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2 Foungdue is the strongest with 15 units
Foungdue Duefong
Sword 25 5

Heart 45 10
Mouse 5 3

Runes 3 6

4 Sinon is the strongest with 58 units
Umaru Uraraka Sinon
Kucing

Cute 15 36
Ganer 10 6

Hand 5 699
Shizuka 64 56

Gun 11 57
Gale 12 1

Nail 8 6
Malay 6 9999.3

3 Sam is the strongest with 11187 units
Nina Liam Sam
Lance 8 2297
Claymore 6 9396
Katana 9 5822
Crossbow 35 3000
Katana 72 4923
Mace 92 6264
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#tinclude<iostream>

class Item {

private:
std::string _name;
int _durability;
float _dmg;
bool PLEASE_FILL_CONDITION_HERE = true;
public:
std::string GetName() {
return _name;
}
void SetName(std::string name) {
_name = name;
}
int GetDurability() {
return _durability;
}
void SetDurability(int durability) {
_durability = durability;
}
float GetDamage() {
return _dmg;
}
void SetDamage(int damage) {
_dmg = damage;
}
Item() : _name( "null"), _durability(e), _dmg(o.of) {}
Item(std::string name, int durability, float dmg)
: _name(name), _durability(durability), _dmg(dmg)

g

class Character {
private:
std::string charName;
float playerDamage = 0.0f;

Item inventory[2];

size_t _capltem



https://pastebin.com/raw/Cu4Sn56Z

void CalculateDamage() {
playerDamage = 0.0f;

for (size_t i = 0; 1 < _capItem; i++) {

bool PLEASE_FILL_CONDITION_HERE = false;
public:
bool AddItem(Item item) {
if (_capItem > 2)
throw std::bad_alloc();

if (PLEASE_FILL_CONDITION_HERE) {
inventory[_capItem] = item;

_capItem++;

CalculateDamage();

return true;

bool RemoveItem() {
if (_capItem = 0)
throw std::bad_alloc();

_capItem—-;
inventory[_capItem] = Item();
CalculateDamage();

return true;

float GetDamage() {

return playerDamage;

std::string GetName() {

return charName;

bool operator<(const Characters other) {

return (this—playerDamage < other.playerDamage) ? true :

bool operator>(const Character§ other) {

return (this—playerDamage > other.playerDamage) ? true :

false;




Character() : charName( "null"), playerDamage(0.0f), _capItem(2) {}

Character(std::string name): charName(name), playerDamage(@.0f), _capItem(@) {}

}
using namespace std;

int main() {
int charCount = 0;
cin > charCount;
Character characters[charCount];
for (int i = 0; i < charCount; i++) {

string characterName; cin >> characterName;

characters[i] = Character(characterName);

for (int i = 0; i < charCount; i++) {

for (int j=0; j<2; j+) {

Item item(itemName, durability, damage);

characters[i].AddItem(item);

int maxIdx = 0;

for (int i=0; i<charCount; i++) {

return 0;




