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Canvas	draw	android

How	to	draw	shapes	in	android	canvas.	Android	canvas	draw	line.	Canvas	draw	android	studio.	Draw	bitmap	on	canvas	android.	Android	canvas	draw	circle.	Android	canvas	draw	rectangle.	Android	canvas	draw
text.	

Draw	view	on	canvas	android.

The	bench's	accounting	photos	of	the	Unslashzapon	with	Android	canvas	can	unlock	magical	supermates	that	you	can't	even	imagine	and	don't	care	about.	Imagine	you	can	draw	anything*what	your	heart	desires	using	only	a	few	basic	shapes,	paths	and	bit	maps?	Well,	Android	Canvas	gives	you	the	opportunity.	What	is	the	canvas?	Canvas	is	an
Android	class	that	performs	a	two	-dimensional	drawing	of	various	objects	on	the	screen.	The	expression	"empty	canvas"	is	very	similar	to	the	object	of	Android	canvas.	Basically,	it's	an	empty	space	where	you	can	draw.	The	canvas	class	is	not	a	new	concept,	this	class	really	wraps	the	canvas	under	the	hood.	Skcanvas	comes	from	Skia,	which	is	a	2D
graphics	library	used	in	many	different	platforms.	SKIA	is	used	on	platforms	such	as	Google	Chrome,	Firefox	OS,	Flutter,	Fuschia	and	more.	When	you	understand	how	the	canvas	works	on	Android,	the	same	drawing	concepts	are	applied	on	many	other	platforms.	

Tip:	See.	ski	source	code	to	find	out	about	canvas	installation.	It	is	worth	knowing	that	Ski	is	used	in	the	main	Android	code.	So,	when	you	try	to	understand	how	a	specific	API	works,	you	can	explore	the	SKI	source	to	understand	deeper.	The	canvas	coordinate	system	Android	canvas	coordinate	system	begins	in	the	upper	left	corner,	where	[0.0]
means	that	point.	The	Y	axis	is	positive	and	the	x	axis	is	positive	to	the	right.	

All	elements	drawn	on	the	canvas	are	arranged	for	the	point	[0.0].	When	you	work	with	a	canvas,	you	work	with	PX	instead	of	DP,	so	all	methods	such	as	translation	or	size	change	will	be	made	in	pixels.	This	means	that	you	need	to	rewrite	all	the	DP	values	of	PX	before	calling	canvas	operations.	

As	a	result,	your	drawing	will	be	consistent	in	different	devices	with	different	pixels	density.	Pre	-painted	elements	on	the	canvas	will	be	used	in	the	drawing	teams.	The	last	drawing	team	will	be	the	highest	element	drawn	on	the	canvas.	belongs	toTo	make	sure	that	your	items	are	correct	(you	also	want	to	use	some	of	the	layout	mechanisms	of	this
provision,	such	as	Linearlayout).	How	can	I	use	the	canvas?	You	need	four	things:	a	small	card	or	take	a	look	at	the	pixel	on	which	the	canvas	is	drawn.	Painting	to	describe	how	to	draw	teams.	

If	you	access	Canvas	to	get	a	Canvas	case,	you	need	to	create	a	class	that	is	sufficient	from	a	perspective.	In	this	way,	you	can	then	rewrite	the	Ondraw	method	with	a	canvas	as	a	parameter.	You	can	then	insert	this	XML	layout	view,	then	automatically	activate	the	Ondraw	method.	The	Canvas-Controlled	object	program	and	creates	a	code	like	them
that	each	canvas	software	is	drawn	without	sight	and	is	not	fired	by	the	hardware.	This	can	influence	the	appearance	of	certain	drawing	controls.	For	example,	some	teams	simply	do	not	support	the	reproduction	of	equipment	or	are	only	supported	by	a	certain	level	of	API.	More	information	on	the	differences	between	hardware	reproduction	and



