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Riadenie projektu
Uvod

Dokument obsahuje zhrnutie prace &lenov timu &. 2 na timovom projekte s ndzvom “Zraloci”
za prvé 3 Sprinty v zimnom semestri. Dokument je rozdeleny na dve Casti - riadenie projektu
a inzinierske dielo (vid obsah na str. 2).

Prva gast sa zadina predstavenim &lenov timu spolu s ich tlohami a opisom ich roli. Dalej
obsahuje aplikaciu manazmentov, v ktorej su opisané podporné programy vyuZzité v ramci
tohto projektu, sumarizaciu prvych 3 Sprintov na projekte, retrospektivu v ramci doterajSej

Casti zimného semestra, motivaCny dokument odovzdany na zaciatku zimného semestra a
metodiky, ktoré v ramci projektu pouzivame.

Druha Cast opisuje ciele tohto projektu spolu s bliZzSim popisom jednotlivych Casti
samotného projektu - architekturu systému, datového modelu, webovej aplikacie a servera,
a dalSich casti.

Role ¢lenov timu a podiel prace
Tim je zloZeny zo Siestich Clenov a je vedeny Ing. Jaroslavom Erdelyim, ktory je zaroven aj
vlastnikom produktu. Pre bliZ8i opis nasho timu vid. kapitolu Motivaény dokument.

Bc. William Brach - Scrum Master
Ulohy: vedenie timu, rozdelenie tloh, manaZovanie $printov, navrh komponentov projektu

Bc. Juraj Bedej - Web Developer
Ulohy: praca na backende, zabezpe&enie komunikacie medzi frontendom a backendom

Bc. Tomas Bedej - UX Designer
Ulohy: praca na frontende, navrh GUI a $truktury webovej aplikacie

Bc. Adam Fano - Backend Specialist
Ulohy: praca na backende, pisanie zapisnic a retrospektiv

Bc. Adam Zilla - Security Expert
Ulohy: zabezpegenie serverov a webovej aplikacie

Bc. Marek Koclrik - Database Specialist
Ulohy: spravovanie databaz a pristupov na server
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Obr.1: Rozdelenie prace

Aplikacia manazmentov

Na manazment prace, ako aj backlog pouzivame nastroj Jira. Pre komunikaciu vyuzivame
aplikaciu Discord. Na zdielanie kddu medzi ¢lenmi timu pouzivame technoldgiu GitHub.

Jira

Softvér Jira je vytvoreny pre timy vyvojarov na planovanie a sledovanie pokroku prace na
projekte. Tento nastroj umoznuje:

Vytvaranie user stories

Planovanie Sprintov

Vytvaranie a opis taskov

Pridelovanie taskov ¢lenom vyvojového timu
Sledovanie pokroku na taskoch

Vytvorenie exportov Sprintov

Sledovanie reportov Sprintov v podobe grafov
Sledovanie backlogu

Jira pouzivame na planovanie Sprintov, vratane uloh do Sprintov a pridefovanie uloh
jednotlivym ¢lenom timu. Pomocou nastroja Jira vytvarame export $printov, do ktorého
pridavame reporty Sprintov v podobe grafov, taktieZ vygenerovanych v tomto nastroji.
Softvér Jira nam umoznil definovat' 5 statusov taskov, aby sme mali prehlad o pokroku na
taskoch. Tento nastroj nas informuje o zmene vo forme emailov, €o ndm poskytuje neustaly
prehlad o projekte.

Discord

Discord je komunikacny nastroj, ktory nam umoznuje dorozumievat sa aj na dialku. Cez
discord méze komunikovat vo forme chatu a videohovoru. Taktiez poskytuje zdielanie



obrazkov, videi, ale aj zdielanie obrazovky pre inych ¢lenov timu. Chat v tomto nastroji méze
byt privatny(sukromny), ale aj skupinovy pre cely tim. Na discorde sme si vytvorili privatny
timovy server, na ktorom sa konaju timové stretnutia a stretnutia s veducim, resp. product
ownerom.

Github

Github je platforma na hostovanie kddu pre vyvojarske timy. Tento nastroj poskytuje
zdielanie aktualneho kodu medzi Elenmi timu. Takisto ndm umoZzriuje spravovat verzie
implementacie. Na githube sme si vytvorili sikromny tim, v ktorom mame viacero
repozitarov. Repozitare su rozdelené podfa architektury projektu kvoli prehladnosti. Takto
mdbze kazdy €len timu prispiet najnovsou verziou kédu, resp. produktu.

Sumarizacie Sprintov

Praca na projekte je rozdelena do Sprintov, kde kazdy Sprint trva dva tyzdne a kazdy z
Clenov timu v ramci jedného Sprintu pracuje 16 hodin.

Sprint 1 - Sugma
Zaciatok: 15.10.2020
Koniec: 29.10.2020

Prvy Sprint bol zamerany na celkovu analyzu jednotlivych €asti projektu. Zistovali sme, aké
informacie dokazeme ziskat z API hernych platforiem Battle.net, Steam a RIOT Games.
Diskutovali sme o rdznych komponentoch vyvijanej aplikacie, programovacich jazykoch,
datovom modely a frameworkoch.

Na zaklade analyzy sme pre projekt vybrali programovaci jazyk TypeScript, vyuzitie relaéne;j
databazy PostgreSQL ako aj databazy MongoDB.

Pocas prvého Sprintu boli tiez vytvorené potrebné zdielané dokumenty, zabezpeceny git
repozitar a komunikacné nastroje.

Sprint 2 - Sugma 2

Zaciatok: 29.10.2020
Koniec: 12.11.2020

V druhom Sprinte sme najskér konzultovali jednotlivé moznosti vyuzitia APl hernych
platforiem Battle.net, Steam a RIOT Games, ktoré sme analyzovali v predoSlom 3printe, aby
sme mohli urCit’ dalSi vyvoj projektu a jeho €asti. Zacali sme tiez pripravovat zakladné
komponenty potrebné pre projekt ako pristupy pre €lenov na server, databazu a zakladnu
Strukturu webovej aplikacie.

Sprint 3 - Sugma 3

Zaciatok: 12.11.2020
Koniec: 26.11.2020

Cielfom tretieho Sprintu bolo zabezpedit zakladné funkcionality webovej aplikacie ako
napriklad registracia pouzivatela, vytvorenie hernych uctov a ich zapis do databazy. Tiez



bolo potrebné preorganizovat’ Strukturu zdrojového kédu a oddelit’ logiku jednotlivych Casti
aplikacie pristupujucich k webovému rozhraniu a k databazam. Toto bolo docielené
implementovanim tzv. kontrolorov pre externé moduly ako su databazy, o malo za ucel
zvysenie prehladnosti biznis kddu. Rovnakym spdsobom boli oddelené aj interakcie s API
jednotlivych hernych platforiem.

Globalna retrospektiva za zimny semester

K tomuto bodu sa eSte nevieme vyjadrit, kedZe zimny semester eSte nie je ukonCeny a
Cakaju nas este 2 Sprinty. Z tohoto dévodu bude tato ¢ast dopisana vo finalnom odovzdani v
ZS 2020.

Sprint 1 - Sugma

Zaciatok: 15.10.2020
Koniec: 29.10.2020

V ramci prvého Sprintu sme sa zoznamovali ako aj s témou tak aj s novymi nastrojmi na
timovua pracu a snazili sme sa spustit/nakonfigurovat’ tieto nastroje.

Co sme robili zle?
e Nespisali sme vSetky informacie ziskané v ramci jednotlivych analyz, ¢o spdsobilo,
Ze niektori ¢lenovia timu nemali k dispozicii vSetky potrebné informacie
e Mali sme problém pri ohodnocovani jednotlivych taskov - kedZe sme boli pri planning
pokeri vSetci novi, zabralo nam velké mnozstvo ¢asu iba ohodnotenie taskov (limit na
konzultacie sme presiahli asi o hodinu)

Co sme robili dobre?
e Analyzy boli kvalithe preskumané, ¢o pomohlo pri uréovani dalSieho vyvoja projektu
e Navrh architektury, datovy model a pripady pouzitia nam ufahgili pracu v
nasledujucich Sprintoch a vyrazne zjednodusili samotnu pochopitelnost pomerne
komplexného riesenia.

Co zlepsit?
e Ohodnocovanie uloh, nakolko sme niektoré ulohy nadhodnotili a iné naopak
podcenili

o Rozdelovanie uloh medzi &lenov, kedze rozdelenie nebolo idealne a niektori ¢lenovia
pracovali viac ako ostatni

Sprint 2 - Sugma 2

Zaciatok: 29.10.2020
Koniec: 12.11.2020

V ramci druhého Sprintu sme vytvarali zakladné Struktury webovej aplikacie podobne ako
datového modelu v SQL databaze. Tieto Struktury sme pripravili tak, aby v buducnosti bolo
mozné tieto komponenty jednoducho rozSirit. Na strane webového servera boli
implementované prvé sluzby sluZiace na registraciu a autentizaciu pouzivatela.



Co sme robili zle?
e Po druhom/v druhom Sprinte sme si uvedomili Ze sme sa kazdy uzko Specializovali
na svoje tasky a mali sme velku nevedomost o Ulohach ostatnych ako aj o
napredovani a Strukture projektu.

Co sme robili dobre?
e Poucili sme sa z prvého Sprintu v ohodnocovani uloh ktorym sme uz vedeli lepSie
priradit ich stuperi déleZitosti. TaktieZ sme si vedeli tieto ulohy lepSie rozdelit’ a tym
padom efektivnejsie tieto ulohy splnit.

Co zlepsit?
e Viac komunikovat o novo pribudnutych sucastiach aplikacie/systému a dokoné&eniach
taskov.

Sprint 3 - Sugma 3

Zaciatok: 12.11.2020
Koniec: 26.11.2020

V ramci tretieho Sprintu sme vytvarali jednotlivé funkcionality webovej aplikacie, ktora je
vlastne hlavnou zloZkou tohto projektu. Niektoré tasky sa venovali refaktoringu webového
servera tak, aby bola zlepSena modularita rieSenia (oddelenie databazovej logiky od
aplikacnej logiky). TaktieZ boli dopracované koncové body sluziace na upravy uctu
pouzivatela.

Co sme robili zle?
e Zle rozvrhnutie ¢asu v sulade s ostatnymi predmetmi o malo za nasledok
nedokoncenie dost vela uloh.

Co sme robili dobre?
e Komunikovali sme medzi sebou a tym padom kazdy aspon priblizZne vedel kde sa ¢o
nachadza a ako to funguje.

Co zlepsit?
e Nezabudnut aj na ostatné predmety.
e Skusit venovat timovému projektu viac €asu, aj ked to bolo tieto tyzdne pomerne
naroéné.

Zhrnutie retrospektiv za zimny semester

Vzhladom na to, ze sme nemali skusenosti s pracou na projekte v time, tak sme mali zo
zacCiatku problémy s ohodnocovanim a definovanim uloh, ich rozdefovanim a komunikaciou.
Tento problém sme sa snazili postupne riesit na jednotlivych stretnutiach s nasim vedicim
ako aj na stretnutiach bez veduceho kedy sme sa snazili spoloCne rieSit’ nase tazkosti.
Postupne sa nam darilo tvorit menej zavislé ulohy, definovat ich a zodpovednejSie ich
pridelovat. Problémom, ktory sme mali bolo aj nepresné odhadovanie narocnosti



jednotlivych uloh, postupne sme ich zacali rozbijat na menSie tak, aby bolo jednoduchsie
urcit, ¢o vSetko sa za danou ulohou skryva.

Motivacny dokument
Tim

Sme skupina 6 kamaratov, ktora sa pozna od strednej Skoly. Takze vzajomna spolupraca
pre nas nie je cudzia. Pozname sa, vieme komu ¢o ide najlepSie, takze si vieme efektivne
rozdelit jednotlivé ulohy a pracovat na nich. Pat ¢lenov timu je z INFO a jeden ¢&len timu z
bezpecCnosti. TakZe aj nase bakalarske prace boli rozmanité. Pracovali sme na nich v
odvetviach testovanie, front end aplikacie, algoritmoch umelej inteligencie,
tvorbedesktopovej aplikacie a bezpeénosti v Softvérovo definovanych sietach. Dalsie
skusenosti okrem uz absolvovanych predmetov na Skole mame z prace. V praci sme
nadobudli dalSie skusenosti s vyvojom FE aj BE aplikacii pre Microsoft sharepoint, rozsirili
sme svoje znalosti datovej analyzy a strojového u€enia alebo sme zlepsili svoje znalosti
Pythonu a v jazyka C.Vo volnom €ase sme taktiez pracovali na vyvoji webovych aplikacii,
trénovani roznych MLmodelov.

