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. .+ Jetpack Compose .

@Composable
fun Greeting() {
var text by remember { mutableStateOf( value: "Ahoj svet!") }
Box { this: BoxScope
Text(text = text, style = MaterialTheme.typography.bodylLarge) .
Button(onClick = { text = "Zmeneny text" }) { this:RowScope
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall)




® Q

. .+ Jetpack Composeé .

1 <?xml version="1.0" encoding="utf-&"?7> .

2 ILinearLaynut §

3 xmlns:android="http://schemas.android.com/apk/res/android" i ° ° . 2

4 android:layout_width="match_parent" 42 @Composable

5 android:layout_height="match_parent"> 43 fun Greeting() {

& <!-- pes/layout/activity_main.xml --> 44 var text by remember { mutableStateOf( value: "Ahoj svet!") }
7 <TextView 45 Text(text = text)

8 android:id="@+id/textView" 46 Button(onClick = { text = "Zmeneny text" }) { this:RowScope
9 android:layout_width="wrap_content" o Text(fext: "Zmenit text:)

16 android:layout_height="wrap_content" & i

11 android:text="Ahoj svet!" /> v -}

12 <Button '

13 android:layovt_width="wrap_content" o 2

14 android:layout_height="wrap_content" .

15 L | android:text="button"/> . )
16 :fLinearLaynutl : ; i

o o w -



Asynchronnost - Dispachers Operatory

o
o
[]

.- Coroutine - Main . - P b el
» StateFlow - 10 - let
» SharedFlow . A ° - apply
- + mUtable [@Composable
_ LiveData° ° ° fun UserProfile(userId: String) {
. . j val userData by rememberCoroutineScope().async { this: CoroutineScope
» LiveData . getUserData(userId)
» MutablelLiveData : }.collectAsState(initial = null)

vserData?.let { user -»>
Text( text: "Meno: ${user.namel}")

}




Téma

- Témy v Jetpack Compose umozfiuju definovat
kor]zistentm,'/ \;izﬁélny styl pre 3C€|l:l apliokéciu.
Téma moze obsahovat farby, typografiu,
tvaoronvanie a'iné dizajnové atributy.

-V Composeasa témy aplikuju deklarativne, o
znamena, ze definujete téqmu na vysookej Grovni
a automaticky sa aplikuje n:a vsetky Ul

komponenty.

@Preview(showBackground = true)
[@Composable
fun GreetingPreview() {
P3Theme {
Greeting(name = "Android")
} L
5

- — L] — -

GreetingPreview

Hello Android!

stringResource(id = R.string.opp_nome)
o | painterResource(id = R.drawable.ic_louncher_foreground)
colorResource(id = R.color.white)




18
19
20
21

private val DarkColorScheme = darkColorScheme(
primary = Purple80O,
secondary = PurpleGrey8a, L
tertiary = Pink86

22 )
23
24 private val LightColorScheme = lightColorScheme(
25 primary = Purple4@,
26 secondary = PurpleGrey48, "
27 tertiary = Pink4@
val MuyShapes = Shapes( | .
small = RoundedCornerShape(4.dp),
medium = RoundedCornerShape(8.dp),
large = RoundedCornerShape(lé.dp) :
)

val Typography = Typography(
bodyLarge = TextStyle(
fontFamily = FontFamily.
fontWeight = FontWeight.
fontSize = 14.sp,
lineHeight = 24.sp,
letterSpacing = 8.5.sp

Y,

titlelLarge = TextStyle(
fontFamily = FontFamily.
fontWeight = FontWeight.
fontSize = 22.sp,
lineHeight = 28.sp,
letterSpacing = B.sp

),

labelSmall = TextStyle(
fontFamily = FontFamily.
fontWeight = FontWeight.
fontSize = 11.sp,
lineHeight = 14.sp,
letterSpacing = 8.5.5p

