’s mood activity screen where the user can track their 

feelings.  

 

 

Figure A.2. Mood Activity of DailyMood application  
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3. Mood Intensity Activity 

This is the screenshot of our mini-project’s Mood intensity screen where users  Emotions vary 

not only in type, but also in intensity. For example, people may not only feel happy or sad, 

they can also feel each along a continuum ranging from slightly happy or sad to extremely 

happy or sad. 

 

 

Figure A.3. Mood Intensity Screen of DailyMood application  
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4. Journal  Activity  

This is the screenshot of our mini-project’s where user can journal their feelings. 

 

 

Figure A.4. Journal Screen of DailyMood application  
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5.Resources Activity 

This is the screenshot of Resources activity of our mini-project’s where user can select among 

various categories provided based on their interest and feeling. 

 

 

Figure A.5. Resource Screen of DailyMood application  
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6. Resources Activity  

This is the screenshot of Resouces Activity of our mini-project’s where user can select among 

various categories provided based on their interest and feeling, it also takes you to web and 

provides the user with necessary information required. 

 

 

Figure A.6. Resources Screen of DailyMood application  
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7.Statistic Activity 

 This is the screenshot of our mini-project’s which provides the user with a mood graph or 

provides a graph to the user to track there feelings. 

 

 

Figure A.7. Statistics  Screen of DailyMood  application  
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8.Setting  Activity 

It connects the user to the notification activity where the user can choose to enable or disable 

the activity. 

 

Figure A.8. Setting Screen of DailyMood  application  
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9.Notification  Activity 

This is the screenshot of our mini-project’s notification activity which provides the user with 

notifications which helps the user to track down there feeling without fail. Its done by 

enabling notification activity in the setting  panel. 

 

 

Figure A.9. Notification  Screen of DailyMood application  
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ABSTRACT 

The application for ordering pies: ‘Piechester N Co’; is helpful for the people to order customized 

pies on the go with the busy life. Currently it is difficult to physically go to a store and order food 

we like due to the rise in restrictions. Our app, Piechester N Co helps them by providing that option 

online. There are various activities like getting started to the app, showing the menu, their category, 

selecting various items, and the checkout feature.  

It has a login page where the user can get themselves an account created by entering a unique 

username and specifying a password satisfying the conditions. 

The user can use the application once logged in using the registered credentials. The user can have 

a smooth experience using the mobile application. Once logged in there is no need to log in again 

unless the user clicks on Check out. 
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CHAPTER 1 

INTRODUCTION 

1.1 Introduction to Mobile Application Development 

 
Mobile application development is the process of creating software applications that run on a 

mobile device, and a typical mobile application utilizes a network connection to work with remote 

computing resources. Like web application development, mobile application development has 

its roots in more traditional software development. 

 

1.1.1 History: 

• The first mobile phones were invented whose microchips required the most basic 

software to send and receive voice calls. 

• On 3rd of April 1973, Martin Cooper of Motorola made the first call on the mobile 

phone to Dr. Joel S. Engel of the Bell Labs. 

• The R&D department of IBM Simon came up with the first mobile app for 

Smartphones in 1993 exactly two decades after the first call was made. 

• EPOC, first operating system developed by Psion, released in the early 90s, this was 

first of the recognizable apps. 

• Palm OS, developed by Palm Inc. in the year 1996, these were mainly designed for 

personal digital assistants and were known as Garnet OS. 

• The wireless markup language was specifically designed for devices that were 

dependent on XML and could be run across wireless application protocols. 

• Java ME or J2ME or JME – it was first introduced as JSR 68. It was given various 

shapes and forms for use via Phones, embedded devices, and even PDAs. 

• Symbian, developed by Symbian Ltd, which was a joint venture from Ericsson, 

Motorola, Nokia and PSION, this was a further developed version of PSION EPOC. 

• Later on, the smartphones and iPhones that we use today evolved, making lives a lot 

easier for people. 
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1.1.2 Advantages: 

• Improves Efficiency. 