Predmety v nasledujucom Studiu mame roézne, rozni €lenovia timu si zapisali iné predmety.Z
volitelnych predmetov mame neurdnové siete, Statistiku, softvérové jazyky, vyhladavanie
informacii, OOANS ,0ZNAL, Bezpecnost informacnych technolégii, Vyskum v informacnej
bezpecnosti, Penetratné testovanie, Zaklady kryptografie, Manazment informacnej
bezpec&nosti, inovacné podnikanie v IKT, kvalita programovych a informaénych systémov.

Motivacia

Na téme game-chain nas zaujali dva aspekty tejto témy. Prvym aspektom je vyuzitie
blockchain-u. Napriek nasim takmer nulovym skusenostiam v tejto oblasti, vidime v
blockchain-e buducnost. Druhym aspektom je oblast’ pocCitacovych hier. VSetci z timu sme
vasnivi hraci od nizkeho veku. Tato vlastnost zaruci, Ze sa u nas nebude jednat len
0“Skolsky povinny projekt”, ale skér o zadbavu, ktora poméze zdokonalit' nas spolocny
konicek.Taktiez sme vSetci uz narazili na situacie, kedy sme chceli vymenit/predat’ digitalny
produkt,ba priam az herny Ucet, ale nebolo to mozné. Chceli by sme sa v tejto oblasti
podielat’ na prelome novej technoldgie. S tvorbou aplikacii mame uz spolo¢ne nejaké
skusenosti. Nasim cielom je vytvorit nieCo nové vo svete hernych uctov a digitalnych
predmetov, ktory je ndam velmi blizky a naCerpat’ skusenosti v oblasti blockchainu, ktory je
teraz na rozkvite. Hlavn eby sme to robili pre hra¢ov od hracov.

Na zadani timoveého projektu nas zaujal aj fakt, Ze si sami mdézeme zvolit implementaéné
prostredie. To nam umozfuje pracovat v jazykoch a s technolégiami ktoré nas aj osobne
zaujimaju, resp. mame s nimi uz skusenosti.

Metodiky

V tejto Casti su spisané metodiky vytvorené pre tento projekt. Metodiky sluzia ako Standardy,
podla ktorych sa riadia jednotlivi ¢lenovia vyvojarského timu.

10



Metodika verziovania

Zdrojovy kod bude verziovany s vyuzitim github. Na rozliSovanie finalneho koédu a kédu vo
vyvoji budu sluzit’ jednotlivé vetvy (branch).

Commity

Jednotlivé commity budu pomenované podfa Cisla tasku (format GC-X), na ktorom
pracuju.Pisané budu v angli¢tine.

Master

Tento branch bude obsahovat “produkény kéd”, zmeny v iom bude mozné vykonavat len
pomocou pull requestov z inych vetiev.

Vyvojové vetvy
Pri praci na zdrojovom kéde pocas jednotlivych Sprintov sa budu vyuzivat vetvy odliSné

odvetvy Master (tzv. Develop vetvy). Tieto vetvy bude nasledne mdct mergnuit do hlavnej
vetvy master prostrednictvom pull request-u.

Metodika testovania
Uvod

Testovanie produktu je délezita Cast procesu vyvoja. Pri testovani sa snazime pokryt o
najvacsie percento funkcionality produktu. Kompletné testovanie bude spocivat z viacerych
typov testovania.

Unit Testy
o Testy, ktoré budu najvacsou oporou vyvoja projektu. Vdaka tymto testom
budeme mat zabezpelenu funkcionalitu aj skorej implementovanych Casti
kédu. Programator bude musiet napisat jednotkové testy pre ¢ast programu
ktord implementuje. TaktieZ do jednotkovych testov sa bude snazit obsiahnut
€o najviac okrajovych pripadov. Dané okrajové pripady musi programator
zapisat’ do dokumentécie.
Zatazové testy
o Budu vykonavané hlavne na BE aby sme vedeli kolko je schopny backend
zniest.
Akceptaéné testy
o Tieto testy budu definované v skorej €asti vyvoja product ownerom.
Integracné testy

11



o Zamerané na FE Cast projektu, testy sa budu navrhovat’ pri tvorbe Ul. Bude v
nich testovany Ul workflow a sprave FE v réznych okrajovych pripadoch.
e Penetracné testy

o Penetracné testy budu vyuzivané len v kontrolovani ¢i dana komunikacia je
Sifrovana.

Testovanie

Napisanie kédu, ktory sa testuje

Aktualizovanie kédu na poslednu verziu

Vytvorenie testov pre danu Cast kodu (viaceré pripady)

Overenie testov Ci su korektne napisané

Spustit testy

Validovat &i dané testy presli UspeSne
a. Ak testy prebehli uspedne, commitnut kdd s testami
b. Ak prave napisané testy neprebehli uspesne, opravit kéd pripadne testy
c. Ak testy neprebehli uspesne, treba nahlasit nefunkény kod ako bug.

2L o

Metodika revizie uloh
Uvod

Pri praci na projekte v jednotlivych Sprintoch ulohy prechadzaju réznymi fazami vyvoja
vzhladom na v nich vykonany progres. Kazda uloha po vypracovani musi mat svoj stav
nastaveny na “Waiting for revision”. Tento stav naznacuje skuto¢nost, Ze uloha je zo strany
developera (Cloveka, ktory mal ulohu na starosti vypracovat) dokon&ena, no to automaticky
nemusi znamenat Ze je finalizovana. Kazda uloha dostane prideleného tzv. kontrolujuceho
Clena timu, t.j. Cloveka ktory overi spravnost vypracovanej Ulohy. Az po tomto sekundarnom
potvrdeni je mozné stav ulohy zmenit na “Done”, teda ulohu zaviest do jej koncového stavu.

Vyber kontrolujticeho ¢lena

Osoba ktora vykonava sekundarnu kontrolu ulohy je vyberana na zaklade oblasti, ktorej sa
uloha tyka. V pripade kédu je potrebné overit jeho funkcionalitu a zaroven davat déraz aj na
dodrzanie konvencii pisania zdrojového kédu v danom jazyku, ktoré si tim Specifikoval.
Kontrolujuci ¢len ma pravo si dodatoéne vypytat od developera vysvetlenie potencialnych
nejasnosti, i uz pisomne alebo online stretnutim. Ak je kod v dostato¢nej kvalite a dokladne
otestovany, je mozné vytvorit pull request a zaclenit ho do hlavnej vetvy.

Metodika pisania zapisnic
Uvod

Kazdy tyzdeh prebiehaju stretnutia s veducim, ako aj timové stretnutia bez veduceho. Na
stretnutiach mame isté pravidla a pouzivame urcité postupy. Priebehy stretnuti
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dokumentujeme a zapisujeme vo forme zapisnic. Jeden ¢len timu sleduje priebeh, priCom si
robi poznamky, ktoré neskér pretransformuje do publikovatelného dokumentu - zapisnice.
Vysledna zapisnica je vo formate .pdf zverejnena na prezentanom webe timu.

Publikovana zapisnica obsahuje:
e Typ stretnutia
o Stretnutie s veducim
o Timové stretnutie - stretnutie bez veduceho
e Datum a Cas stretnutia
e Miesto konania stretnutia
e Stru€ne opisany priebeh stretnutia - v bodoch
o Témy diskusie
o Dorobené Casti projektu
m Citreba prepracovat
o Nedorobené Casti projektu
m Co treba dorobit
m Preco sa Cast nestihla dorobit
o Buduci progres

Stretnutia prebiehaju podla postupov, ktoré sme si vopred vybrali a su strikine dodrziavané.

e Standup
o Postup rieSenia uloh kazdého &lena timu
o Vzniknuté problémy pri rieSeni uloh
o Navrhy na nové/lepSie rieSenia/vylepSenia
o Pripadna pomoc pri rieSeni uloh

e Vytvorenie/rozdelenie uloh

e Pridelenie uloh ¢lenom timu

e Volna diskusia

Formalna stranka:

Zapisnica je publikovana vo fonte Alegreya s velkostou pisma 12.Na prezentacnom
webetimu budu zapisnice dostupné vo formate.pdf s nazvom “Zapisnica-*.pdf’(*¢islo
zapisnice- toto Cislo reprezentuje tyzden, v ktorom sa stretnutia uskutocnili). Zapisnica
prejeden tyZzderi obsahuje vSetky stretnutia uskutocnené v tom tyzdni - timové stretnutie, aj
stretnutie s veducim (ak bude v danom tyZdni viac stretnuti, tak bude zapisnica obsahovat’ aj
dalsie stretnutia).

Metodika pisania dokumentacie
Uvod

Dokumentacia je dblezitou sucastou kazdej Casti projektu. Aby bola dokumentacia spravne
a dbsledne spravena, bude pisana zaroven s tvorbou funkcii/kodu. Kompletna dokumentacia
Casti projektu bude vytvorena po dékladnom otestovani kddu a odstraneni chyb. Nasledne
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sa jednotlivé Casti dokumentacie budu spajat’ do jedného vysledného dokumentu. Takto
dosiahneme podrobnu dokumentaciu, ktora bude rozdelena podla jednotlivych ¢asti
projektu.

Dokumentacia funkcie musi obsahovat’ presny nazov funkcie, vratane vstupnych a
vystupnych parametrov (ak je to mozné, tak aj priklady vstupnych hodnét). Dalej bude
dokumentacia funkcionality zdrojového kédu podrobne opisovat, ¢o dany kod robi a v ktorej
Casti softvéru je kéd/funkcia pouzita. Ak je Cast kdédu délezita, tak bude zvyraznena a
detailnejSie opisana. V dokumentacii je potrebné uviest aj priebeh testovania (verzia
softvéru, alebo datum testovania), vratane vstupnych hodnét testov a o&akavanych
vystupov.

Jednotlivé ¢asti dokumentacie budi pomenované podla €asti projektu, ktori dokumentuju (z
nazvu bude jasné, o aku Cast projektu ide). VSetky €asti dokumentacie budu vo formate .pdf
a budu pouzivat rovnaky font a rovnaké formatovanie.

Sabléna pisania dokumentéacie

Nazov funkcie: xyz()

Vstupné premenné: a, b, c

Navratova/é hodnotaly: k

Opis Funkcionality: vo funkcii sa spogitaju tri premenné a, b, c...
Pouzitie funkcie: funkcia patri do celku xyz, a pouziva sa v komponente...
Priebeh testovania: integracné testovanie / jednotkové testovanie...
Vstupy pre testy: pole s hodnotami x, y, z...

Ocakavané vystupy testov: oCakavané hodnoty vystupu testov...

Metodika komunikacie

Uvod

Komunikacia je pri agilnom vyvoji softvéru v scrum time mimoriadne délezita. Preto je
dolezité si korektne definovat komunikac¢né kanaly, prostrednictvom ktorych sa mézu medzi

sebou jednotlivy €lenovia timu kontaktovat. Prostrednictvom tychto kanalov je umoznena aj
komunikacia s veducim prace - product ownerom.

Timové stretnutia

Tim sa stretava podla definovaného rozvrhu v utorok o 8:00. Nasleduje Stvorhodinovy blok,
pocas ktorého tim pracuje na ulohach v aktualnom $printe. Pri tychto stretnutiach
komunikacia kvoli distan¢nej vyucbe prebieha online prostrednictvom aplikacie Discord. Tato
aplikacia sa vyuziva aj na online stretnutia s veducim prace vo Stvrtok o 16:00.

Discord
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Tim ma vytvoreny svoj vlastny Discord server s nazvom Game-Chain (vytvoreny veducim
projektu). Server obsahuje viacero kanalov, ktorych nazvy a ucel su nasledujuce:

obecné - sluzi na vSeobecnu diskusiu tykajucu sa timového projektu

info - slUzi na zdielanie informacii

zdroje - sluzi na zdielanie zdrojov medzi ¢lenmi timu, pripadne s veducim prace
tasks - sluzi na rozoberanie uloh (taskov)

user-stories - slUzi na rieSenie a diskusiu 0 samotnych user stories, ktoré definoval
product owner

planning-poker - sliZi na organizovanie planning pokeru

server - sltzi na informacie ohfadom virtualneho stroja, rieSenie problémov a
podobne

e issues - sluzi na rieSenie problémov na ktoré Clenovia timu narazili, zvy€ajne
tykajucich sa rieSenia taskov

NavySe ma tim na Discorde vytvoreny aj jeden hlasovy kanal, ktory sluzi na stretnutia timu i
uz medzi sebou alebo s veducim timového projektu.