Default,
Normal,

Default,
Normal,

Default,
Medium,




val colorScheme = when {
dynamicColor && Build.VERSION.SDK_INT >= Buvild.VERSION_CODES.S -> {
val context = LocolContext.current
. if (darkTheme) dynamicDarkColorScheme(context) else dynamiclightColorScheme(context)

darkTheme ->= DarkColorScheme
else -> LightColorScheme

P3Theme() {
. // Poviitie 5tyly 'bodyl’ z vasej typografie na Text komponent
Text(text = "Toto je beZny text", style = MaterialTheme.typography.bodylLarge)
// Pouiitie §tyluv 'h1' na iny Text komponent
Text(text = "Toto je nadpis", style = MaterialTheme.typography.titlelarge)

MaterialTheme(
colorScheme = colorScheme,
typography = Typography,
shapes = MyShapes,
content = content




o
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@Preview(showBackground

true)

GreetingPreview

Zmenit text

4{ @Composable
fun GreetingPreview() {
Greeting()
is
@Preview(showBackground = true)

@Composable
fun GreetingPreview() {
P3Theme o
Greeting()




@Composable
fun Greeting() {
var text by remember { mutaobleStateOf( value: "Ahoj svet!") }
Column { this: ColumnScope
Text(text = text, style = MaterialTheme.typography.bodylLarge)
Button(onClick = { text = "Zmeneny text" }) { this: RowScope
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall)

GreetingPreview

Ahoj svet!

Zmenit text




@AComposable
= fun Greeting() {
var text by remember { mutableStoteOf( value: "Ahoj svet!") } . .

Row { this: RowScope
Text(text = text, style MaterialTheme.typography.titleSmall)
Button(onClick = { text = "Zmeneny text" }) { this: RowScope <
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall)

GreetingPreview

; . “ : Ahoj svet!

Zmenit text







@Composable
fun SimplelazyColumn() { °
val itemlList = listOf("PoloZka 1", "PoloZka 2", "Poloika 3")
LazyColumn { this:LazylistScope
items(itemList) { this: LazyltemScope item ->

Text(text = item)

@Composable
fun LazyColumnWithIndex() {
val itemList = 1listOf("Polozka 1", "Polozka 2", "Poloika 3")

LazyColumn { this: LazyListScope
itemsIndexed(itemList) { this: LazyltemScope index, item ->
Text(text = "PoloZka $index: $item")

LazyColumn

= items(

inline fun <T> LazylListScope.items(

| Polozka 1 Polozka 0: Polozka 1/| | ™ fress: ticters
Polozka 2 Polozka 1: Polozka 2 eintine comtentiypes (iton: 1 > amye - € oLt 3,
POIOika 3 PO Oika 2: POIOika 3 ) - crossinline itemContent: @Composable LazyItemScope.(item: T) -» Unit

o 9

° inline fun <T> LazyListSnnpe.ﬁtemsIndexed[
® items: List<T=,
noinline key: ((index: Int, item: T) -> Any)? = null,
crossinline contentType: (index: Int, item: T) -> Any?

- ) = items(

crossinline itemContent: @Composable LazyItemScope.(index: Int, item: T) -» Unit

={ _, _ == null }, ®




@Composable
fun Greeting() {
var text by remember { mutableStateOf( value: "Ahoj svet!") }
Box(Modifier.size(1508.dp)) { this: BoxScope
Column { this: ColumnScope
Text(text = text, style = MaterialTheme.typography.titleSmall)
Button(onClick = { text = "Zmeneny text" }) { this:RowScope
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall)

GreetingPreview

Ahoj svet!