• Offers High Scalability. 

• Secures the App Data. 

• Integrates With Existing Software. 

• Easy to Maintain. 

• Improves Customer Relationship. 

• Facilitates New Client Data Retrieval. 

• Provides Real-time Project Access. 

• Ease in Project Management. 

  

1.2 Android Studio 

Android Studio is the official Integrated Development Environment (IDE) for Android app 

development, based on IntelliJ IDEA software. It provides the fastest tools for building apps on 

every type of android device. It is a purpose-built for android to accelerate the development 

and helps to build the highest-quality apps for every android device. Features of Android 

Studio include, 

• A flexible Gradle-based build system. 

• A fast and feature-rich emulator. 

• A unified environment where one can develop for all Android devices. 

• Extensive testing tools and frameworks. 

 

1.2.1 Android Studio SDK: 

Android SDK performs all the tasks needed to develop apps for all versions 

of Android. This program is a necessary tool for any developer who wants to make 

smoothly running applications for the latest systems. It uses Java for development and 

relies on the Integrated Development Environment, to build the apps and test them. 
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1.2.2 Android Studio Emulator: 

The Android Emulator simulates Android devices on your computer so that 

you can test your application on a variety of devices and Android API levels without 

needing to have each physical device. The emulator provides almost all of the 

capabilities of a real Android device. Simulation of incoming phone calls and text 

messages, specify the location of the device, simulate different network speeds, 

simulate rotation and other hardware sensors, access the Google Play Store, and 

much more are possible. 

 

1.3 JAVA 

Java is an object-oriented programming language created by James Gosling, Mike 

Sheridan, and Patrick Naughton in 1991. It is a high-level, class-based language that is 

designed to have a few implementation dependencies as possible. It is a general-purpose 

programming language intended to let android developers run the compiled Java code on all 

platforms that support Java without any need for recompilation. Features of Java include, 

• Simple: Java is designed to be easy to learn. 

• Secure: With Java’s secure feature it enables to develop virus-free, tamper-free  systems. 

Authentication techniques are based on public-key encryption. 

• Architecture-neutral: Java compiler generates an architecture-neutral object file format, 

which makes the compiled code executable on many processors, with the presence of Java 

runtime system. 

• Portable: Being architecture-neutral and having no implementation dependent aspects of 

the specification makes Java portable. The compiler in Java is written in ANSI C with a 

clean portability boundary, which is a POSIX subset. 

• Robust: Java makes an effort to eliminate error-prone situations by emphasizing mainly on 

compile time error checking and runtime checking. 

• Multithreaded: With Java’s multithreaded feature it is possible to write programs 

• that can perform many tasks simultaneously.  

• Interpreted: Java byte code is translated on the fly to native machine instructions and is not 

stored anywhere.  
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• High Performance: With the use of Just-In-Time compilers, Java enables high 

performance. 

• Distributed: Java is designed for the distributed environment of the internet. 

• Dynamic: Java is considered to be more dynamic than C or C++ since it is designed to 

adapt to an evolving environment. Java programs can carry an extensive amount of run-time 

information that can be used to verify and resolve accesses to objects at run-time. 

 

1.4   XML 

Extensible Markup Language (XML) is a markup language that defines a set of rules for 

encoding documents in a format that is both human-readable and machine-readable. The design 

goals of XML focus on simplicity, generality, and usability across the Internet. It is a textual data 

format with strong support via Unicode for different human languages. Features of XML include, 

• XML focuses on data rather than how it looks. 

• Easy and efficient data sharing. 

• Compatibility with other markup language HTML. 

• Supports platform transition. 

• Allows XML validation. 

• Adapts technology advancements. 

• XML supports Unicode. 