Jira

Na pracu s ulohami v backlogu a organizovanie Sprintov tim pouZziva nastroj Jira. Tasky su z
backlogu vzdy pridelené ku konkrétnemu Sprintu po diskusii s veducim projektu. Jeden ¢len
timu je povereny pridefovanim taskov medzi vSetkych ¢lenov, po dokonceni tohto tasku je
jeho stav zmeneny na “Waiting for revision” - z tohto stavu sa task posunie aZz v momente,

kedy reviziu ulohy vykona iny €len timu (nie ten ktory task vypracoval - vid. metodika revizie
uloh).

Metodika jazyka Python
Uvod

Ugelom tejto metodiky je $pecifikovanie pravidiel pisania jazyku Python, ktory v nasom
projekte sluZi na ‘teraz nezname pouzitie’.

Pisanie zdrojového kodu v jazyku Python

Detaily konvencie pisania: https://www.python.org/dev/peps/pep-0008/

Lokalne premenné sa piSu v tvare nazov_premennej

Konstanty sa piSu v tvare MENO_KONSTANTY pod importované kniznice

Funkcie sa pidu v tvare nazov_funkcie

Lavé hranaté a zlozené zatvorky “[* a “{“ sa vzdy piSu na konci riadku, zatialCo pravé
zatvorky “I” a “}” sa pidu na samostatny riadok

e 'V pripade potreby rozpisania obsahu oby¢&ajnych zatvoriek “( )’ do viacerych riadkov
nasleduju rovnaké pravidla ako ostatné zatvorky.
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e Pre for cykly s nevyuzitou krokovacou premennou sa pouziva premenna “_
e Komentare sa piSu nad opisovanu ¢ast kodu

Metodika jazyka JavaScript
Uvod

Ugelom tejto metodiky je $pecifikovanie pravidiel pisania jazyku Javascript - Typescript,
ktory v naSom projekte sluzi vo frameworkoch ReactJS a Node.js.

Pisanie zdrojového kadu v jazyku Typescript

Lokalne premenné sa piSu v tvare nazovPremennej (cammelCase)

Funkcie sa piSu v tvare nazovFunkcie (cammelCase)

Nazov triedy TriedaKapp a atributy, metddy (PascalCase)

Interface je PascalCase, atributu interfacu si cammelCase, nazov interfacu sa
nezacina s |

Konstanty sa piSu v tvare MENO_KONSTANTY pod importované kniznice
Enum - PascalCase

Nikdy nedavame return null pouzivame undefined

namiesto x:undefined pouzivame x?:number

V pripade potreby rozpisania obsahu obyc&ajnych zatvoriek “( )’ do viacerych riadkov
nasleduju rovnaké pravidla ako ostatné zatvorky.

e Komentare sa piSu nad opisovanu ¢ast kodu

Definition of done

Uvod

Z hladiska minimalizovania chyb, ich v€asnej identifikacii a efektivneho vyvoja je potrebné
definovat pravidla, ktoré musia jednotlivé tlohy spifiat, aby mohli byt povazované za
splnené.

Sprint

Sprint vzdy trva dva tyzdne a sklada sa z urgitych user-stories a taskov. Kazdy élen timu ma
na tieto dva tyZdne pridelenu pracu, ktora by po€as Sprintu mal spravit. K tomu sluzi
ohodnotenie jednotlivych uloh, o pomaha pri rozdelovani prace a odhadovani potrebného
Casu pre jej splnenie. Na ukoné&enie Sprintu je potrebné zhodnotit, ktoré ulohy sa podarilo

splnit, a ktoré nie.

User story
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User story sa vytvara pred Sprintom a nasledne sa vybera, na ktorych user stories sa pocas
Sprintu bude pracovat.

Fazy user story:

1. Todo:

- po vytvoreni user story a jej pridania do Sprintu, je user story vo faze “To do”.

Tato faza znaci, ze sa na danej user story eSte nezacalo pracovat
2. In progress:

- v momente kedy na user story za¢ne pracovat’ ¢len timu, ktorému bola dana
user story pridelena, tento ¢len timu ju posunie do druhej fazy, ktora znaci, ze
sa na user story aktualne pracuje

3. Waiting for revision:

- v tejto faze je user story hotova a ¢aka sa na dalSieho ¢lena timu, ktorého

ulohou je skontrolovat a otestovat danu user story
4. Inrevision:

- do tejto fazy posunie user story ¢len timu zodpovedny za reviziu danej user

story, &im znaci, Ze dana user story aktualne podlieha revizii
5. Done:

- posledna faza, do ktorej user story posunie &len timu zodpovedny za reviziu

po tom, ako danu user story revidoval

Task

Task je konkrétna uloha v ramci user story. Jedna user story sa méze skladat z viacerych
taskov, kde kazdy task je prideleny niektorému z ¢lenov timu.
Jednotlivé fazy tasku su rovnaké ako fazy user story.
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Inzinierske dielo

Big picture

Tato Cast dokumentu obsahuje informacie o systéme vytvorenom v ramci témy "Game
Chain" poCas prvého semestra. Zdokumentovana je celkova architektura ale i jednotlivé
moduly, z ktorych sa systém sklada.

Globalne ciele projektu na zimny semester

Ciefom projektu vypracovaného pocas zimného semestra je vytvorenie prvotnej verzie
systému, navrhnutie a vytvorenie v8etkych databaz, zaloZzenie a nakonfigurovanie
potrebnych serverov, vediet prepojit uty nasho systému s hernymi uétami a v poslednom
rade byt schopny kupovat/pouzivat virtualnu menu. PouzZivatel bude so systémom pracovat
vo webovom rozhrani . Okrem komponentu pre vizualizaciu vyuzivame aj databazu pre
spravu dat, spravu uctov ako aj blockchain pre spravu transakcii. Aplikacia umozriuje
pouzivatelovi obchodovat' s hernymi u¢tami Steam, Blizzard a Riot. V ramci prvého
semestra sa planujeme zamerat najma na rozchodenie databaz a ich komunikacie so
serverom. Bude mozné prepojenie Uuctu z nasej aplikacie spolu s hernymi uétami z uz
predom spominanych platforiem. Poslednym cielom bude implementéacia virtualnej meny
zalozenej na integracii s PayPal - pouzivatel si bude moct pridat’ virtualnu menu do svojej
pefazenky - za tuto menu bude v neskorsich fazach mozné nakupovat herné uéty v
pripade, Ze ich pouzivatel nechce, resp. nemdze vymenit.

Architektura systému

Architektura systému sa da rozdelit’ do troch €asti. Client, €o je front end. Konkrétne webova
aplikacia v React.js. Tato webova aplikacia komunikuje priamo s nasim serverom
implementovanym v node.js. Nas server zabezpecuje spracovanie dat, zapis do databaz,
spracovanie volani od klientov a taktiez pracu s externymi sluzbami. Tento server bezi na
backende. Sucastou backendu su taktiez 3 databazy. Jedna nosql databaza do ktorej sa
ukladaju Specifikacie hernych uctov. juraj.petrik@outlook.com Zvysné dve databazy su
SQL databazy. Jedna z nich sluzi ako samostatna databaza na uchovavanie udajov a nasej
platobnej mene. Toto rieSenie je takéto z dévodu zvySenia bezpecnosti. Posledna databaza
sluzi ako hlavna databaza v tomto projekte. Do nej sa ukladaju aplikacné ucty, mena, hesla
a taktiez je tu prepojenie na herné ucty. Sucastou backendu je taktiez python script, ktory
kazdych osem hodin vykonava automaticky update jednotlivych Specifikacii uctov.
Poslednou ¢astou nasej architektury su externé zdroje. Do externych zdrojov patria rézne
API od hernych vyvojarov, ktoré vyuzivame v aplikacii. TaktieZ do externych zdrojov patri aj
public blockchain. Ako blockchain platformu sme sa v tomto zadani rozhodli vyuzit
Ethereum. Komunikacie s Ethereom je rieSena pomocou smart contractov. DélezZitou ¢astou
nasej architektury je takzvana “nasa” API, ktora by mala byt schopna priamo komunikovat' s
hernymi vydavatelstvami a nasledne pomocou nej upravovat jednotlivé herné uétu na
strane poskytovatela.
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Obr.2: Architektura systemu

Datovy model

id int id int

1

* 1
o rs battlenet_account_id

pr— J5er_account_id

blockchain_transaction
id in

1 1
id Nt —
blockchain_id varcha i
username varchar
user_account_id nt =
name varchar steam_account cs_account
i i
. " surname archar id int id It
authentification 1
1 email varcha e user_account_id nt . steam_account_id int
id nt
date_of_birth
password varchar
last_login
confirmation_code varchar

registered_at

id nt id int

active_until 1

time f
is_verified hoolear
S .
status s : 7 riot_account_id int

N yyser_account_id
status %

authentification_id

Obr.3: Datovy model
Opis jednotlivych tabuliek a atributov:

e blockchain_transaction: tabulka sluzi pre uchovavanie udajov tykajucich sa
blockchain transakcii.
o id - poradové ¢islo (identifikacné Cislo) zaznamu
o blockchain_id - identifikacné €islo zaznamu v blockchain-e, ktory obsahuje
blizSie informacie o danej transakcii
o user_account_id - identifikacné Cislo pouzivatela, ktorému patria dané
zaznamy o blockchain transakciach
e authentification: tabulka sluzi pre uchovavanie udajov tykajucich sa prihlasovacich
hesiel pouzivatelskych uctov a tiez pre spravu hesiel z hladiska pouzivatelov
(tabulka obsahuje atributy potrebné pre poskytnutie funkcionality zmeny alebo
resetovania hesla)
o id - poradové Cislo (identifikacné Cislo) zaznamu
o password - zahashované heslo pouzivatela
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o confirmation_code - overovaci kod pouzivany pri resetovani hesla
pouzivatela
o active_until - presny datum a €as, do kedy je platny overovaci kod sluziaci pre
resetovanie hesla pouZivatela
e user_account: tabulka sluZi pre uchovavanie udajov tykajucich sa pouzivatela a
informacii tykajucich sa jeho pouzivatelského uc¢tu vo webovej aplikacii
id - poradové ¢Cislo (identifikacné Cislo) zaznamu
username - prihlasovacie meno pouZzivatela
name - meno pouzivatela
surname - priezvisko pouzivatela
email - emailova adresa pouzivatela
date_of birth - datum narodenia pouzivatela
last_login - datum, kedy bol pouZivatel prihlaseny naposledy
registered_at - datum, kedy bol pouzivatel registrovany
is_verified - pravdivostna hodnota &i bola verifikovana emailova adresa
pouzivatela pri jeho registracii
o status - status pouzivatela sluziaci na urenie Ci je pouzivatel aktivny alebo
nie
o authentification_id - identifikacné Cislo zaznamu v tabulke authentification,
ktory obsahuje udaje o pouzivatefovom hesle
e Dbattlenet_account: tabulka sluzZi pre uchovavanie udajov tykajucich sa identifikaCnych
Cisel uctov pouzivatela v platforme Battle.net. Toto identifikacné €islo zodpoveda
dokumentu v databaze MongoDB, ktory obsahuje blizSiu Specifikaciu daného uctu v
platforme Battle.net
o id - poradové Cislo (identifikacné €islo) zaznamu
o user_account_id - identifikacné Cislo pouzivatela v tabulke user_account,
ktory vlastni dany ucet v platforme Battle.net
e wow_account: tabulka sluzi pre uchovavanie Udajov tykajucich sa identifikacnych
Cisel hernych uctov (konkrétne uctov pre hru World of Warcraft), ktoré vlastni
pouzivatel. Identifikacné Cisla zodpovedaju dokumentom ulozenym v databaze
MongoDB, ktoré obsahuju bliZSiu Specifikaciu daného herného uctu
o id - poradové ¢islo (identifikacné Cislo) zaznamu
o battlenet_account_id - identifikaéné €islo uctu v platforme Battle.net, ku
ktorému patri dany herny ucet World of Warcraft
e steam_account: tabulka sluzi pre uchovavanie udajov tykajucich sa identifikaCnych
Cisel uctov pouzivatela v platforme Steam. Toto identifikacné Cislo zodpoveda
dokumentu v databaze MongoDB, ktory obsahuje blizSiu Specifikaciu daného uctu v
platforme Steam
o id - poradové €islo (identifikacné Cislo) zaznamu
o user_account_id - identifikacné Cislo pouzivatela v tabulke user_account,
ktory vlastni dany ucet v platforme Steam
e cs_account: tabulka sluzi pre uchovavanie Udajov tykajucich sa identifikaCnych Cisel
hernych uctov (konkrétne uctov pre hru Counter-Strike:Global Offense), ktoré vlastni
pouzivatel. Identifikacné Cisla zodpovedaju dokumentom ulozenym v databaze
MongoDB, ktoré obsahuju blizSiu Specifikaciu daného herného uctu
o id - poradové €islo (identifikacné Cislo) zaznamu
o steam_account _id - identifikacné Cislo uétu v platforme Steam, ku ktorému
patri dany herny ucet Counter-Strike: Global Offensive

