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ABSTRACT 

 

ELEMENTAL CONQUEST is a Turn-based Strategy Card Game for 

devices running the Android operating system versions 4.1.2 Jellybean up to the 

latest version. It is a strategy game where the user plays with AI opponents using 

different kinds of cards. Each player has 3 cards to play, and needs to defeat his 

opponent’s in order to win the match. 

 

The user would go through 6 stages per difficulty, totaling of 18 stages for 

the whole game (Easy = 6 + Medium = 6 + Hard = 6) = 18. The game, as stated is 

a turn-based game meaning players take turns to move their pieces (in this case, the 

cards). Each card has their own set of values which make them unique from other 

cards, providing more possibilities to either win or lose a match. 

 

The main program of “ELEMENTAL CONQUEST”  was developed using 

the Android Development Tool (ADT Bundle), graphics were made using Adobe 

PhotoshopCS6 and sounds were made using Sound Forge, JQuery was used for the 

animation of Elemental Conquest. 
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