
Project Description: 
This web app was designed to help 
connect athletes of all levels to play 
different sports anywhere.

Actors: 
Hosts: Hosts games for people in the 
vicinity to join. Can update, control 
game features.  
Game Members: Can join games.

What went wrong
● Using a separate library with Google Maps 

React integration
● Not enough time to make it mobile
● Some pages rendered slower than desired

What went right
● Server concurrency
● Using websockets to make the app real-time
● Our own implementation of sessions
● Interactive among users
● Worked well as a diverse team

Lessons Learned:
● Modularity
● Programming in Golang
● Dependency Injection
● Asynchronous programming in JavaScript
● Good Test Cases

User Interfaces: 
Map Page
Way to view games using Google Maps
Current Game Viewer
Can view location, temperature, distance, and other members of the game. Displays option 
to invite or leave the game. 
Profile Page
Handles game invites, game history, friend requests, and friends.
Design Decision: 
- Concurrent system in the backend and asynchronous system on the front end 
- Used MongoDB to enable immense scalability in the future and avoid expensive joins. It was 

difficult because there seemed to be an underlying expectations to use tables, and 
MongoDB is document-based.

- Using react on the frontend enabled us to have very efficient DOM rendering by only 
updating new changes in real-time with the server

- Interactive and in real-time

Find Games

Join Games

Invite Friends

View Profile

Module Interfaces: 
CreateEntity() : handles the creation of 
client-facing backend models e.g. game, 
account
Edit() : handles modifying of models based on 
user-specification
Establish(): handles creation and monitoring of 
a socket connection
ExitGame() : handles requests of the user to  
leave their current game
GetGame() : returns the current game of the 
user or the specified game
GetGamesByLocation(): returns a set of 
games that are within the specified geographic 
coordinates
JoinGame() : handles joining a game
GetUser() : handles getting all or some 
properties of a user
Invites() : handles inviting and reviewing user 
and game invites
RateGame() : handles rating a game by players 
who participated
Remove() : handles deletion of friends of a user
UploadAvatar() : handles uploading and 
management of the user’s avatar 
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