O O O O O O O O O
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e riot_account: tabulka sluzi pre uchovavanie udajov tykajucich sa identifikanych Cisel
uctov pouzivatela v platforme RIOT Games. Toto identifikaéné Cislo zodpoveda
dokumentu v databaze MongoDB, ktory obsahuje blizSiu Specifikaciu daného uctu v
platforme RIOT Games

o id - poradové Cislo (identifikacné Cislo) zaznamu
o user_account_id - identifikacné Cislo pouzivatela v tabulke user_account,
ktory vlastni dany ucet v platforme RIOT Games

e |ol_account: tabulka sluzi pre uchovavanie udajov tykajucich sa identifikacnych Cisel
hernych uctov (konkrétne pre hru League of Legends), ktoré vlastni pouzivatel.
Identifikagné Cisla zodpovedaju dokumentom uloZzenym v databaze MongoDB, ktoré
obsahuiju blizSiu Specifikaciu daného herného uctu

o id - poradové €islo (identifikacné Cislo) zaznamu
o battlenet_account _id - identifikacné €islo u¢tu v platforme RIOT Games, ku
ktorému patri dany herny ucet League of Legends

Databazy

Ako bolo spomenuté v sumarizacii Sprintov, pouzivame dva typy databaz - PostgreSQL a
MongoDB. V ramci PostgreSQL sme vytvorili 2 databazy - jednu pre spravu uctov vo
webovej aplikacii a druhu pre spravu financii jednotlivych pouzivatelskych uctov (ktora v
tomto Case este nie je vytvorena). Datovy model spravy pouzivatelskych ucétov webovej
aplikacie je mozné vidiet na obrazku vysSie, v kapitole Datovy model.

Databazu MongoDB pouzivame na ukladanie Specifikacii hernych uctov, nakofko tieto ucty
mobzu obsahovat velké mnozstvo poloziek, ktoré su podstatné pre nas v ramci vyvoja
projektu ako aj pre pouzivatefov nadej aplikacie. Tieto polozky su délezité vzhfadom na
uréovanie a vypocet ceny herného uctu, respektive jeho ohodnotenia. Ohodnotenie hernych
uctov je velmi dolezité z hladiska predavania, kupovania alebo vymeny hernych uctov, ktoru
ma v buducnosti naSa webova aplikacia poskytovat.

Obe databazy su spustené na serveri v dockeri, pricom pristup k nim je mozny iba interne,
t.j. iba zo strany samotného servera. Vyhodou tohto rieSenia je samozrejme bezpecnost, no
z pohladu testovania je potrebné, aby si kazdy jeden &len timu rozchodil lokalne obe
databazy (pripadne testoval kdd na serveri prostrednictvom ssh a testovacich databaz).

Navrh session

Na session pouzivame json web tokeny (JWT). Maju kniznicu pre node
https://www.npmjs.com/package/jsonwebtoken. V podstate mézeme zo servera ukladat vo
forme cookies (pripadne tento token posielat v Sifrovanej sprave a klient si ho moéze ulozit aj
do session/local storage) do prehliadaca jwt v ktorom je zakbdované meno autentizovaného
pouzivatela - tymto tokenom po Case vyprsi platnost’ a preto je potrebné session pravidelne
obnovovat (momentalne je to nastavené na 5 minut, no tato hodnota sa pravdepodobne
eSte zmeni smerom nahor).
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Webova aplikacia

Webova aplikacia je implementovana pomocou ReactJS frameworku. Na dizajnovu stranku
webstranky je pouzita kombinacia Reactu a css kniznice Bootstrap: react-bootstrap
package. Aplikacia bola vytvorena pomocou balika create-react-app - bola vygenerovana
zakladna Struktura celej aplikacie, do ktorej boli nasledne doimplementované jednotlivé
komponenty. Aplikacia bezi ako sluzba na virtudlnom stroji na porte 9998 - prostrednictvom
nginx reverse proxy je pristupna prostrednictvom cesty /app.

Webovy server

Webovy server je realizovany ako REST API server v Node.js. Vyuzivame balik fastify na
vytvorenie bezpeé&ného a rychleho APl na komunikaciu s webovou aplikaciou. Webovy
server komunikuje s databazami, pri¢om ich logika je separovana. Samotny node server
beZi na stroji ubuntu ako sluzba na porte 9999 - prostrednictvom nginx reverse proxy je
pristupny pomocou cesty /server

Rozhrania API servera

Rozhrania API servera su bliZzSie opisané v prilohe B. Aktualne eSte nie su implementované
vSetky endpointy, no su uz vytvorené ich definicie. Do konca zimného semestra vSak
planujeme vSetky takto definované koncové body doimplementovat.

Prototyp za zimny semester

V ramci zimného semestra (zatial po 3 Sprintoch) sa nam podarilo na serveri rozbehat prvu
verziu prototypu GameChain aplikacie. V tejto faze mame funk&né procesy prihlasenia a
registracie do nasej webovej aplikacie. TaktieZ sa nam podarilo spojazdnit HTTPS protokol
na serveri s vyuzitim nginx reverse proxy, Cize protokol pokryva jednak nasu stranku
timoveého projektu, ako aj nas webovy server a samotnu webovu aplikaciu. Prvou
obrazovkou je samotna domovska obrazovka, ktora poskytuje prehlad hernych platforiem,
ktoré nada aplikacia podporuje. V pravom hornom rohu mozno vidiet' klasické tlacidla na
prihlasenie a registraciu.
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Buy / Sell / Trade

Obr.4: Domovska stranka

Prihlasuje sa s vyuzitim unikatneho pouzivatelského mena a hesla. Pre prihlasenie je mozné
zakliknut moznost’ stay logged in. Prihlasenie prebehne korektne v pripade, ze zadana
kombinacia mena a hesla sa nachadza v databaze postgres (sluzba server/users/auth)

@:2:9 ’ [ Search ‘ Login  Sianup

Password

Password

(] Stay logged in

Obr.5: Prihlasovaci formular

Dal$ou implementovanou &astou je samotna registracia pouZivatela. T4 pozostava z
viacerych krokov. V prvom rade je potrebné vyplnit registracny formular tak, aby boli
pouzivatelské meno a mailova adresa unikatne. Taktiez je potrebny byt stari ako 13 rokov
(vyplyva z Terms of Use). ZavereEnym krokom tejto Casti je vyjadrenie suhlasu s nasimi
pravidlami a stlagenie tlacidla sign up. V tomto bode sa ucéet vytvori v databaze, no pre
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kompletnu registraciu je potrebné eSte overit pouzivatelov email. Na email sa odosle
Specialne vygenerovany link obsahujuci JWT token s platnostou 15 minut. Pokial nan
pouzivatel klikne v Casovom limite, jeho uCet bude aktivovany a bude presmerovany na
prihlasovaciu stranku. V pripade zlyhania je potrebné opatovne vygenerovat tento link - toto
je mozné opatovnym pokusom sa o prihlasenie, server totiZzto vyhodnoti, Ze ucet este nie je
aktivovany a automaticky na mail odoS$le novy verifikacny link.

Sign up

Pick a username

Username

Email address

sdadas

* Invalid email address.
Date of birth

Day Month Year
1 vl 1 v | 2020 v

Password

* Password needs to be 8-20 characters long

* Passwords not equal

[ 1 have read and agree with the terms of service

Obr.6: Registracny formular

Prehlad profilu poskytuje zoznam na aplikaény ucet naviazanych hernych uctov. Tento
zoznam je zatial testovaci a nie je finalny. Do profilu eSte planujeme doimplementovat
nastavenia ako zmena udajov, zmena hesla a zmena profilového obrazku (avatara). Nahlad
profilu je teda este stale vo faze vyvoja.

My IDs

ID: acc1

Mandrake

1D: acc2
Settings

Selling
1D: ace3
Purchase history

ID: acc4.

+Add ID

Obr.7: Nahlad profilu
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Specifikacia herného uétu League of Legends je potrebna z dévodu takmer nulovej podpory
zo strany tvorcu hry (Riot Games) - prostrednictvom API nie je mozné ziskat mnohé pre nas
nevyhnutné udaje (herné itemy ktoré ucet vlastni, kozmetické itemy, ...). Z tohto dévodu
sme v aplikacii nuteny zistovat’ obsah hernych uétov prostrednictvom vyklikania Specifikacie
- pouzivatel sa po verifikacii svojho herného U¢tu dostane na obrazovku, na ktorej méze
vyznacit vietky herné predmety, ktoré vlastni. Tento proces je vSak zalozeny na dévere,
nemame ako overit' & pouzivatel hovori pravdu. V buducnosti planujeme pridat’ aj
experimentalne API, ktoré by v pripade Ze by Riot Games pridal takuto funkcionalitu
umoznilo hladky prechod zo Specifikacie na automatizovany proces.

Owned champions and skis
8
€

Sejuani skins you own (2)

Obr.8: Specifikacia RIOT Uétu
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Priloha A: Privacy Policy

Effective Date: November 6, 2020

This page informs you of our policies regarding the collection, use, and disclosure of
personal data when you use our Service and the choices you have associated with
that data. Our Privacy Policy for Game-chain is managed through.

We use your data to provide and improve the Service. By using the Service, you
agree to the collection and use of information in accordance with this policy. Unless
otherwise defined in this Privacy Policy, terms used in this Privacy Policy have the
same meanings as in our Terms of Use.

We may update our Privacy Policy from time to time. We will notify you of any
changes by posting the new Privacy Policy on this page.

You are advised to review this Privacy Policy periodically for any changes. Changes
to this Privacy Policy are effective when they are posted on this page.

1. Information collection and Use

We collect several different types of information for various purposes to provide and
improve our Service to you. We also use cookies and similar tracking technologies to
track the activity on our Service and hold certain information.

Cookies are files with small amount of data which may include an anonymous
unique identifier. Cookies are sent to your browser from a website and stored on
your device. Tracking technologies also used are beacons, tags, and scripts to
collect and track information and to improve and analyze our Service.

You can instruct your browser to refuse all cookies or to indicate when a cookie is
being sent. However, if you do not accept cookies, you may not be able to use some
portions of our Service.

Examples of Cookies we use:

Session Cookies: We use Session Cookies to operate our Service.
Preference Cookies: We use Preference Cookies to remember your
preferences and various settings.

Security Cookies: We use Security Cookies for security purposes.



While using our Service, we may ask you to provide us with certain personally
identifiable information that can be used to contact or identify you ("Personal Data").
Personally identifiable information may include, but is not limited to:

Email address
First name and last name
Cookies and Usage Data

We may also collect information how the Service is accessed and used
("Usage Data"). This Usage Data may include information such as your computer's
Internet Protocol address (e.g. IP address), browser type, browser version, the
pages of our Service that you visit, the time and date of your visit, the time spent on
those pages, unique device identifiers and other diagnostic data.

Game-chain uses the collected data for various purposes:

To provide and maintain the Service

To notify you about changes to our Service

To allow you to participate in interactive features of our Service when you
choose to do so

To provide analysis or valuable information so that we can improve the
Service

To monitor the usage of the Service

To detect, prevent and address technical issues

We may employ third party companies and individuals to facilitate our Service
("Service Providers"), to provide the Service on our behalf, to perform
Service-related services.