 

1.5 STRUCTURE OF REPORT 

This report is for our mini project Piechester N Co using Mobile Application Development 

concepts. Our report consists of five chapters where in first chapter we are giving introduction to 

mobile application development with its history. In second chapter we have given brief description 

of our problem definition and literature survey made. Similarly in third chapter we have a brief 

document on the requirement specifications of hardware and software required along with purpose 

and scope of our project. The fourth and fifth module gives us the design and implementation 

knowledge. To conclude we have added our conclusions and further enhancement. We have also 

mentioned the references to our project. Last but not the least we have the screen shots of our 

output showing execution of our program in appendix. 
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CHAPTER 2 

LITERATURE SURVEY  

2.1. Problem Definition  

Piechester N Co is a mobile application for ordering pies of different flavours. There are 

plenty of bakeries and eateries in Bangalore, but somehow the one underrated food item seems to 

be pies.  This is strange considering the range and variety that pies have to offer. Pies can be sweet, 

savoury, sweet-and-savoury, spicy, smoky and more; basically fit for any and every mood and 

occasion. The activities of this app include Sign in/ log in feature, well-designed menu and cart. 

2.2. Purpose & Scope  

In the application we can view various items available for ordering in an enhanced manner. 

The customer can also mention any additional toppings they may like on their pies. Another 

advantage of the application is that it is dynamic, allows easy viewing and the feature to delete 

items off the cart as per choice. Our application has several advantages. 

Advantages: 

i. User friendly interface  

ii. Sign-In feature 

iii. Scrollable menu 

iv. Cart for storing items for later purchase 

 

2.3. Aim of the application 

Our mobile application, titled Piechester N Co aims to make popular this dish (pies), traced 

all the way back to the ancient Egyptians. ‘Piechester n Co’ aims to bring popularity to this dish in 

our current society, by providing a means of easy purchase of pies, that is, via mobile application. 

These rich, buttery dishes, that can serve as a mini-meal or dessert is guaranteed to find a place in 

many a mouth. This user friendly application is sure to help achieve this aim.  
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CHAPTER 3 

SYSTEM REQUIREMENTS SPECIFICATION 

3.1. Introduction 

 

3.1.1. Purpose 

In the application we can view various pies available in the menu for purchase, at 

reasonable prices, and order them for personal or gifting purposes. The purpose of this app is to 

raise the popularity of these delicious baked goods, allowing customers to purchase them from 

the comfort and safety of their homes, and regardless of their location within the city. 

 

3.1.2. Scope 

This mobile application shows exactly what the pies you will purchase look like, with a 

vivid and accurate description of what it will taste like.  

3.1.3. Definition, Acronyms and Abbreviations 

1. XML - Extensible Markup Language 

2. MS – Microsoft 

3. IDE - Integrated Development Environment 

4. SDK – Software Development Kit 

 

3.2. Development Environment 

 

3.2.1. Android Programming Languages 

In Android, programming is done in two languages JAVA or C++ and XML 

(Extension Markup Language). Nowadays KOTLIN is also preferred. The XML file 

deals with the design, presentation, layouts, blueprint, etc. (as a  front-end)  while  the  

JAVA  or  KOTLIN  deals  with  the working  of buttons, variables, storing, etc. (as a 

back-end). 
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3.2.2. Android Components 

• Activities: It deals with the UI and the user interactions to the screen. In other 

words, it is a User Interface that contains activities. 

• Services: Services are the background actions performed by the app; these 

might be long- running operations. A service might need other sub-services so 

as to perform specific tasks.  

• Content Provider: Content Provider is used to transferring the data from one 

application to the others at the request of the other application. 

• Broadcast Receivers: A Broadcast is used to respond to messages from other 

applications or from the System. 

 

3.2.3. Structural Layout of Android 

 

 

Figure 3.2.3 Structural Layout of Android Studio 
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• Manifest Folder: Android Manifest is an XML file that is the root of the project source set. 

It describes the essential information about the app and the Android build tools, the Android 

Operating System, and Google Play. It contains the permission that an app might need in 

order to perform a specific task. It also contains the Hardware and the Software features of 

the app, which determines the compatibility of an app on the Play Store.  