software	to	create	this	message.	What	can	I	draw	the	screen?	There	are	many	different	things	on	which	you	can	count	on	a	canvas.	One	of	the	most	common	drawing	processes	is	the	drawing	of	a	bit	(image)	card	on	the	screen.	The	method	is	called	a	low	title	and	occupies	a	Bit	card	object	which	is	loaded	either	with	built	Android	mechanisms	or	a
push.	
The	second	parameter	allows	us	to	pass	the	BitMapa	section	that	you	want	to	represent	in	the	Bitmap	part.	The	whole	bit	card	is	reproduced	when	zero	goes	out.	The	third	parameter	is	the	false	rectal,	that	the	bitcapping	scale	and	the	translation	you	want	to	draw	on	the	screen.The	RectF	object	you	pass	to	drawBitmap	is	scaled	to	the	correct	aspect
ratio,	otherwise	your	output	may	be	stretched.	You	have	to	be	careful	with	this	as	it	can	stretch	the	bitmap	quite	easily	as	the	canvas	calls	don't	take	into	account	the	aspect	ratio	of	the	provided	image.	You	must	ensure	that	the	completed	line	has	the	correct	scale.	The	fourth	parameter	is	the	color	object,	we	will	see	the	purpose	of	this	parameter
shortly.	
There	are	many	other	canvas	drawing	techniques	that	can	give	you	great	views.	
We	won't	cover	them	all	here,	but	here	are	two	more	examples	of	drawing	methods	in	the	Canvas	class:	To	draw	a	circle	in	a	view,	give	it	an	x,	y	center,	its	size,	and	a	color	object.	Next	comes	the	drawRect()	method.	A	rectangle	is	drawn	on	the	screen:	This	is	not	a	complete	list	of	drawing	techniques,	just	a	small	selection	to	help	you	become	familiar
with	the	concepts.	Feel	free	to	browse	the	Canvas	documentation	for	a	complete	list	of	all	methods.	Painting	ð¨In	my	opinion,	the	Painting	class	is	probably	the	most	interesting	graphics	class,	that's	why	it's	my	favorite.	The	Paint	object	can	do	a	lot	to	make	your	drawing	activities	shine.	â¨The	Paint	class	usually	contains	color	and	style	information.
The	Paint	object	is	then	used	to	draw	objects	(i.e.	bitmaps,	text,	paths,	etc.)	onto	the	canvas.	Creating	a	Paint	object:	This	object	must	be	created	before	using	it	in	Canvas#onDraw().	It	is	not	recommended	to	create	it	in	onDraw()	because	you	should	not	do	any	object	allocation	in	this	method.	Advice.	Use	the	isAntiAlias	​​flag	to	make	sure	the	drawing
has	smooth	edges.	The	IsAntiAlias	​​flag	is	quite	important.	If	you	are	drawing	objects	on	the	canvas	and	notice	that	the	edges	of	the	objects	have	jagged	edges,	this	flag	may	not	be	set	to	true.	This	parameter	specifies	the	color	to	align	the	edges	of	the	drawn	objectCanvas.	In	addition	to	these	three	properties,	the	Color	class	offers	many	other	things
that	you	can	do	with	it.	For	example,	you	can	also	determine	the	features	of	text,	such	as	font,	letters	(Kerning)	and	Textsize.	
Tip:	Check	if	API	Canvas/Paint	works	in	various	versions	of	the	API.	More	information	can	be	found	on	this	website.	It	is	worth	noting	that	the	Color#Setshadowlayer	()	method	does	not	work	consistently	at	various	API	levels	and	drawing	commands.	It	works	when	drawing	text	on	the	canvas,	but	the	use	of	shade	for	other	commands,	such	as
Drawbitmap,	does	not	give	the	same	results	at	the	API	level.	The	reason	for	the	non	-compliance	of	API	levels	is	that	API	Canvas	is	associated	with	the	Android	platform	and	is	therefore	not	updated	until	the	operating	system	is	refreshed.	See	this	page	for	more	information	about	which	API	interfaces	are	available	in	individual	android	versions.	After