These third parties have access to your Personal Data only to perform these tasks
on our behalf and are obligated not to disclose or use it for any other purpose.

2. Transfer of Data

Your information, including Personal Data, may be transferred to — and
maintained on — computers located outside of your state, province, country or other
governmental jurisdiction where the data protection laws may differ than those from
your jurisdiction.



If you are located outside Slovakia and choose to provide information to us, please
note that we transfer the data, including Personal Data, to Slovakia and process it
there.

Game-chain will take all steps reasonably necessary to ensure that your data
is treated securely and in accordance with this Privacy Policy and no transfer of your
Personal Data will take place to an organization or a country unless there are
adequate controls in place including the security of your data and other personal
information.

3. Disclosure of Data

Game-chain may disclose your Personal Data in the good faith belief that
such action is necessary to:

To comply with a legal obligation

To protect and defend the rights or property of Game-chain

To prevent or investigate possible wrongdoing in connection with the Service
To protect the personal safety of users of the Service or the public

To protect against legal liability

4. Security of Data

The security of your data is important to us, but remember that no method of
transmission over the Internet, or method of electronic storage is 100% secure.
While we strive to use commercially acceptable means to protect your Personal
Data, we cannot guarantee its absolute security.

5. Links to other Sites

Our Service may contain links to other sites that are not operated by us. If you
click on a third party link, you will be directed to that third party's site. We strongly
advise you to review the Privacy Policy of every site you visit.

We have no control over and assume no responsibility for the content, privacy
policies or practices of any third party sites or services.



6. Children’s privacy

Our Service does not address anyone under the age of 13 ("Children").

We do not knowingly collect personally identifiable information from anyone
under the age of 13. If we become aware that we have collected Personal Data from
children without verification of parental consent, we take steps to remove that
information from our servers.



Priloha B: Terms of Use
Effective Date: November 5, 2020

Welcome to Game-chain! Game-chain is an international project that allows users to
sell, trade and buy their gaming accounts. We invite you to access our website and
use Game-chain services, but please note that your invitation is subject to your
agreement with these Terms of Use. This document describes in detail your rights
and our rights relating to the provision of the Service (as defined below). Please
review these Terms carefully .

We also recommend to review our Privacy Policy, which is not part of this Agreement.

1. These Terms

The following terms and conditions, together with our Privacy
Policy(collectively, these "Terms"), govern your access to and use of Game-chain,
any and all text, graphics, images, audio, video, information and other materials
available through the Website (together "Content"), functionality, and the services
offered on and through the Website. These Terms are entered into by and between
you and Game-chain.

If you are accessing and using the Website on someone else’s behalf, you
represent that you have the authority to bind that person as the principal to these
Terms, and to the extent you do not have such authority you agree to be bound to
these Terms and to accept liability for harm caused by any wrongful use of the App
resulting from such access or use. In such a scenario, the words "you" and "your"
when used in these Terms will apply to the person on whose behalf you are acting
as well as you as an individual as appropriate.

If you are using our Services on behalf of a corporate entity or organisation,
then you agree to these Terms on behalf of that corporate entity or organisation and
its affiliates and you represent that you have the authority to do so. In such a
scenario, the words "you" and "your" when used in these Terms will apply to your or
organisation and its affiliates as well as you as an individual as appropriate.

We may modify these Terms from time to time to reflect changes in market
conditions affecting our business, changes in our business, changes in payment
methods, changes in technology and changes in our system. If we do so, we will
notify you by email to the email address you have provided us with, however we are
not obliged to, and such modification shall be effective upon our posting of the
revised Terms on the App. You agree to be bound by any changes to these Terms


https://ti.to/privacy
https://ti.to/privacy

when you use our App and Services after any such modification is posted on the
Website. It is therefore important that you review these Terms regularly to ensure
you are updated as to any changes.

2. Your use of our website and services

Before you can use most of our app's services, you will need to register for an
account. You are responsible for the security of your sign-in credentials and all
activities that occur via your Account (including without limitation financial
obligations). You agree to provide true and accurate information and to notify us in
the event of any unauthorised access to your Account or any changes to your
Account information. Limited access to certain features may be available to
non-registered users, but such access is still subject to these Terms. In order to
create an account you must:

1. be at least 13 years old
2. be legally permitted to use the App by the laws of your home country

By accepting these Terms and registering an Account you agree to receive
communications, including emails that are related to the Services.

For more information about what personal information we use and how we use it, please check out
our Privacy Policy.

If there has been an unauthorised use of your password or Account, you shall
notify us immediately.

You are responsible for keeping all information provided under this section
current, complete, accurate and truthful.

You agree to accept responsibility for all activities that occur with your
permission or authorisation under your Account, username and/or password, or
because you fail to maintain sufficient security over your Account, username and/or
password.

Your use of our Services is governed by these Terms. We may at our
absolute discretion refuse you access to the Services and/or cancel/terminate your
registration or use without prior notice for any reason and you shall not be entitled to
any compensation in respect of cancellation/termination of your use/registration.



You agree to act in a responsible and legal manner when using the App and
Services. You shall comply with all applicable laws, regulations and rules and
undertake not to use the App and Services for any unlawful purpose, for the
commission of any offence or crime under the laws of any jurisdiction to which
access is obtained through the App or in a manner which is likely to cause harm,
offense or nuisance to any other Internet user.

Use of the App and/or Services requires a connection to the internet and
appropriate telecommunication infrastructure. We are not liable for any costs you
may incur from use of such.

You shall not access, store, distribute or transmit any viruses, or any material

during the course of your use of the Services that:

is unlawful, harmful, threatening, defamatory, obscene, infringing,
harassing or racially or ethnically offensive;

facilitates illegal activity;

depicts sexually explicit images;

promotes unlawful violence;

is discriminatory based on race, gender, colour, religious belief, sexual
orientation, disability;

We reserve the right to remove or suspend any material posted which is, in
our sole opinion, in breach of this section, or which we suspect to be in breach of this
section at our absolute discretion. We shall be entitled to terminate your Account or
use for breach of this section.

Save as expressly set out in these Terms or as otherwise permitted by law,
you may not make any communication, display or performance to the public of the
Content or otherwise disseminate, sell, give away, hire, lease, offer or expose for
sale or distribute the Content.

You shall use all reasonable endeavours to prevent any unauthorised access
to, or use of, the Services and/or the Content and, in the event of any such
unauthorised access or use, promptly notify Game-chain team.

Information provided through the Services or on the Website is subject to
change. We may amend, update, suspend or delete any information in the Content
without notice at any time and at our sole discretion.



3. Customer Content

You shall own all right, title and interest in and to all of the data and content
(including, but not limited to, Personal Data, files and gaming accounts) inputted or
provided by you in the course of availing of the Services (your "Customer Content")
and you shall have sole responsibility for and hereby warrant the legality, reliability,
integrity, accuracy and quality of your Customer Content.

You grant us a non-exclusive, royalty free licence to use your Customer
Content for the purposes of providing the Services.

We shall follow our standard archiving procedures for Customer Content. In
the event of any loss or damage to your Customer Content, your sole and exclusive
remedy shall be for us to use reasonable commercial endeavours to restore the lost
or damaged Customer Content from the latest back-up of such Customer Content
maintained by us in accordance with our archiving procedure. We shall not be
responsible for any loss, destruction, alteration or disclosure of Customer Content
caused by any third party (except those third parties we sub-contract to perform
services related to Customer Content maintenance and back-up).

4. Depositing Funds

The balance can be added through our payment gateway with the use of bank
card or electronic payment services like PayPal.

All additions to the balance must be made from an account in a payment
system or a credit card registered to the User, and they must be made using the
same currency that the User’'s account has; any additions in another currency will be
converted using the exchange rate of the bank or payment system used by the
Service, after which the deposit will be made to the User’'s account in accordance
with the conversion. The User must take into account that certain payment systems
may apply additional tariffs in converting currency, which will be taken out of the
sum of the payment to the balance.

In most cases, the Service takes transaction fees from the User for adding to
the balance. The User is responsible for bank fees that he/she may incur from
depositing funds.



It is forbidden to deposit any funds received from criminal and/or unlawful
and/or unsanctioned activity.

When the User deposits funds using a credit card, it is recommended that
he/she saves a copy of the Transaction Report and a copy of this agreement.

5. Publicity and announcements

You shall not make, or cause to be made at any time any statement that you
know to be factually untrue which directly or indirectly disparages, is inimical, critical
or derogatory to or damages the reputation of Game-chain, whether such statement
is in relation to the Services or otherwise.



Priloha C: Exporty Sprintov



» [GC-52] Blockchain - PRIVATE created: 26/0ct20 Updated: 03/Novi20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:

Original Estimate:

Attachments:

Issue links:

Sprint:

Story point estimate:

Rank:

WAITING FOR REVISION
GameChain

None

None

None

Subtask Priority:
William Brach Assignee:
Unresolved Votes:
None

Not Specified

Not Specified

Not Specified

& image-20201103-191650.png

Cloners
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GC Sprint 1, GC Sprint 2
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0[i0008u:

Medium
Adam Zilla
0

In Progress


https://team2-fiit.atlassian.net/browse/GC-52
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c148fe0e85a006e8ce3ed
https://team2-fiit.atlassian.net/browse/GC-44

° ¢ 101 Blockchains | PUBLIC VS. PRIVATE BLOCKCHAIN

I WHAT IS PUBLIC WHAT IS PRIVATE e
I BLOCKCHAIN? BLOCKCHAIN?

In a public blockchain network In a private blockchain only a
g} everyone has access to the single organization will have

network and can take part in access and authority over the
consensus. network. It's basically a partial
decentralized system.

THE COMPARISON TABLE

Eﬁég PUBLIC BLOCKCHAIN PRIVATE BLOCKCHAIN

=
(ﬁl Anyone Single organization

i i ized TS
: D ntralized Partially decentralized ==
Authority ece 1ze 1ally 1zed fo=Co

Transaction Speed % Slow Fast

Consensus Permissionless Permissioned

Efficiency F Low High

Read and Write access Read and write for a
for anyone single organization

—. DataHandling

Immutability Full Partial

CREATED BY 101BLOCKCHAINS.COM

Private vs public

» Access
o PUBLIC - moze sa pripojit hocikto
o PRIVATE - moze sa pripoijit iba clovek ktory ma na to prava pripadne je vyzvany danou spolocnostou
« Authority
o PUBLIC - na kazdeho je rovnako rozdelene
o PRIVATE - je decentralizovane vramci organizacie a ak som spravne pochopil tak aj vramci organizacie sa mozu vybrat nody ktore budu
overovat smart contracty (consensus) a ostatne nie. To by malo suvisiest aj s bodom Consensus kde public je permisionless a private je
permissioned.
« Immutability
o PUBLIC - doposial nie je zname alebo nie je dostatocny vypoctovy vykon aby bolo mozne nejako menit jednotlive bloky blockchainu
o PRIVATE - v pripade private je mozne ze nejaka hlavna autorita dokaze alebo je schopna meni resp. editovat bloky blockchainu alebo ich
mazat ked je potreba.

