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The ENACTEST project aims to create coherent and timely 

teaching materials for testing, taking into account both 

industry needs and students’ cognitive models in order to 

improve students’ learning performance while reducing 
industry’s training needs for testing.

Industry –Academia Gap

Capsule: GIPPPY

ENACTEST project

Programming courses are essential for developing 

computational thinking skills. However, the complexity 

of programming concepts can lead to student 

demotivation. To address this, educators use 

gamification, presenting programming and testing 

challenges in a game format to make learning more 

engaging and interactive.

GIPPPY (Game for Introductory Programming 

Practice in Python) is a gamified online game for the 

early introduction of testing for first-time programmers.

Objectives of the capsule: 

✓ Facilitate the first steps of students in programming 

and motivate their interest in problem solving

✓ Interactively introduce the syntax of Python by writing 

programs and test cases

✓ Explain the basic concepts of testing and test cases, 

including test IDs, sequence of actions, and test oracles
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