 

• Java Folder: The JAVA folder consists of the java files that are required to perform the 

background task of the app. It consists of the functionality of the buttons, calculation, 

storing, variables, toast (small popup message), programming function, etc. The number of 

these files depends upon the type of activities created. 

 

• Resource Folder: The res or Resource folder consists of the various resources that are used 

in the app. This consists of sub-folders like drawable, layout, mipmap, raw, and values. The 

drawable consists of the images. The layout consists of the XML files that define the user 

interface layout. These are stored in res.layout and are accessed as R.layout class. The raw 

consists of the Resources files like audio files or music files, etc. These are accessed 

through R.raw.filename.values are used to store the hardcoded strings (considered safe to 

store string values) values, integers, and colors. 

 

• Gradle Files: Gradle is an advanced toolkit, which is used to manage the build process that 

drawable consists of the images. The layout consists of the XML files that define the user 

interface layout. These are stored in res.layout and are accessed as R.layout class. The raw 

consists of the Resources files like audio files or music files, etc. These are accessed 

through R.raw.filename.values are used to store the hardcoded strings (considered safe to 

store string values) values, integers, and colors. 
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3.3. Specific Requirements 

 

3.3.1 Software Requirements  

i. Windows 10 Operating System 

ii. Tool kit: Android SDK (Software development kit), Java development kit (JDK) 

iii.  IDE: Android Studio 

 

3.3.2. Hardware Requirements 

i. 1.8 GHz Processor 

ii. 8GB (IDE + Android SDK + Android Emulator)/ 4GB (minimum) RAM 

iii. 15 inches Monitor 

iv. 104 keys with keyboard and mouse 

v. 6.3 inches Physical Android Device 
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CHAPTER 4 

DESIGN 

4.1. Project Flow 

In our project Piechester N Co, we have used XML with different attributes and a code written in 

Java language for various activities. 

 

 

 

Figure 4.1 Flow diagram of Piechester N Co application 

 

Once the user opens the application on the android device, splash screen with the app logo is 

displayed for few seconds and is navigated automatically to the login activity. The user can register 

in case if not registered using the ‘Sign Up’ option provided and if the user is new to the app. On 

successful login the menu is displayed. The users are provided with few features on the navigation 

drawer through which one can Select an item by scrolling through the menu, selecting and then 

placing orders. The users can Log Out after clicking on the ‘PAY’ button provided on the cart 

screen. 
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 4.2. Design using XML 

4.2.1 activity_main.xml  

 The application on opening displays the splash screen which is designed in the 

activity_main.xml. 

 

 

Figure 4.2.1 Design Code screenshot for splash screen 

 

 

 

 

 

 

 

4.2.2 activity_login.xml  

 The login page is designed in the activity_login.xml where the user can login by entering 

the registered username and password. 
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Figure 4.2.2 Design Code screenshot for Login 

 

4.2.3 activity_login_main.xml  

 The user can register through register screen which is designed in the 

activity_login_main.xml. 

 

Figure 4.2.3 Design Code screenshot for Signup 
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4.2.4 menu.xml  

 The menu.xml has various card views to display the items available and contains the 

navigation drawer. 

 

Figure 4.2.4 Design Code screenshot of Menu 

4.2.5 activity_detail.xml  

  

Figure 4.2.5 Design Code screenshot of Details 
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4.2.6 Menu_itemsample.xml  

 

Figure 4.2.6 Code screenshot of menu item 

 

4.2.7 activity_cart.xml  

 The string file is used to initialized strings and fetch using it’s id. 

  

Figure 4.2.7 Design Code screenshot of Activity_cart 
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CHAPTER 5 

IMPLEMENTATION 

5.1. AndroidManifest.xml 

The AnndroidManifest.xml file contains the splash screen where the logo is displayed for 2 seconds 

and is parsed to the login screen.  