Analyza ze kazdy si precitajte co to blockchain je a ako funguje.
https://www.investopedia.com/terms/b/blockchain.asp
Researchers nnemaiju co robit tak vymyslaju blbosti.

https://www.youtube.com/watch?v=SSo_EIwHSd4


https://www.investopedia.com/terms/b/blockchain.asp
https://www.youtube.com/watch?v=SSo_EIwHSd4

Ked to budeme chciet implementovat

https://developer.ibm.com/technologies/blockchain/tutorials/develop-a-blockchain-application-from-scratch-in-python/

[GC-37] Navrh created: 15/0ct/20 Updated: 29/0ct/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

2 Remaining Estimate:

X Time Spent:

X Original Estimate:

Sub-tasks:

Sprint:
Rank:

To Do
GameChain
None
None
None

Task

William Brach
Unresolved
None

Not Specified
Not Specified
Not Specified

Key

GC-39
GC-40
GC-41
GC-42
GC-38
GC-49

Summary
Webstranka wireframe
Architektura riesenia
Systemove moduly
Use Case diagramy
Datovy model 1/2
Datovy model 2/2

GC Sprint 1, GC Sprint 2

0]i000a7:

Priority:
Assignee:

Votes:

Remaining Estimate:

Time Spent:

Original Estimate:

Type

Subtask
Subtask
Subtask
Subtask
Subtask
Subtask

Status
Done
Done
Done
Done
Done

Done

[GC-36] Vyladit stranku Team2 TP created: 15/0ct/20 Updated: 24/0ct/20 Resolved: 24/0ct/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:

Attachments:

Sprint:

Story point estimate:
Rank:

Done
GameChain
None
None

None

Task
William Brach
Done
None
Not Specified
Not Specified
Not Specified

W image-20201023-132551.png

GC Sprint 1
5
0[io006n:

Priority:
Assignee:
Votes:

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Tomas Bedej
William Brach

Adam Fano
Marek Kocurik

Adam Zilla

Medium
Juraj Bedej
0


https://developer.ibm.com/technologies/blockchain/tutorials/develop-a-blockchain-application-from-scratch-in-python/
https://team2-fiit.atlassian.net/browse/GC-37
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/browse/GC-39
https://team2-fiit.atlassian.net/browse/GC-39
https://team2-fiit.atlassian.net/browse/GC-40
https://team2-fiit.atlassian.net/browse/GC-40
https://team2-fiit.atlassian.net/browse/GC-41
https://team2-fiit.atlassian.net/browse/GC-41
https://team2-fiit.atlassian.net/browse/GC-42
https://team2-fiit.atlassian.net/browse/GC-42
https://team2-fiit.atlassian.net/browse/GC-38
https://team2-fiit.atlassian.net/browse/GC-38
https://team2-fiit.atlassian.net/browse/GC-49
https://team2-fiit.atlassian.net/browse/GC-49
https://team2-fiit.atlassian.net/browse/GC-36
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77

http://team02-20.studenti.fiit.stuba.sk/

git link - https://github.com/team2-BlG-anchors/website

Comment by William Brach 21/0ct20]

Juraj Bedej pridal som ti do stranky nejake veci - https://github.com/team2-BIG-
anchors/website/commit/7ae1ae17574c938f3e6774d5eafe9dadabb1a3a4

Comment by Juraj Bedej [22/0ct/20]

Daco som tam popridaval, chceme zmenit aj farebnu paletu tej stranky aby bola rovnaka ako ta nasa buduca web app?
Comment by William Brach [23/0ct20]

podla mna to je ok takto. aspon ako prva verzia

Comment by William Brach [23/0ct/20]

Todo :

1. Pridat jara

2. Pridat kontakt mail

3. zapisnica 4 ked bude
4. odgabat toto

Designed by Uldeck and Built-with Ayro Ul

Comment by Juraj Bedej [ 23/0ct20]

Ten footer odgabat nemozem to je podmienka toho templatu ak ho chces pouzivat.

[GC-9] Metodiky created: 06/0ct20 Updated: 15/0ct/20

Status: In Progress

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium

Reporter: Juraj Bedej Assignee: Unassigned

Resolution: Unresolved Votes: 0

Labels: None

X Remaining Estimate: Not Specified Remaining Estimate: Not Specified

2 Time Spent: Not Specified Time Spent: Not Specified

X Original Estimate: Not Specified Original Estimate: Not Specified

Sub-tasks: Key Summary Type Status Assignee
GC-15 Metodika pisania Subtask Done Adam Fano

dokumentacie

GC-14 Metodika pisania zapisnic Subtask Done Adam Fano
GC-34 Metodika revizie Uloh Subtask Done Juraj Bedej
GC-12 Metodika verziovania Subtask Done Juraj Bedej
GC-10 Metodika testovania Subtask Done William Brach
GC-11 Metodika pisania kodu Subtask Done William Brach
GC-13 Definiton of done Subtask Done Marek Kocurik
GC-35 Metodika komunikacie Subtask Done Juraj Bedej


http://team02-20.studenti.fiit.stuba.sk/
https://github.com/team2-BIG-anchors/website
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://github.com/team2-BIG-anchors/website/commit/7ae1ae17574c938f3e6774d5eafe9dada6b1a3a4
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-9
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-15
https://team2-fiit.atlassian.net/browse/GC-15
https://team2-fiit.atlassian.net/browse/GC-14
https://team2-fiit.atlassian.net/browse/GC-14
https://team2-fiit.atlassian.net/browse/GC-34
https://team2-fiit.atlassian.net/browse/GC-34
https://team2-fiit.atlassian.net/browse/GC-12
https://team2-fiit.atlassian.net/browse/GC-12
https://team2-fiit.atlassian.net/browse/GC-10
https://team2-fiit.atlassian.net/browse/GC-10
https://team2-fiit.atlassian.net/browse/GC-11
https://team2-fiit.atlassian.net/browse/GC-11
https://team2-fiit.atlassian.net/browse/GC-13
https://team2-fiit.atlassian.net/browse/GC-13
https://team2-fiit.atlassian.net/browse/GC-35
https://team2-fiit.atlassian.net/browse/GC-35

Sprint:
Rank:

GC Sprint 1
0[i00073:

Metodiky davaijte tiez na ten disk kde su zapisnice (https://drive.google.com/drive/u/1/folders/1x60UyW2zUQhfXTgOGuURNO08gf0x31iDr2 )

[GC-6] Analyza created: 06/0ct/20 Updated: 29/0ct/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:

Labels:

X Remaining Estimate:

2 Time Spent:

X Original Estimate:

Sub-tasks:

Sprint:
Rank:

In Progress
GameChain
None
None

None

Task

Juraj Bedej
Unresolved
None

Not Specified
Not Specified
Not Specified

Key Summary

GC-43 Sucastnych rieseni

GC-18 Battlenet API

GC-44 Blockchain - PUBLIC

GC-17 Riot API

GC-52 Blockchain - PRIVATE
GC-46 Udajov v systeme

GC-19 Steam API

GC-45 Nastroje, frameworky

GC Sprint 1, GC Sprint 2
0]i0009z:

Priority:
Assignee:

Votes:

Remaining Estimate:

Time Spent:

Original Estimate:

Type Status
Subtask Done
Subtask Done
Subtask In Progress
Subtask Done

Medium

Unassigned

0

Not Specified
Not Specified
Not Specified

Subtask WAITING FOR REVISION

Subtask Done
Subtask Done
Subtask Done

[GC-5] Zapisnice created: 06/0ct/20 Updated: 26/0ct/20 Resolved: 26/0ct/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:

Labels:

2 Remaining Estimate:

2 Time Spent:
X Original Estimate:

Done
GameChain
None
None

None

Task

Juraj Bedej
Done

None

Not Specified
Not Specified
Not Specified

Priority:
Assignee:
Votes:

Remaining Estimate:

Time Spent:
Original Estimate:

Medium
Adam Fano
0

Not Specified
Not Specified
Not Specified

Assignee
Adam Zilla
Marek Kocurik
William Brach
William Brach
Adam Zilla
Adam Fano
Adam Zilla
Juraj Bedej


https://drive.google.com/drive/u/1/folders/1x60UyW2zUQhfXTgOGuRN08gf0x31iDr2
https://team2-fiit.atlassian.net/browse/GC-6
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
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https://team2-fiit.atlassian.net/browse/GC-46
https://team2-fiit.atlassian.net/browse/GC-46
https://team2-fiit.atlassian.net/browse/GC-19
https://team2-fiit.atlassian.net/browse/GC-19
https://team2-fiit.atlassian.net/browse/GC-45
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https://team2-fiit.atlassian.net/browse/GC-5
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Sub-tasks: Key Summary Type Status Assignee

GC-50 Zapisnica z 4. stretnutia Subtask Done Adam Fano
GC-47 Zapisnica z 3. stretnutia Subtask Done Adam Fano
GC-16 Zapisnica z 1. stretnutia Subtask Done Adam Fano
GC-48 Zapisnica z 2. stretnutia Subtask Done Adam Fano
Sprint: GC Sprint 1
Rank: 0]i0007b:

Zapisnice sa asi eSte budu upravovat podla dizajnu frontend-u. Kazdopadne budem prikladat prvé verzie zapisnic. NizSie prikladam link na disk so
zapisnicami pre pripadnu Upravu.

https://drive.google.com/drive/folders/1x60UyW2zUQhfXTgOGuRNO08gf0x31iDr2?usp=sharing

Comment by Adam Fano [ 16/0ct/20]

Ked pozriete zapisnice, tak cely tento task prosim hodte na “rozpracované®. d

Generated at Thu Nov 05 16:38:53 UTC 2020 by Adam Fano using Jira 1001.0.0-SNAPSHOT#100149-
sha1:4f621fb93ecc71913daca5f522f7a7c702962993.
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Date - 15 October 2020 - 29 October 2020

Remaining work

Mumiber af issus

Guideline

deal burn rate

4
. 3
s
=3
=]
S
@
@
o 24

14

ol .

Oct 17

Incomplete issues
Key Summary
GC-37 MNavrh
GC-9 Metodiky
GC-6 Analyza
Completed issues
Key Summary
GC-36 Vyladit stranku Team2 TP
GC-5 Zapisnice

Issue type
Task
Task

Task

Issue type

Task

Task

Oct22 Oct 25

Time
Epic Status
T0 DO
IN PROGRESS
IN PROGRESS
Epic Status
DONE
DONE

Assignee

Assignee

2
£

Oct 28

Wiew in issue navigator

Issue count

View in issue navigator

Issue count



Date - 15 October 2020 - 29 October 2020

Issue count

Date

Thu, Oct 15 2020,
T:49pm

Fri, Oct 23 2020, 9:54am
Fri, Oct 23 2020, 9:54am

Sat, Oct 24 2020,
6:10pm

Mon, Oct 26 2020,
10:54am

Thu, Oct 29 2020,
6:04pm

Completed work

lumber of issuss compisted this sprint

Guideline Worl

ideal burm rate N

k Scope

er of issues to by

Qct 17

Event

Sprint started

lssue completed

Issue re-opened

Issue completed

Issue completed

Sprint completed

Oct 20

Issue

GC-36 Vyladit stranku Team2 TP
GC-37 Navrh

GC-9 Metodiky

GC-5 Zapisnice

GC-6 Analyza

GC-36 Vyladit stranku Team2 TP

GC-36 Vyladit stranku Team2 TP

GC-36 Vyladit stranku Team2 TP

GC-5 Zapisnice

GC-36 Vyladit stranku Team2 TP
GC-37 Navrh

GC-9 Metodiky

GC-5 Zapisnice

GC-6 Analyza

Qct 23

Time

Oct 25

Completed

0
0—1
1=0
0—1
1=
2

Oct 28

Scope



[GC-79] Verifikacny email neexpiruje created: 08/Novi20 Updated: 08/Nov/20 Resolved: 08/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Bug Priority:
Reporter: Juraj Bedej Assignee:
Resolution: Done Votes:
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Story point estimate: 1

Sprint: GC Sprint 2

Rank: 0]i000af:

Pri registracii by mal verifikacny mail vyprsat ak uplynie 15 minut - to sa stane, ale zapis do databazy sa aj tak vykona

[GC-78] Nastavit server aby bezal cez https created: 06/Novi20 Updated: 11/Novi20

Status: In Progress

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority:
Reporter: William Brach Assignee:
Resolution: Unresolved Votes:
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Attachments: W image-20201111-220141.png
Sprint: GC Sprint 2
Rank: 0]i000cz:

BACKEND NODE.JS

Najprv vytvorit certifikaty:

email treba dat nejaky real email a -d nasu domenu

git clone https://github.com/letsencrypt/letsencrypt
cd letsencrypt
./letsencrypt-auto certonly --manual --email admin@example.com -d example.com

Vytvori sa nova directory
/etc/letsencrypt/live/example.com/ a bude obsahovat tieto certifikaty:

« cert.pem

« chain.pem

« fullchain.pem
« privkey.pem

var https = require('https');
var fs = require('fs');

var options = {
key: fs.readFileSync('/etc/letsencrypt/live/example.com/privkey.pem"),
cert: fs.readFileSync('/etc/letsencrypt/live/example.com/cert.pem'),
ca: fs.readFileSync('/etc/letsencrypt/live/example.com/chain.pem')

s

https.createServer(options, function (req, res) {
res.writeHead(200);

Medium
Juraj Bedej
0

Medium
Adam Zilla
0


https://team2-fiit.atlassian.net/browse/GC-79
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
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https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-78
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c148fe0e85a006e8ce3ed
https://gist.github.com/davestevens/c9e437afbb41c1d5c3ab

res.end("hello world\n");
}).1listen(8000);

A toto treba pridat do servera aby to fungovalo mozno bude treba chvilu pockat hovorili.

ako spravit aby server isiel cez https?

minimalne zistit ako na to.