Zmenit text




GreetingPreview

@Composable
fun Greeting() { 1
var text by remember { mutobleStoteOf( value: "Ahoj svet!") } ° AhOj Svet!
° Box(modifier = Modifier.size(158.dp)) { this:BoxScope
4 Column(modifier = Modifier.align(Alignment.Center)) { this: ColumnScope - »
Text(text = text, style = MaterialTheme.typography.titleSmall) Zmenit text
Button(onClick = { text = "Zmeneny text" }) { this: RowScope
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall)




@Composable "
fun Greeting() { . GreetingPreview °
var text by remember { mutableStateOf( wvalue: "Ahoj svet!") }
° Box(modifier = Modifier.size(150.dp)) { this:BoxScope
4 Column(modifier = Modifier.align(Alignment.Center)) { this:ColumnScope A
Text(text = text, style = MaterialTheme.typoagraphy.titleSmall) 1 .
Button(onClick = { text = "Zmeneny text" }) { this:RowScope ’\l‘()j !Eiftit! '
Text( text: "Zmenit text", style = MaterialTheme.typography.bodySmall) of
}
° 4 Zmenit text

- -

r [A"Lignment._bm))_ { this:ColumnScope
d terialTh [v) gottomCenter (androidx.compose.ui) Alignment
d meneny % [¥] BottomEnd (androidx.compose.ui) Alignment ¢
% style 3 [¥] BottomStart (androidx.compose.ui) Alignment
[¥] Center (androidx.compose.ui) Alignment
¢ [¥] CenterEnd (androidx.compose.ui) Alignment
" [¥] CenterStart (androidx.compose.ui) Alignment .

[¥] TopCenter (androidx.compose.ui) Alignment

[¥) TopEnd (androidx.compose.ui) Alignment o .

* [¥] TopStart (androidx.compose.ui) Alignment o 4




@Composable

fun

1 q

Text(

text: String,

modifier: Modifier = Modifier,

color: Color = Color.Unspecified,

fontSize: TextUnit = TextUnit.Unspecified,
fontStyle: FontStyle? = null,

fontWeight: FontWeight? = null,

fontFamily: FontFamily? = null,

letterSpacing: TextUnit = TextUnit.Unspecified,
textDecoration: TextDecoration? = null,
textAlign: TextAlign? = null,

lineHeight: TextUnit = TextUnit.Unspecified,
overflow: TextOverflow = TextOverflow.Clip,
softWrap: Boolean = true,

maxLines: Int Int. MAX_VALUE,

minLines: Int = 1,

onTextlLayout: (TextlLayoutResult) -> Unit = {},
style: TextStyle = LocolTextStyle.current

@Composable
fun Button(
onClick: () -= Unit,
modifier: Modifier = Modifier,
enabled: Boolean = true,
shape: Shape = ButtonDefaults.shape,

colors: ButtonColors = ButtonDefaults.buttonColors(),
elevation: ButtonElevation? = ButtonDefaults.buttonElevation(],

border: BorderStroke? = null,

contentPadding: PaddingValves = ButtonDefaults.ContentPadding,
remember { MutaobleInteractionSource() },

interactionSource: MutableInteractionSource
content: [@Composable RowScope.() -» Unit
1 Ao




@Composable
fun SimpleAnimationExample() {
// Stav, ktory sleduje, éi je box roziireng
var isExpanded by remember { mutobleStoteOf( value: false) }
// Animovand hodnota velkosti, ktord sa meni podlu stavy isExpanded
val size by animateDpAsState(targetValue = if (isExpanded) 2808.dp else 158.dp)
Column { this: ColumnScope
Button(onClick = { isExpanded = !'isExpanded }) { this: RowScope
Text( text: "Animuj")

}
Box(
modifier = Modifier
.5ize(size)
.background(Color.Green)
} o{ this: BoxScope
Greeting(modifier = Modifier.olign(Alignment.Center))

Animuj

Zmenit text

Animuj

Zrnenit text




Fire-and-forget animation function for Dp. This Composable function is overloaded for different
parameter types such as Float, Color, 0ffset, etc. When the provided targetValue is changed, the
animation will run automatically. If there is already an animation in-flight when targetValue changes, the
on-going animation will adjust course to animate towards the new target value.

animateDpAsState returns a State object. The value of the state object will continuously be updated by
the animation until the animation finishes.

Mote, animateDpAsState cannot be canceled/stopped without removing this composable function from

the tree. See Animatable for cancelable animations.

