
Peculiar Conquering
 Let’s build a game called Peculiar Conquering!



Which Language do you have developed in 
Peculiar Conquering?

 Python



Python
 INTRODUCTION:-

 Python is general purpose and powerful programming 
languages.



Who created Python?
 Developed by Guido Van Rossum



How python got it’s name?
 The Name python is inspired from Guido’s favorite

comedy Tv show called “Monty Python Flying Circus”



Why was python Created?
 Guido started python development as a hobby in 1989.



Which IDE(Integrated Development Environment) do you 
have developed in game?

 PyCharm



PyCharm
 INTRODUCTION

 PyCharm is a software application that provides 
comprehensive facilities to computer programmer for 
software development.



Installing Pygame?

 Firstly we have to install the Pygame module in IDE 
PyCharm. To Install Pygame module in PyCharm.

 To install “pip install pygame”.

 The module “pip install pygame” has successfully 
installed.





Creating a Pygame Window and Responding 
to User Input

 In this phase of project development we have to make 
an empty window with (1200, 800)





 But we should make an empty window with (800, 600) 
for more user friendly.

 Which will show





Setting the Background Color
 For setting project background color with 

(230,230,230) which genuinely shows grey background 
color.

 That is showing below:-





 But for more attractive and showing beautiful we 
should set the project background color with (0,255,0) 
which shows green color





The game that name was Alien Invasion



From my point of view the game’s name 
should be Peculiar Conquering



Adding the Ship Image



 The name of ship will be “Water Craft”.

 Now we are gonna to add image of ship in our empty 
colored windows at the position of center bottom.





 Now the turn of controlling the ship in our colored
window that means we are going to add the 
functionality of the ship which continuously moves left 
to right after pressing the “space bar” key.

 We can also control the speed of the ship like from 1.5 
replacing by 2.0 

 Then we will add the bullets that are appear in left to 
right with speed of 1.0(we can also change it by 1.5) on 
our window full display after pressing the space bar key 









 The ship is releasing the bullets continuously in left to 
right direction after pressing the space bar key.

 If we want to quit the functionality of the ship that is 
releasing bullets we have to press the ‘Q’ or ‘q’ key.

 During first time of releasing bullets after pressing the 
space bar key only and only 3 bullets can release.





Now we are going to create or add a stranger 
image like:



Placing one stranger on the screen is like placing a ship 
on the screen.



In the first row of our window colored display the 
peculiar will be only sive.



We have 5 peculiar in one row but we have to work in 4 rows that 
means we will have be 20 peculiar which are appearing in our 
window  display with a ship:



 Now let’s make the fleet of aliens move to the right 
across the screen until it hits the edge, and then make 
it drop a set amount and move in the other direction. 
We’ll continue this movement until all aliens have 
been shot down, one collides with the ship, or one 
reaches the bottom of the screen. Let’s begin by 
making the fleet move to the right.

 Now we’ll create the settings that will make the fleet 
move down the screen and to the left when it hits the 
right edge of the screen.



 When an alien reaches the edge, the entire fleet needs 
to drop down and change direction.

 In game programming, collisions happen when game 
elements overlap. 

 We want to know right away when a bullet hits an alien 
so we can make an alien disappear as soon as it’s hit. To 
do this, we’ll look for collisions immediately after 
updating the position of all the bullets.









 To make a new fleet of aliens appear after a fleet has 
been destroyed, we first check whether the aliens 
group is empty. 

 Once all rows peculiar conquering has destroyed then 
again the new peculiar conquering will be appeared 
and these will move a bit faster than previous peculiar 
conquering moving speeds and the bullets will be 
released from the ship and shoot them.

 If an alien reaches the bottom of the screen, we’ll have 
the game respond the same way it does when an alien 
hits the ship.



 Peculiar conquering feels more complete now, but the 
game never ends.





 we'll add a play button to start a game on demand or to 
restart a game once it ends.

 The play button that appears before a game begins and 
reappears when the game ends so the player can play 
again.

 The play button that has added in our game window 
display, was white color but we have changed it by 
replacing blue color that makes attractive gaming. 





 To start the game when the player clicks play button on 
the display then game will be played. The play button 
works only for first time when player clicks play button 
and will not work after first game ends.

 But the one issue with play button is during running 
game the play button is visible on the screen. So now 
we will make the play button invisible after first time 
clicking play button.



 Because if the play button will be appeared on the 
screen and by mistake if the play button clicks, the 
game will be restarted.

 When the player will play the game the scoring of the 
game will be started from zero(0).





 Now we are going to update the live score of the game 
on the screen whenever a peculiar will be hitted.

 In one hits of peculiar the score will be increasing by 
50 but we should increase the score 10 at first hits of 
peculiar.







 Now we are going to focus on scoreboard for setting 
current score and high score when player plays the 
game because every player wants to beat a game,s high 
score.

 The current score will be along with playing the game 
and the high score will be previously played game’s 
high . But if the current game’s score is big than high 
then after ending game and playing again game in that 
window the scoreboard will be shown the high score 
that was current score in previous game which was 
bigger than that high score.









 Then now we want to show the level of the players who 
plays the game and level depends upon if the first time 
playing the game all peculiar will be destroyed in all 
rows then the player’s level will be one and 
continuously  works so on....







 In the final stage of the game “The current score” will 
be along with playing the game and the high score will 
be previously played game’s high. But if the current 
game’s score is big than high then after ending game 
and playing again game in that current windows the 
scoreboard will be shown the score that was current 
score in previous game which was bigger than that 
high score and also level of the players will be shown 
on the top of the right below the current scoreboard 
which wil be increased by hitting or destroying the all 
peculiar that appear in all five rows.







Python Code
 Peculiar_Conquering.py





















 Pellet.py





 khel_stats.py





 push_button.py





 score_board.py









 Sets.py







 Stranger.py





 water_craft.py