FE - react.js

BE - nodejs

obe su pisane v typescript.

bonus: dat https certifikat aj na stranku timu (bezi na nginx):

http://team02-20.studenti.fiit.stuba.sk/

Comment by William Brach [ 10/MNov/201
co tak to nahodit?
Comment by Adam Zilla [ 10/Nov/20]

Ja to konzultujem s Jurom, nechcel som pokazit o zatial ma. Ale mdéZem skusit.

[GC-77] Navrh session created: 06/Nov/20 Updated: 08/Nov/20 Resolved: 08/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority:
Reporter: William Brach Assignee:
Resolution: Done Votes:
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Attachments: v image-20201107-194909.png

Sprint: GC Sprint 2

Story point estimate: 2

Rank: 0[i000f7:

Medium
Juraj Bedej
0

Na session pouzijeme json web tokeny. Maju kniZnicu pre node https://www.npmjs.com/package/jsonwebtoken. V podstate méZzeme zo servera ukladat vo forme cookies (pripadne ten
Sifrovanej sprave a klient si ho méze ulozit aj do session/local storage) do prehliadac¢a jwt v ktorom je zakédované meno autentizovaného pouzivatela - tymto tokenom po ¢ase vyprsi |

potrebné session pravidelne obnovovat (napr. kazdych 15 minut).


http://team02-20.studenti.fiit.stuba.sk/
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
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https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://www.npmjs.com/package/jsonwebtoken

Browser

Server

1. POST /users/login with username and password

3. Returns the JWT to the Browser

4. Sends the JWT on the Authorization Header

6. Sends response to the client

2. Creates a JWT
with a secret

5. Check JWT sic
Get user inform
from the JV

Na diagrame nie je znazornené ukladanie do cookies, tento sposob je este potrebné prediskutovat z bezpeénostného hladiska - jwt je mozné podpisat’ sikromnym RS256 klu¢om. Ver
verejnym kli¢om - tento spésob by mal znizit bezpe€nostné rizika.

[GC-76] Setup mongoDB created: 06/Nov/20 Updated: 12/Nov/20 Resolved: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:
Original Estimate:

Attachments:
Sprint:

Rank:

Description

Done
GameChain
None
None

None

Task Priority:
Marek Kocurik Assignee:
Done Votes:
None

Not Specified

Not Specified

Not Specified

navod_na_pouzivanie.txt prikazy.txt
GC Sprint 2
0[i000a8:

« spravit setup mongodb na serveri kde je docker

« vypytat si od mara ako ma vyzerat no sql schema

« spravit nejake zakladne tabulky ( nejake default sprav aby sme vedeli ako na to)
« nachystat ako sa to robi aby to willko mohol dat do scriptu

Comments

Comment by Marek Kocurik [ 1oMov/20 ]

Nejaky example ako bude vyzerat zapis ponuk v .json spravi Juraj Bedej lebo je extrémne chytry

Medium
Adam Zilla
0



https://team2-fiit.atlassian.net/browse/GC-76
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
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[GC-75] Setup mail serve funkcie created: 06/Nov/20 Updated: 08/Novi20 Resolved: 08/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: William Brach Assignee: William Brach
Resolution: Done Votes: 0
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 2

Rank: 0[i000ab:

Spravit na BE nieco co spravi link po ktorom ked sa klikne bude registracia ok alebo nejaky kod co sa posle na mail

Comment by Juraj Bedej [07/Nov/20]

https://github.com/team2-BIG-anchors/Node-server-GC/blob/GC-68_registration/src/mailer.ts nieco som spravil uz pri registracii ale klasika javascript await async pruser, mozes to
kuknut - treba to nejako rozumne poprehadzovat aj v index.ts asi

[GC-74] Terms Of USE created: 05/Novi20 Updated: 05/Novi20 Resolved: 05/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: Juraj Bedej Assignee: Adam Fano
Resolution: Done Votes: 0
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 2

Story point estimate: 2

Rank: 0[i000dh:

https://docs.google.com/document/d/1cSMyzDHA1bwaROiFbuzRCv--g1HFamFk6gCfM4sS_IU/edit

Comment by Juraj Bedej [05/Novi20]

Davam done, v pripade ze to bude potrebne to mozme este modifikovat.

[GC-73] Skript na .env file created: 05/Nov/20 Updated: 05/Novi20 Resolved: 05/Nov/20
Status: Done
Project: GameChain

Components: None
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Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:

Original Estimate:

Sprint:

Story point estimate:

Rank:

None
None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 2
1
0[i000b3:

Treba nastavit .env stbor na serveri a dopisat to do skriptu gc_server_update.

Comment by Juraj Bedej [05/Novi20]

PORT=9999

IP_ADDRESS=147.175.150.75

[GC-71] Privacy policy created: 29/0ct/20 Updated: 06/Novi20 Resolved: 06/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:
Original Estimate:

Sprint:

Story point estimate:

Rank:

Done
GameChain
None
None

None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 2
2
0]i000av:

https://docs.google.com/document/d/1-CpblOrQykl_Rt5gRhgTBBZLhWrxle3hOJOs_wQCv7s/edit

[GC-70] Navrh REST API created: 20/0ct/20 Updated: 08/Nov/20 Resolved: 08/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:
Original Estimate:

Done
GameChain
None
None
None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

Medium
William Brach
0

Medium
Adam Fano
0

Medium
William Brach
0


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-71
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156
https://docs.google.com/document/d/1-CpblOrQykl_Rt5gRhgTBBZLhWrxIe3hOJOs_wQCv7s/edit
https://team2-fiit.atlassian.net/browse/GC-70
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b

Sprint: GC Sprint 2
Story point estimate: 5

Rank: 0lio00ar:
To mozme pouzit kusok datoveho modelu 2/2

[GC-65] Zber itemov/udajov steam created: 29/0ct/20 Updated: 05/Novi20 Resolved: 05/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: William Brach Assignee: Adam Zilla
Resolution: Done Votes: 0
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Attachments: CSGOJSON.txt
Sprint: GC Sprint 2

Story point estimate: 2

Rank: 0]i000db:
HEXA.one

https://www.npmjs.com/package/hexa.one

CSGOJSON.txt®

treba si zalozit ucet, a retrieve you API key nasledne staci zavolat jeden z ich endpointov a vybavene
https://github.com/yaneony/hexaone-npm/blob/master/README.md

Cele steam APl moze ist domov he;j.
https://api.hexa.one/market/listings/730?key=4cd433cb-250a-4af0-f048-d53db480cf82

Tento link vyssie krasne vrati secko v jsone

do mongoDb ulozit
https://steamcommunity.com/market/listings/730/AWP/render?start=0&currency=3&language=english&format=json
LINK NA CENU ITEMU

[https://steamcommunity.com/market/priceoverview/?appid=730&currency=3&market_hash_name=SSG 08 | Sand Dune (Battle-
Scarred)|https://steamcommunity.com/market/priceoverview/?appid=730&currency=3&market_hash_name=SSG%2008%20%7C%20Sand%20Dune%20(Battle-Scarred)]

Tuto nizsie mame obrazky nazvy zbrani atd vela zaujimavich veci
https://api.steampowered.com/IEconltems_730/GetSchema/v2/?key=CDB7D4A0B5C7D975DFF64AE379B674CE
Vsetky skiny pre jednotlive zbrane su

Icsgolscripts/items/items_game.txt

staci to nejaky mpython scriptom rozparsovat a moze sa to rovno najbeat do mongo DB

https://steamapi.xpaw.me/#

Comment by William Brach osmovi20]

Adam Zilla toto je cesta na serveri alebo kde ? /csgo/scripts/items/items_game.txt
Comment by Adam Zilla [05/Nov/20]

Nie, na pocitaci. Su tam vSetky skiny v angli¢tine. William Brach

Comment by William Brach [05/Nov/20]

vies sem dat ten subor? nemam csgo. Alebo to je v tom jsone v tom linku?

Comment by Adam Zilla [05/Nov/201

Jasné smaknem ho sem nie tie linky su iné veci. Tiez k itemom
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[GC-60] Zber itemov/udajov |0l created: 29/0ct/20 Updated: 12/Novi20 Resolved: 12/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority:
Reporter: William Brach Assignee:
Resolution: Done Votes:
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 2

Story point estimate: 5

Rank: 0]i000ad:

do mongoDB ulozit
http://cdn.merakianalytics.com/riot/lol/resources/latest/en-US/champions.json

https://github.com/team2-BIG-anchors/item-scripts-GC/tree/main/riot

[GC-59] Setup Postgres created: 20/0ct/20 Updated: 12/Nov/20 Resolved: 12/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority:

Reporter: William Brach Assignee:

Resolution: Done Votes:

Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Issue links: Blocks
blocks GC-69 uprava uctu be
blocks G666 prihlasenie be
blocks &6-68 registracia be

Sprint: GC Sprint 2

Story point estimate: 20

Rank: 0]i000a9:

« nainstalovat Db na server
« script pre:
o vytvorenie celej Struktiry databazy (vSetky tabulky)
= script ako argument zoberie subor, v ktorom executne vSetky prikazy
o vymazanie vSetkych zaznamov z tabulky
= script ako argument zoberie nazov tabulky
o vytvorenie novej databazy v dockeri
« docker

https://github.com/team2-BIG-anchors/GC-scripts/blob/main/SQL/db_init.sql - SQL na inicializaciu db

Comment by William Brach [02/Nov/20]

Medium
Tomas Bedej
0

Medium
Marek Kocurik
0

To Do
Done
Done


https://team2-fiit.atlassian.net/browse/GC-60
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c14c5287870006a3101a4
http://cdn.merakianalytics.com/riot/lol/resources/latest/en-US/champions.json
https://github.com/team2-BIG-anchors/item-scripts-GC/tree/main/riot
https://team2-fiit.atlassian.net/browse/GC-59
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cfac3a2d006f106522
https://team2-fiit.atlassian.net/browse/GC-69
https://team2-fiit.atlassian.net/browse/GC-66
https://team2-fiit.atlassian.net/browse/GC-68
https://github.com/team2-BIG-anchors/GC-scripts/blob/main/SQL/db_init.sql
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b

Marek Kocurik neviem ze ci aj u teba bude treba pustat nieco cez systemctl ale ak ano musis spravit aj toto https://nodesource.com/blog/running-your-node-js-app-with-systemd-part-
1ten Service File

Comment by Juraj Bedej [07/Novi20]

Sprav skripty gc_postgres_empty a gc_postgres_rebuild argument
Comment by William Brach {1oMNov/20]

na to co pisal juro tam uz je script na empty staci dorobit rebuild.

