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Overview

In this assignment, you will revisit the Paint program from Module Six. Your original program calculated the amount of paint needed, but depending
on the height and width, that value could be a long decimal. Your program will better suit the needs of the user if it can calculate the number of
cans needed as an integer value. For example, given that 1 gallon = 1 can of paint, we might expect the Paint program from Module Six to output:

Paint needed: 2.142857142857143 gallons
Cans needed: 3.0 can(s)

You might at first think that you could just cast the gallonsPaintNeeded variable from a double to an integer type. However, that would merely
truncate the decimal portion of the value, resulting in an underestimate of the number of cans needed. Rounding would also result in an
underestimate. So, the computational problem you are faced with is to calculate the number of cans and then round up to the nearest whole
number.

Instead of writing the code to do this from scratch, you will search through the Java AP documentation to find an existing method that can take a
double and round it up to the nearest whole number. This assignment will help you become more familiar with navigating the Java API
documentation, a useful skill for Java programmers. With over 4,000 Java classes, being able to navigate through Java documentation will help
make your programming efforts more efficient.

Prompt

For this assignment, you will complete the Paint program by adding code that calculates the number of cans of paint needed to paint a wall, given
its height and width. The following table shows four different test cases with sample input and output values that your completed program will
need to handle.
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Input: Input: Input: Input:
30 7.5 20 25.4
25 22.8 35 21.6
Output: Output: Output: Output:

Paint needed:
2.142857142857143
gallons
Cans needed: 3.0
can(s)

Paint needed:
0.48857142857142855
gallons

Cans needed: 1.0
can(s)

Paint needed: 2.0

gallons
Cans needed:
can(s)

2.

[}

Paint needed:
1.5675428571428571
gallons

Cans needed: 2.0
can(s)
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1. First, you will select a method that appropriately handles all of the included test cases by consulting the official Java documentation for the

Math class. Use the following tips to help you navigate the documentation:
o Scroll to the Method Summary section of the Math class and review the methods and their descriptions. Look for amethod that will help

you round a value up to the nearest integer.
o If a method looks promising, click on its name to see a more detailed description. Pay special attention to the argument(s) and the data

type of the return value.
o Based on your review, select one or more methods from the Math class to use in your program.

2. Open the Virtual Lab by clicking on the link in the Virtual Lab Access module. Then open your IDE and upload the Paint2.zip folder. Review
the code for the Paint2.java class, looking for the comment //Complete this code block. Here, you will implement your selected method
so that your program meets the required functionality. The program should do the following:

o Calculate the number of paint cans needed to paint the wall.
o Round up to the nearest integer. Use the test cases to check your work.
o Output the number of cans needed for the user.

TIP: When implementing your selected method from the Math class, use the syntax Math.methodname(). For example, if you decided to use
the absolute value method, you would write the following code: Math.abs().

Guidelines for Submission
Submit your completed Paint2.java file. Use the Downloading Files from Eclipse Tutorial to help you download the file for your submission.
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Module Seven Assignment Rubric

Criteria Proficient (100%) Needs Improvement (75%) Not Evident (0%) Value
Method Selection | Selects a method that Meets some “Proficient” Does not attempt criterion 65
appropriately handles all test | criteria but with errors, such as
cases not handling all test cases
Method Implements the selected Meets some “Proficient” Does not attempt criterion 35
Implementation | method so that the program | criteria, but with errors or
meets the required omissions
functionality
Total: | 100%