creating	a	color	object,	pass	it	on	to	Canvas#Draw*()	and	the	drawing	will	receive	your	functions.	told	in	color.	In	subsequent	articles	we	will	discuss	other	elements	of	work	with	canvas	and	Android	drawing.	Do	not	forget	to	subscribe	to	the	update	and	follow	me	on	Twitter	to	get	more	tips.	If	you	want	to	follow	this	content,	don't	forget	to	check	my
Mobile	Matters	London	report	to	read	the	summary	of	this	content.	
It	should	be	noted	that	the	documentation	recommends	using	layout	instead	of	Canvas.drawtext	directly.	My	full	answer	about	the	use	of	the	static	system	is	here,	but	I	will	sum	up.	String	text	=	"This	is	a	small	text.";	Textpaint	textpaint	=	new	textpaint	();	Textpaint.settental	(True);	textpaint.ettextsize	(16	*	getsources	().	Getdisplaymetrics	().
Density);	Textpaint.setcolor	(0xFF000000);	consumption	=	(int)	textpaint.measuretext	(text);	Staticlayout	staticlayout	=	new	staticlayout	(text,	textpaint,	(int)	width,1.0f,	0,	false);	staticlayout.Draw(canvas);	Here's	a	more	detailed	example	in	the	context	of	user	representation:	public	class	MyView	extends	View	{	String	mtext	=	"This	is	some	kind	of
text";	Textpain	MTextPant;	StaticLayout	MStaticLayout;	//	Using	this	designer	if	you	create	a	MyView	public	MyView	(	Context	context	)	{	super	(	context	);	initLabelView	();	}	//	This	designer	is	used	when	created	by	XML	public	MyView	(	Context	context	,	atritttttttttt	)	{	super	(	context	,	ATRS	);	initLabelView	();	}	private	void	Intelligence	()	{
mTextPain	=	new	TextPain	();	mTextpain.setennial(true);	mTextpaint.setextize(16	*	getResource().getDisplayMetrics().Denture);	mTextpaint.setcolor	(0xff000000);	//	by	default,	single	line	line	int	width	=	(int)	mTextpiant.mesuretext(mtext);	MStaticLaout	=	new	staticLayout(mText,	mTextpant(int)	width,	matca.	//	New	alternate	bits	//	//
StatoticPlayout.Builder	Builder	=	StatoticLayout.builder.Obtain(mtext,	0,	mtext.leget(),	mTextpant	(.setAlignment	(layut.aligmel)	setut.lignment.align_orign_ormal)	1.	All	passed	requirements	(measurements).	//	Specifies	the	width	of	the	intrfo;	int	widthMode	=	Esperspec.getMode	(widthmesurSpec);	inthidThereMirement	=	semerspec.getSize
(widthmeepurspec);	if	(	Tribe	==	Careful	to	specify	measure)	{	width	=	=	=	=	merging	from	width;	}	else	{	width	=	mStaticplayout.getwidth	()	+	getPadding	()	+	getPaddingRight	();	if	(widthmodes	==	semerspec.at_ost)	{	if	(width>	widRequirement)	{	widRequirement;	//	too	long	too	long	string	then	go	as	false	Multistratto	=	new
StraticLayout(MTEXT,	MTE	Xtpant,	width,	layout.alcenement.alignm.align_normal,	1.0f,	0,	false);	}}	//	specifies	int	height;height	=	measure	pec.getMode(ottoMeasurrepec);	IntWymosis	=	Specs.	if	(tribe	==	speciesMeasurement)	{	height	=	heightRequirement;	}	Else	{	eHeight	=	mStaticLayout.geheight()	+	getPaddingTop()	+	getPaddingBottom();	if
(Tribe	==	Setification.at_ost)	{	height	=	math.min(height,	requirement);	}}	//	Required	call:	set	width	and	height	setMeasuredDimension(width,	height);	}	@Verride	Protected	void	onDraw(canvas	canvas)	{	super.ondraw(canvas);	//do	as	little	as	possible	ondraw	internally	to	improve	performance	//draw	text	on	canvas	after	adjustment	canvas
fill.save();	canvas.Translate(getPaddingLeft(),	getPaddingTop());	mStaticlayout.Draw(canvas);	canvas.restore();	}}}