Params: targetValue - Target value of the animation

animationSpec - The animation that will be used to change the value through time. Physics
animation will be used by default.

label - An optional label to differentiate from other animations in Android Studio.
finishedListener - An optional end listener to get notified when the animation is finished.

Returns: A State object, the value of which is updated by animation.
Samples: androidx .compose.animation.core.samples.DpAnimationSample

// Unresolved

@Composable
fun jnimateDpAsState(
targetValue: Dp,
animationSpec: AnimationSpec<Dp> = dpDefoultSpring,
label: S5tring = "DpAnimation",
finishedlListener: ((Dp) -> Unit)? = null
J: State<Dp> {




o

Material Design 3: ) .

° ® @

<

e Znamy aj ako Material You, je najnovsia aktualizdcia dizajnového systému od Google, ktora prinasa personalizaciu,

>

expresivitu a adaptabilitu do popredia.

<

Personalizacia: ) ;

o

e Material You umoZiuje aplikécbiém prisposobit vzhlad a pocit na zaklade pouzivatelskych preferencii a témy

zariadenia, vratane dynamickych farieb, ktoré sa menia podla tapety° pouzivatela.

L]

Expresivita a Adaptabilita: .

e Nové komponenty a $tyly poskytujﬂ vacsiu flexibilitu a umozriuju aplikaciam vyjadrit jedineént znaéku a estetiku,

=3

zatial Co sucasne zabezpecuju pristupnost a koherentnost napriec zariadeniami a platformami.

Nové Komponenty a Funkcie: . : :

o

e Predstavenie novych komponentov, ako su tlacidla s variabilnou Sirkou, karty s lepSim zvyraznenim obsahu a

rozSirené moznosti pre navigacné listy a menu. . i

<



Material Design 3
|

Level 5 Level 2

M2: Shadows applied at all levels M3: Using color instead of
shadows to communicate elevation

A F 3

Label Label

M2: The navigation bar is positioned above page content, as M3: Active states are represented with filled icons and a
indicated by a drop shadow. Filled and regular weight icons contrasting pill-shaped active indicator, while inactive states
indicate active states; regular outline icons indicate inactive are represented with outlined icons. The height of the
states. navigation bar is taller.




o o

Zakladné informacie: a
e Modifier je néastroj v Jetpack Compose, ktory umoziiuje deklarativne pridavat vlastnosti ako velkost,

ohranicenie, padding, maréin, klikatelnost a mnoho dalSich k Composable funkciam. *. o

o
< =

g ° °

Retazenie: .

e Jednou z hlavnych vyhod Moﬂifierje moznost retazenia viacerych modifikdtorov pomocou . syntaxe, ¢o °

3
=3

umoznuje kombinovat viacero vlastnosti v jednej linke kodu.

o
o

o



Text(

text = "Ahoj svet!”,

modifier = Modifier.size(width = 188.dp, height = 58.dp)

=

Box(

modifier = Modifier
.background(Color.Blue)
Jborder(2.dp, Color.Red)
.padding(8.dp)
.shodow(4.dp)

) { this: BoxScope

Text(text = "Stylovany text")

Box(

modifier = Modifier
.padding(1é.dp)
.background(Color.LightGray)
.clickable { /* Akcig po kliknuti */ }

} o{ this: BoxScope

Text(text = "S odsadenim")

Ahoj svet!

S odsadenim




o o

Koﬁzistentné pouzitie: .

e SnaZte se pouzivat Modifier konzistentne v celej aplikacii pre jednotny vzhlad a spravanie Ul.
Retazenie s rozmyslom:

e Hoci Modifier gmoiﬁuje retazenie, je délezité robit to premyslene, aby ste predisli zbytoocv:nej komplexite

a zachovali ¢itatelnost kédu.

