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The goal of the project is to implement a simple Parts inventory
program for a hardware business. The functionality of this program wil
be limited. The program will perform the following tasks:

1. It will open an existing file containing the inventory. The
inventory is stored as aset of records, Each record consists of
four fields - Name of the Part, its ID, Quantity in stock and its
Price.

2. It will display amenu of the functions available. The menu will
ook like this:
1. Find apart
2. Show inventory
99. Quit

#ake a selection:

3. The user candisplay the inventory or find a part. As you can see,
the functionality of the applicaftion is limited.

4. If the user selects item 2, the application will display the
inventory as shown below:

1. Find apart
2. Show inventory
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#ake a selection: 2

Current Tnventory.

Name  ID  Quantity Price

Hammer 100 10 595
Nails 101 100 010
Screwbriver 102 25 295

5. If the user selects item 1, the application will prompt the user

for the name of the part to lookup. Here's the dialogue to find a
part,

1. Find apart
2. Show invertory
99. Quit

#hake aselection: 1

Enter Part Name: Hammer

Name  Ib  Quantity Price

Hammer 100 10 595

1. Find apart
2. Show invertory
99. Quit

#hake a selection: 1
Enter Part Name: Drill

Part Drill not found,

6. The application exits when the user selects the value 99.

Implementation

The program will be object oriented, meaning the parts in the inventory
are all objects. Examples of such objects are hammer, wrench, screw
driver, nail, drill efc.
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APart has the following attributes:

Name (type string),

D (type integer),
Quantity (type integer),
Price (type double)

Define a C++ class, called Part, to represent a hardware part. A part is

anobject. The class has constructors, a destructor, a copy
constructor, the usual get and set functions, and the overloaded
stream output operator <

Parts are stored in a file as a set of records. Each record consists of
the aforementioned four attributes. The Part is not stored as an

object but as a sequence of items in the same order as they appear in
the object. A Record appears as shown below

Hame [ ay | price

The application never reads the inventory from the file every time it

needs to look up apart or display the inventory. That means the
inventory has to be stored in main memory. The first thing the
application does, before displaying the menu, is to prompt and read the
file name, open the file, read the individual data items from the file
using the input file stream handle, and finally creates a Part object
using the data just read in a loop, as shown here:

Pare * parestn: /7 Array of pointers fo Part objects. N=100
ifstrean is:

is.open (filenane) ;
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is > name; // first part

vhile (is) ¢

7/ read id, qoy, price
parts(i] = nev Part (name, id, gry, price);

is >> name; //next part
)

When the loop ends, the array parts will contain pointers to all parts in
the file.

The next thing the application does is to display the menu by calling
the displayMenu function. Depending on the user selection, it
processes the request. It calls the showInventory function to display
the inventory by iterating over the parts array. To search an item, it
prompts andreads the name of the part (assume there is no
whitespace in the filename) and calls lookuppart passing the
filename as a parameter. If the part is found in the inventory, the
function displays the part otherwise it says part was not found. Since
the file is never modified, the contents of the parts array will always
match the datain the file.

Test the application and post the display screens as well as the source
code (.cpp file and the Parth file) on Blackboard

Parts that your application will use to query and display the inventory.

Hammer 100 10 595
Nails 101 100 0.0
Screwbriver 102 25 295