 

 

Figure 5.1 Code screenshot for AndroidManifest.xml 
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5.2. LoginActivity.java 

 

The Login screen contains the code to parse to sign up, get started and the home activity on 

successful login. Login credentials are connected to the DBHelper java file to save the credentials 

in the database.  

 

 

Figure 5.2 Code screenshot for LoginActivity.java 
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5.3. Online SQLite DB viewer 

 

 

Figure 5.3.1 Screenshot showing the order details 

 

 

Figure 5.3.2 Screenshot showing the username and the password details 
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5.4. DBHelper.java 

The DBHelper.java file helps in connecting the Login and check validity of the credentials.  

 

Figure 5.4 Code screenshot of DBHelper.java 

5.5. LoginMainActivity.java 

The Signup screen contains the code to parse to login screen after registration.  
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Figure 5.5 Code screenshot for LoginMainActivity.java 

 

 

 

5.6. MainActivity.java 

 

Figure 5.6 Code screenshot for MainActivity.java 

 

 

5.7. DetailActivity.java 
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Figure 5.7 Code screenshot for DetailActivity.java 

 

 

 

5.8. MainModel.java 

MainModel.java is used to specify what all entries should be displayed in the Recycler view of the 

Menu on the LoginMainActivity activity. 

 

Figure 5.8 Code screenshot for MainModel.java file 
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CONCLUSION AND FUTURE ENHANCEMENTS 

 

Conclusion 

Our generation, and even the previous ones now rely mostly on phones to get through the day. Due 

to this, phones have become more of a personal assistant than a means to just communicate. Owing 

to the pandemic, people have become increasingly reliant upon their phones. People have become 

increasingly comfortable with ordering their bare necessities and cravings via mobile apps. Many 

now, even prefer it to the alternative. Keeping this in mind, we have developed a mobile app based 

on Java using Android Studio to bring to fruition our dream to bring pies into the mainstream 

choice of foods.  

 

Future Enhancements  

i. We can make this app more space and resource efficient so that this application consumes 

lesser RAM and ROM. 

ii. We can even further make it private and secured by enhancing login features.  

iii. We will be able to allow different users to write comments and feedbacks of their purchases 

which can be voted on by other customers. 
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APPENDIX “A” 

SCREENSHOTS 
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RESULTS 

 

1. Main Activity (Splash Screen)  

 

This is the screenshot of our mini-project’s splash screen with logo which will be occurring for 

few seconds when the application is opened. 

 

 

Figure A.1. Splash Screen of Piechester N Co application  

 

The splash screen is then directed to the Registering Login activity where the user of the 

application can login to view the menu and save their purchases on the app. 
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2. Login Activity  

 

This is the screenshot of our mini-project’s login screen where user can login by entering a 

registered username and password to use the app. 

 

 

Figure A.2. Login Screen of Piechester N Co application  

 

The login screen is connected to the Signup Activity where the user can get registered and the Get 

Started Activity where user can play a video to get themselves aware on how to use the app. 
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3. Menu Activity 

 

This is the screenshot of our mini-project’s Menu screen where user can select among pies 

provided based on their interest. 

 

 

Figure A.3. Menu Screen of Piechester N Co application  

 

The categories are displayed in the form of cards, on clicking the category the users are directed to 

the detailed activity. 
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4. Details Activity  

 

This is the screenshot of our mini-project’s details screen where the user can see the details 

regarding that particular pie. 

 

 

 

Figure A.4. Details Screen of Piechester N Co application  
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5. Cart Activities 

 

This is the screenshot of our mini-project’s Cart displaying screen where user can view the items 

in the Cart. 

 

 

Figure A.5. Cart displaying Screen of Piechester N Co application  
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6. Delete Item  

This is the screenshot of our mini-project’s screen where user delete any item in the cart by 

pressing and holding for a while. After a pop-up asks for confirmation to delete a particular item, 

the item will be removed from cart. 

 

 

Figure A.6. Delete item Screen of Piechester N Co application  
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