° ° °

v

Modifier je mocny nastroj v Jetpack Compose, ktory vam dava velku flexibilitu pri definovani vzhladu a
spravania vaSich UI komponentov. Jeho efektivne vyuZitie mdze vyrazne prispiet k efektivnemu a udrzatelnému

vyvoju aplikacii.



o o

>

remember sa pouZiva na "zapamatanie" hodnoty alebo objektu poéas rekompozicii. To znamena, ze

hodnota uloZend v remember sa nevytvori znova pri kazdej rekompozicii, pokial sa nezmeni zavislost, na

ktorej je remember zaloZené.

o
o

<
o
® L

Pouzitie: , c

- o Typicky sa pouZiva na uchovavanie stavu Ul komponentov, ako su text vstupného pola, pozicia skrolovania

alebo akykolvek iny stav, ktory by mal byt zachovany medzi rekompoziciami.

o

o
o



<

Optimalizicia vykonu: o o . :

e remember pomdha optimalizovat vykon tym, Ze zn|2u1e potrebu opatovneho vytvarania objektov alebo

vypoctov pri kaZdej rekompozicii.

Z avislosti:

o

e Hodnotav remember sa resetuje len vtedy, ak sa zmenia zaV|sIost| ktoré su JEJ sucastou Mozete

explicitne urcit zavislosti pomocou r‘emember‘(keyl key2, . ) { ..« }.

° °

., Bezpecnost' o ° ; ) °
o KedZe remember uchovava déta len pocas Zivotného cyklu Composable funkcie, mali by ste byt opatrni

pri‘uchovavani citlivych alebo velkych dat, ktoré by mohli ovplyvnit vykon alebo bezpeénost.



o o o o e [
a ©
o L] ® < L J
@Composable B
" fun RememberExample() {
' . // PouZitie remember na uchovanie stavu textového pola .
E ] val textState = remember { mutobleStote0f( value: "") } . N
N Column { this:ColumnScope 2
TextField(
° value = textState.value, .
Y g ° onValuveChange = { textState.value = it },
. . label = { Text( text "Zadajte text") } ' ' . 5
' )
° Button( . . .
: onClick = { /* Akcig, ktord méZe spisobif rekompoziciy */ }
J { this: RowScope ~
o Text( text: "Kliknite")
e
° } g
}
i3
o o ®



rememberSaveable je funkcia v Jetpack Compose, ktora rozsiruje koncept remember tym, Ze umoznuje

uchovavat stav cez procesové hranice, ako su napriklad rekonfiguracie obrazovky pri otoCeni zariadenia. Tato
funkcia je obzvlast uzitocna na uchovavanie malych kuskov dat, ako su uzZivatelské vstupy alebo vybery, ktoré

by mali byt zachované aj po zmendch konfiguracie alebo po redtarte aktivit.

PouZitie rememberSaveable pre data, ktore by mali byt zachované pri rekonfiguracii alebo restarte Ul, ako
sU uzivatel'ské vstupy alebo vybery. " e T
Vhodné pre uchovdavanie malych kuskov dat; pre velké objekty alebo komplexné stavy by ste mali zva2|t iné

rieSenia, ako su Vlewl\/lodely alebo databazy

rememberSaveable je mocny néstroj na zlep3enie uzivatelskej skusenosti tym, ze zabezpecuje kontinuitu

- uzivatelského rozhrania naprie¢ zmenami konfiguracie, ¢im sa znizuje frustracia uzivatelov zo straty dat.



[@Composable
fun RememberSaveableExample() {
// Pouzitie remembersSaveable na uychovanie stavy
// textového pola cez rekonfigurdcie
val textState = rememberSaveable { mutableStateOf( value: "") }

TextField(
value = textState.value,
onvaluveChange = { textState.valve = it },
label = { Text( text: "Zadajte text") }




o o

>

remember uchovava data len pocas Zivotného cyklu aktualnej kompozme Ak sa aktivita aIebo fragment
restartuje (naprlklad pri otocem zariadenia), stav uchovany pomocou remember sa strati a bude re-

|n|C|aI|zovany

-

g ° °
o
°

<

rememberSaveable uchovava data cez reStarty aktivit alebo fragmentov tym, ze automatlcky uklada stav

<>

~do Bundle a obnovuje ho po. rekonflguracu rememberSaveable pouziva internd Ioglku na serlallzaC|u a

deserializaciu stavu aby bol stav zachovany aj po zmene konﬂguraue



Aktivita — Vytvorenie aktivity

~ [ kotlin+java ) L .
~ s MainActivity : AppCompatActivit
- [=] fi.paradox.p2

(T Mai
- [2] fi.para
((:Exa
» [ fi.para
java (ge
* C2res
C2res (ger
&7 Gradle Scripi
£2 build.grad
£2 build.grad

= proguard-

{21 local.prop
&2 settings.¢

New

Add C++ to Module

< Cut
= Copy

Copy Path/Reference...

