
P O K E M O N  T O P  T R U M P S
-  A  P Y T H O N  P R O J E C T

P R E S E N T E D  B Y  E M I L Y  K N O X - C L I F T O N ,  B E C K S  S T U N E L L  A N D  R O M Y  T A Y L O R



R E Q U I R E D  T A S K S

Generate a random number between 1 and 151 to use as
the Pokemon ID number

1.

Using the Pokemon API get a Pokemon based on its ID
number

2.

Create a dictionary that contains the returned
Pokemon's name, id, height and weight
(★https://pokeapi.co/ )

3.

Get a random Pokemon for the player and another for
their opponent

4.

Ask the user which stat they want to use (id, height or
weight)

5.

Compare the player's and opponent's Pokemon on the
chosen stat to decide who wins

6.

These are the required tasks for this project. You should aim to complete these tasks before
adding your own ideas to the project.



Our Pokemon Top Trumps game utilises the PokeAPI to fetch information
about Pokémon in the database. 

The main game loop prompts the player to choose between different
game modes (Normal Mode, Difficult Mode, or Exit). 

In each round, the player is presented with a randomly chosen 
Pokémon and prompted to choose a stat (ID, height, or weight) to
compare with a randomly generated opponent Pokémon.

The winner of each round is determined by comparing the chosen stats,
and the game continues for three rounds. 

P R O J E C T  O V E R V I E W



M o S C o W

Generate a random number
between 1 and 151 to use as the
Pokemon ID number
Use the Pokemon API to receive a
character based on its ID number
Get a random character for the
player and another for the
opponent.
Ask the player which stat they
want to use.
Compare the player and
opponent’s stats.
Declare a winner.

 Must

Should Could
Check that the randomly chosen
characters are not duplicated.
Be able to handle cases where the
API request fails, the users puts
an invalid input, or unexpected
issue occurs
Work out what to do if data is
missing from the stats.

Allow the opponent to choose a
stat that they would like to
compare, every other round
Implement different levels of
difficulty. In easy mode, the player
has more information about the
opponent’s Pokemon character
before choosing a stat. If it’s hard
mode, you can’t see what has
been drawn.
Create a multiplayer mode where
two players can compete against
each other.

Could
Assign numerical data (for
comparison) to non-numerical
data. 
Include images.
Play multiple rounds on top
trumps and tally up a score. Best
of 3 wins.
Create a leaderboard.

Won’t
Use all types of data in the API
(due to some statistics being
impossible to rank effectively.
Allow you to type in other data not
listed in the card stats.



H A R R Y  P O T T E R ?
During development we explored the option of
using the Harry Potter API instead.
The decision not to use this API was based on the lack of directly
comparable statistics beyond date of birth and wand length. While
we could have assigned integers to non-numerical data to aid
comparison, this would have been arbitrary.

Gryffindor = 1
Ravenclaw = 2
Slytherin = 3
Hufflepuff = 4 ... could cause arguments! 



H A R R Y  P O T T E R ?

While exploring the Harry Potter option we
found that the code which worked for the
Pokemon API didn’t work for the Harry Potter
one. 
To discover why, we added some error
reporting and realised it couldn’t fetch data
based on character ID number.

Another option would have been to return all the data from the API, store
that within the program and call the individual statistics from there.



P O K E M O N  G A M E P L A Y
The game offers modes for the player to choose (Normal, Difficult,
or Exit) and enters a continuous loop initiating best-of-three rounds.

Each round involves generating a random Pokemon for the player,
prompting them to choose a stat (ID, height, or weight) for
comparison against an opponent Pokemon. 

The winner is decided by stat comparison. After three rounds, the
game displays the player's results, providing an option to exit or
continue playing.

The code

The result



C H E C K I N G  F O R  D U P L I C A T E S

We realised that we hadn’t accounted for the possiblity of both players drawing the same card so we added in a section to keep
generating the opponent’s Pokemon until it is different from the player’s Pokemon.



How a round of game play looks.The chosen stats are then
compared between the player and an opponent Pokemon,
with the winner determined at the end of each round.

P O K E M O N  G A M E P L A Y

The code

The result



If the player chooses an invalid stat, they will be presented
with the following: 

Invalid stat. Please choose 'id', 'height', or 'weight.

I N V A L I D  P O K E M O N  G A M E P L A Y

The code

The result



To improve difficult mode, we decided to hide the player’s Pokemon
character, meaning they have to choose between id, height or weight
without seeing the stats.

T R O U B L E S H O O T I N G  D I F F I C U L T  M O D E  P O K E M O N
G A M E P L A Y

The code

The result



E X A M P L E  P O K E M O N  T O P  T R U M P S  G A M E P L A Y



The final results, including the player's wins and losses, are displayed at the end of the game. The game can be exited at any time by
selecting the "Exit" option. The script runs the game when executed.

E N D  O F  T H E  G A M E  -  P O K E M O N

Game 1 - Normal Game 2 - Easy

After the game of 3 rounds has ended, the player get the choice to play
again or to exit the game.

If the player decided to play again, they can pick a new game mode
either ‘Normal’ or ‘Difficult’.

As long as the script hasn’t been executed, the ‘Wins’ and ‘Losses’ will
continue to carry over each game.

Game 3 - Difficult

Exiting the game


