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C++ v |

1 #includ

2 #include
#include

4 #include

. |» nGame planet is being attacked by slimy insectoid aliens

ou can implement the pseudo-code provided in the statement,

{
19 string enemy_1; name of enemy 1
20 cin >> enemy_1; cin.ignore();

int dist_1; // d

ce to enemy 1

cin »> dist_1; cin.ignore()
string enemy_2; // name of enemy 2
Tha Gnal cin >> enemy_2; cin.ignore();
2 int dist_2; // d enemy 2
Console output Game inform v - | cin >> dist 2: cin
Standard Output Stream: Test cases Actions
nan of the enemy
Game information:
« SuBMIT

Standard Output Stream:

Game informatiol
F Y

Laalll b llal)

string enemyl; // name of
cin >> enemyl; cin.ignore();
int distl; // distance to enemy 1
cin >> distl; cin.ignore();
U string enemy2; // name
15 cin >> enemy2; cin.ignore();
int dist2; // distance to enemy 2
cin >> dist2; cin.ignore();

enemy 2

Write an action using cout. DON'T FORGET THE "<< endl

Enter the code here

1f (distl < dist2) {

cout << enemyl << endl;
PH] } else {
cout << enemy? << endl;

Tha Gaal

Console output Game inform.
Test cases Actions
Standard Output Stream:
1 tbot

Game information: s u nt 8 > PL E E P PLAY ALL TESTCASES
Hitbot has been t E

angerDart
« SUBMIT

Standard Output Stream:

> DangerDart

Game information:

15/15

ed the threat

Laalll (B ) 56 s aaf g (V) JS&
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The Effect of Using Gamification in Learning Programming

for Industrial Technical Education Students

Abstract

The aim of the current research is to measure the effect of using gamification in
learning programming for industrial technical education students. The research
sample was divided into two groups, control and experimental group, with (30)
students for each group. The current research relied on the descriptive approach
to identify the problems facing computer students in industrial technical
education and the semi-experimental approach to measure the impact of applying
the use of gamification on the development of knowledge and programming
learning skills among computer students in industrial technical education. The
control and experimental groups in the knowledge and skills of students related
to programming in favor of the experimental group, and the results revealed that
there is a positive effect of using gamification in the industrial technical education
students’ learning of programming, and in light of the results, the researcher
recommends the need to use gamification in teaching various industrial technical

education courses for what this can achieve of benefits.
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