E| Paste

Find Usages
Analyze

Refactor
Bookmarks

Reformat Code
Optimize Imports
Delete...

Override File Type

Run 'MainActivity'
Debug ‘MainActivity"

(©) Java Class
[£ Kotlin Class/File

<[> Android Resource File

[0 Android Resource Directory
[0 Sample Data Directory

= File

=® Scratch File

[E] Package

= Image Asset

= Vector Asset
2 CMakelLists.txt

Activity
Fragment
Folder
Service
UiComponent

Automotive

private val guotes =

override fun onCreate(savedInsta

= Gallery...

8 Android TV Blank Views Activity
8 Basic Views Activity

B Bottom Navigation Views Activity
8 Empty Views Activity

B Fragment + ViewModel




<application
android:allowBackup="true"
android:icon="{@mipmap/ic_launcher"
android:label="P2"
android:roundIcon="(@mipmap/ic_launcher_round"
android:supportsRtl="true"
android:theme="@style,/Theme. P"
tools:targetApi="31">
<activity
android:name=".MainActivity"
android:exported="true"
android:label="P2"
android:theme="@style/Theme.P">
<intent-filter:>
<action android:name="android.intent.action.MAIN" />

<category android :name:landrnid.intent .category. LAUHEHEF' f>
<fintent-filter=>
<factivity=

<activity android:name=".MainActivity2"/>
<fapplication=>




< S * val intent = Intent( packageContext: this, MainActivity2::class.java) -
. °. 5 ’ F startActivity(intent)
- implicitne o o :
. B class MainActivity2 : AppCompatActivity() I z i
2 companion object { '
o . fun startActivity(context: Context) o
° x g * > . val intent = Intent(context, MainActivity2::class.java)
o ° context.startActivity(intent)
' ¥
N ° N h .
explicitne '
o fun openUri(context: Context) {
e . val intent = Intent(Intent.ACTION_VIEW, Uri.parse( uriString: "https://www.example.com"))
N context.startActivity(intent)
} .



Primitivne typy a ich pole:

fun startActivity(context: Context, detailld: String) {
val intent = Intent(context, MainActivity2::class.java)

putExtra(String name, boolean value)

. == 1 intent.putExtra(KEY, detailld)
pUtEXtPa(Strlng°nameJ byte Value) context.startActivity(intent)

putExtra(String name, char value)

o

putExtra(String name, short. value)

override fun onCreate(savedInstanceState: Bundle?) {

putExtPa(StPing-name, int Value) super.onCreate (savedInstanceState)
val detailld = intent.getStringExtra(KEY)

°putExtr‘a(étr‘ing name, .long value)

putExtra(String name, float value)
putExtra(String name, double value)

A'ich pole ekvivalenty, napriklad: putExtra(Strlng name, Boolean[] value), putExtra(String
name, int[] value), atd. .



Specialne typy:

putExtra(String name, Bundle value)

. pre Bundle, ktory moze obsahovat zloZitejSie datové Struktury.

putExtra(String name, Parcelable value) o
. pre objekty, ktoré implementuju Parcelable rozhranie, umoZiiujuce komplexnejéie objekty byt prenddané

medzi komponentami.

putExtra(Strmg name, Serializable value)
e pre obJekty, ktoré implementuju Serializable rozhranie, hOCI pouzitie Serializable je menej efektlvne ako

Parcelable.



val resultLauncher = registerForActivityResult(ActivityResultContracts.StartActivityForResult()) { resuvlt -=» -

if (resuvlt.resultCode == Activity.RESULT_OK) 4 <
// Spracovanie visledku . : ]
val data:Intent? = result.data
° val resultValue = data?.getStringExtra( name: "resultKey") .
5 . .
+ .
¥ ) g ® = val intent = Intent( packageContext: this, MainActivity2::class.java)
o B resultLauncher.launch(intent) o .
/i ukonéenie MainActivity2
¢ ) r val returnIntent = Intent()
Y returnIntent.putExtra( name: "resultKey", value: "resultValue")
o setResult(Activity .RESULT_OK, returnIntent)
Y finish() °



Compose : https://www.jetpackcompose.net/themes-in-jetpack-compose

Manage state in Jetpack Compose: https://developer.android.com/ietpack/compose/state

Activities : https://developer.android.com/guide/components/activities/intro-activities

Animations in Jetpack Compose: https://developer.android.com/ietﬁack/compose/animatioh

MATERIAL DESIGN 3 : https://m3.material.io/



https://www.jetpackcompose.net/themes-in-jetpack-compose
https://developer.android.com/jetpack/compose/state
https://developer.android.com/guide/components/activities/intro-activities
https://developer.android.com/jetpack/compose/animation
https://m3.material.io/

« Coroutines sa spustaju v tzv. "scopes", ktoré

urcuju kontext, v ktorom korutina beZi.
Naj¢astejSie pouZivané su GIobaI°Scop§e,
lifecycleScope (pre aktivity a fragmenty) a

viewMO’deIScége (pre ViewModel). .

°

(=)

=

-

lifecycleScope.launch(Dispatchers.I0) { this: CoroutineScope

// Vykonajte asynchronnu operdciu
val data = fetchData()

// Aktualizujte UI s novymi ddtami
viState.vupdate { currentState ->

currentState.copy(/+ oktualizované ddta +/)

}




ViewModel je kompon:enta architektury Android, ktora je
navrhnutd na uchovavanie a spravu Ul-suvislych dat v

' ivotnom cykle, ktory je dlhsi ako Zivotny cyklus aktivity
alebo fragmentu. | : : h

class MyViewModel

: ViewModel() {

private val _uiState = MutableStateFlow(/+ iniciolizdcig stovu */)

val viState: StateFlow</# tuyp stovu #/> = _uviState.asStateFlow()
fun fetchData() {
viewModelScope.lounch(Dispatchers.I0) { this: CoroutineScope
val data = fetchData()
_uiState.update { currentState ->
currentState.copy(/+ aktualizované ddta #*/)

implementation -"org.jetbrains.kotlinx:kotlinx—coroutines-
core:1.3.9" »

implementation "org.jetbrains.kotlinx:kotlinx-coroutines-
android:1.3.9" ' .

suspend fun fetchData(): Data {
// Simuldcio dlhotrvojucej operdcie
delay( timeMillis: 1880)
return Data( value: "data") -

suspend funkcie su zakladnym stavebnym kameriom korutin a umoznuju
asynchréonne operacie bez blokovania vlakna.

e Sprdava chyb v korutinach méze byt realizovana pomocou try-catch blokov alebo
Struktur ako CoroutineExceptionHandler. .

ViewModel je komponenta architektury Android, ktord pomaha spravovat Ul-

ot . suvislé data v kontexte zivotného cyklu aktivity alebo fragmentu.



// Ziskanie initancie ViewModelu
val myViewModel = ViewModelProvider( owner: this).get(MyViewModel::class.jova)

LiveData ° ML : StateFlow

©

u

o myViewModel.uiState.observe(this) { yiState -> I val viState = minewHudel.uiState.cnllectAsState[]I
// Aktuaglizujte vase Views podlao novej hodnoty viState . . . S

<
® <

lifecycleScope.lavnchiWhenStarted { this: CoroutineScope B
myViewModel.viState.collect { viState -=>

// Aktuglizujte vaSe Views podlao novej hodnoty uiState .
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