[GC-58] Setup BE created: 29/0ct/20 Updated: 04/Novi20 Resolved: 04/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: William Brach Assignee: William Brach
Resolution: Done Votes: 0
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 2

Story point estimate: 8

Rank: 0[i000bj:

« BE template

« otvorit port

« github

« instalacny script
« deploy script

Comment by Juraj Bedej [ 29/0ct/20]

"crypto-js": "~4.0.0",
"fastify": "~2.10.0",
"fastify-cors": "~3.0.2",
"fastify-multipart": "~1.0.5",
"fastify-static": "~2.6.0",
"generate-pincode": "~5.0.3",
"mongodb": "~3.5.4",
"nodemailer": ""6.4.4",
"nodemon": "72.0.2",

Comment by William Brach [30/0ct20]

link na repo - https://github.com/team2-BIG-anchors/Node-server-GC
Comment by Juraj Bedej [ 04/Nov/20]

moze byt

Comment by William Brach o4/mnovi20]

<o

[GC-57] Setup FE created: 20/0cti20 Updated: 08/Nov/20 Resolved: 08/Nov/20

Status: Done

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: William Brach Assignee: Tomas Bedej
Resolution: Done Votes: 0

Labels: None


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cfac3a2d006f106522
https://nodesource.com/blog/running-your-node-js-app-with-systemd-part-1
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/browse/GC-58
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://github.com/team2-BIG-anchors/Node-server-GC
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/browse/GC-57
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c14c5287870006a3101a4

Remaining Estimate:
Time Spent:
Original Estimate:

Sprint:
Story point estimate:
Rank:

« FE Template (typescript react)
« otvorit port

« github

« instalacny script

« deploy script

Comment by William Brach [30/0ct20]

Not Specified
Not Specified
Not Specified

GC Sprint 2
5
0]i000az:

Tomas Bedej link na repo -https://github.com/team2-BIG-anchors/React-client-GC

Comment by William Brach o2Novi20]

Tomas Bedej ked to budes robit nezabudni napisat aj toto https://nodesource.com/blog/running-your-node-js-app-with-systemd-part-1

Comment by Juraj Bedej [ 08/Novi20 ]

vsetky kroky splnene, done

[GC-56] Export Sprintu creat
Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:

Attachments:

Sprint:

Story point estimate:
Rank:

Comment by Juraj Bedej [05/Novi20]

najs, idem to dat na webstranku

ed: 29/0ct/20 Updated: 05/Nov/20 Resolved: 05/Nov/20
Done

GameChain

None

None

None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

O sprint-export.pdf
GC Sprint 2

1

0[i000df:

[GC-55] Retrospektiva 1 created: 20/0ct/20 Updated: 04/Nov/20 Resolved: 04/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:

Time Spent:

Done
GameChain
None
None
None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Medium
Adam Fano
0

Medium
Adam Fano
0


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c14c5287870006a3101a4
https://github.com/team2-BIG-anchors/React-client-GC
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c14c5287870006a3101a4
https://nodesource.com/blog/running-your-node-js-app-with-systemd-part-1
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-56
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-55
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156

Original Estimate:

Sprint:
Story point estimate:
Rank:

Not Specified

GC Sprint 2
2
0[i000bp:

https://docs.google.com/document/d/1DDFBeuoy4-QxivMoXiRL2Sd8nGdvolLops1sxH_mArrQ/edit

[GC-54] Zapisnica 6 created: 29/0cti20 Updated: 08/Nov/20 Resolved: 08/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:

Sprint:
Story point estimate:
Rank:

Done
GameChain
None
None
None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 2
1
0]i000an:

https://docs.google.com/document/d/1euXNFkGRt9jTa45I1GjvJUYCrndZwtyHEZROHDCcfXJA/edit

Comment by Juraj Bedej [08/Novi20]

daj sem link na tu zapisnicu

[GC-53] Zapisnica 5 created: 29/0ct/20 Updated: 04/Nov/20 Resolved: 04/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:

Sprint:
Story point estimate:
Rank:

Done
GameChain
None
None
None

Task Priority:

Juraj Bedej Assignee:

Done Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 2
1
0[i000bn:

https://docs.google.com/document/d/17_WoU9LiVSYo_veiEFtNNazb57jUplUan1mH5HAQ_xQ/edit

Medium
Adam Fano
0

Medium
Adam Fano
0


https://docs.google.com/document/d/1DDFBeuoy4-QxivMoXiRL2Sd8nGdvoLops1sxH_mArrQ/edit
https://team2-fiit.atlassian.net/browse/GC-54
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156
https://docs.google.com/document/d/1euXNFkGRt9jTa45IGjvJUYCrndZwtyHEzROHDCcfXJA/edit
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-53
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156
https://docs.google.com/document/d/17_WoU9LiVSYo_veiEFtNNazb57jUplUan1mH5HAQ_xQ/edit

[GC-37] Navrh created: 15/0ct/20 Updated: 12/Novi20 Resolved: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

X Remaining Estimate:

X Time Spent:
X Original Estimate:

Sub-tasks:

Sprint:
Rank:

Done
GameChain
None
None
None

Task
William Brach
Done
None
Not Specified
Not Specified
Not Specified

Key Summary

GC-39 Webstranka wireframe
GC-40 Architektura riesenia
GC-41 Systemove moduly
GC-42 Use Case diagramy
GC-38 Datovy model 1/2
GC-49 Datovy model 2/2

GC Sprint 1, GC Sprint 2

0[i000a7:

[GC-30] Sprava uctu created: 08/0ct20 Updated: 06/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Z Remaining Estimate:

X Time Spent:
Z Original Estimate:

Sub-tasks:

Story point estimate:
Sprint:
Rank:

In Progress
GameChain
None
None

None

Story

Juraj Bedej
Unresolved
None

Not Specified
Not Specified
Not Specified

Key Summary
GC-69 uprava uctu be
GC-61 prihlasenie fe
GC-62 registracia fe
GC-63 uprava uctu fe
GC-68 registracia be
GC-66 prihlasenie be
GC-67 homepage fe
40

GC Sprint 2

0[i000c7:

[GC-G] Analyza created: 06/0ct/20 Updated: 12/Novi20 Resolved: 12/Nov/20

Status:
Project:

Components:

Done
GameChain

None

Priority:
Assignee:
Votes:

Remaining Estimate:
Time Spent:

Original Estimate:

Type Status
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done

Priority:

Assignee:

Votes:

Remaining Estimate:
Time Spent:
Original Estimate:

Type Status
Subtask To Do
Subtask Done
Subtask Done
Subtask In Progress
Subtask Done
Subtask Done
Subtask Done

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Tomas Bedej
William Brach

Adam Fano
Marek Kocurik

Adam Zilla

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Juraj Bedej
Tomas Bedej
Tomas Bedej
Tomas Bedej
Juraj Bedej
Juraj Bedej
Tomas Bedej


https://team2-fiit.atlassian.net/browse/GC-37
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/browse/GC-39
https://team2-fiit.atlassian.net/browse/GC-39
https://team2-fiit.atlassian.net/browse/GC-40
https://team2-fiit.atlassian.net/browse/GC-40
https://team2-fiit.atlassian.net/browse/GC-41
https://team2-fiit.atlassian.net/browse/GC-41
https://team2-fiit.atlassian.net/browse/GC-42
https://team2-fiit.atlassian.net/browse/GC-42
https://team2-fiit.atlassian.net/browse/GC-38
https://team2-fiit.atlassian.net/browse/GC-38
https://team2-fiit.atlassian.net/browse/GC-49
https://team2-fiit.atlassian.net/browse/GC-49
https://team2-fiit.atlassian.net/browse/GC-30
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-69
https://team2-fiit.atlassian.net/browse/GC-69
https://team2-fiit.atlassian.net/browse/GC-61
https://team2-fiit.atlassian.net/browse/GC-61
https://team2-fiit.atlassian.net/browse/GC-62
https://team2-fiit.atlassian.net/browse/GC-62
https://team2-fiit.atlassian.net/browse/GC-63
https://team2-fiit.atlassian.net/browse/GC-63
https://team2-fiit.atlassian.net/browse/GC-68
https://team2-fiit.atlassian.net/browse/GC-68
https://team2-fiit.atlassian.net/browse/GC-66
https://team2-fiit.atlassian.net/browse/GC-66
https://team2-fiit.atlassian.net/browse/GC-67
https://team2-fiit.atlassian.net/browse/GC-67
https://team2-fiit.atlassian.net/browse/GC-6
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000

Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

X Remaining Estimate:

Z Time Spent:
Z Original Estimate:

Sub-tasks:

Sprint:
Rank:

Generated at Thu Nov 12 15:32:24 UTC 2020 by Adam Fano using Jira 1001.0.0-SNAPSHOT#100150-sha1:b4941920e776ab0f57bd05fd07dc3f8e57f413a7.

None

None

Task

Juraj Bedej

Done

None

Not Specified

Not Specified

Not Specified

Key Summary

GC-43 Sucastnych rieseni
GC-18 Battlenet API

GC-17 Riot API

GC-46 Udajov v systeme
GC-19 Steam API

GC-44 Blockchain - PUBLIC
GC-45 Nastroje, frameworky
GC-52 Blockchain - PRIVATE
GC Sprint 1, GC Sprint 2

0[i0009z:

Priority:
Assignee:
Votes:

Remaining Estimate:
Time Spent:
Original Estimate:

Type Status
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done
Subtask Done

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Adam Zilla
Marek Kocurik
William Brach
Adam Fano
Adam Zilla
William Brach
Juraj Bedej
Adam Zilla


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-43
https://team2-fiit.atlassian.net/browse/GC-43
https://team2-fiit.atlassian.net/browse/GC-18
https://team2-fiit.atlassian.net/browse/GC-18
https://team2-fiit.atlassian.net/browse/GC-17
https://team2-fiit.atlassian.net/browse/GC-17
https://team2-fiit.atlassian.net/browse/GC-46
https://team2-fiit.atlassian.net/browse/GC-46
https://team2-fiit.atlassian.net/browse/GC-19
https://team2-fiit.atlassian.net/browse/GC-19
https://team2-fiit.atlassian.net/browse/GC-44
https://team2-fiit.atlassian.net/browse/GC-44
https://team2-fiit.atlassian.net/browse/GC-45
https://team2-fiit.atlassian.net/browse/GC-45
https://team2-fiit.atlassian.net/browse/GC-52
https://team2-fiit.atlassian.net/browse/GC-52
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Date - 29 October 2020 - 12 November 2020

Sprint goal - sugma

Completed work Guideline Work Scope
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To Do In Progress WAITING FOR REVISION INRevisioN [ Dene

80,

70~
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[GC-103] [FE] Button na update hernych uctov created: 12/Nov/20 Updated: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:

Sprint:
Story point estimate:
Rank:

[GC-102] [BE] Sluzba
Status:

Project:
Components:
Affects versions:

Fix versions:

Type:

Reporter:
Resolution:

Labels:

Remaining Estimate:
Time Spent:

Original Estimate:
Sprint:

Story point estimate:
Rank:

Pre blizzard a battlenet

In Progress
GameChain
None
None
None

Task

William Brach
Unresolved
None

Not Specified
Not Specified
Not Specified

GC Sprint 3
1
0[io00d6:r

Priority:

Assignee:

Votes:

Medium
Tomas Bedej
0

na update hernych uctov - manualne created: 12/Novi20 Updated: 25/Nov/20

In Progress
GameChain
None
None

None

Task

William Brach
Unresolved
None

Not Specified
Not Specified
Not Specified

GC Sprint 3
2
0[i000d9:

Priority:

Assignee:

Votes:

Medium
Juraj Bedej
0

[GC-101] [BE] Vytvorenie databazoveho kontrolera mongo created: 12/Novi20 Updated: 26/Novi20

Status:

Project:
Components:
Affects versions:

Fix versions:

In Progress
GameChain
None
None

None


https://team2-fiit.atlassian.net/browse/GC-103
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c14c5287870006a3101a4
https://team2-fiit.atlassian.net/browse/GC-102
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-101
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000

Type: Task Priority: Medium
Reporter: William Brach Assignee: Marek Kocurik
Resolution: Unresolved Votes: 0

Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 3

Story point estimate: 5

Rank: 0[i000d6:i

[GC-96] [BE] Update hernych uctov - automaticky created: 12/Novi20 Updated: 25/Novi20

Status: WAITING FOR REVISION

Project: GameChain

Components: None

Affects versions: None

Fix versions: None

Type: Task Priority: Medium
Reporter: William Brach Assignee: Adam Zilla
Resolution: Unresolved Votes: 0
Labels: None

Remaining Estimate: Not Specified

Time Spent: Not Specified

Original Estimate: Not Specified

Sprint: GC Sprint 3

Story point estimate: 8

Rank: 0]i000cx:

Cez crontab -e si nastavim task na kazdych 8 hodin.
Treba pridat novy riadok

0 */8 * * * [cesta/ku/skriptu.py

Comment by Juraj Bedej [21/Nov/20]

Toto ma byt na serveri nejaka sluzba co sa kazdych 8 hodin zavola - pre kazdy ucet by to malo aktualizovat jeho ingame itemy - steam a battlenet, lolko
nie kedze to je cele manualne. Neviem presne ako to spravit tak, aby sa kazdych 8 hodin aktualizoval kazdy jeden existujuci ingame ucet, to asi musi
prechadzat mongo tych uctov a nad kazdym zavolat tu sluzbu zo servera?

Comment by Adam Zilla [ 22/Novi20]

Juraj Bedej Tam staci ked mi pride Json do scriptu, ja uz potom viem ten script upravit tak nech si nacita json do pola, a nech pre kazde ID, vrati userov
inventar do jsonu a posle do mongo DB

[GC-92] [BE] Setup unit testov created: 12/Nov/20 Updated: 12/Nov/20

Status: In Progress


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cfac3a2d006f106522
https://team2-fiit.atlassian.net/browse/GC-96
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c148fe0e85a006e8ce3ed
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c148fe0e85a006e8ce3ed
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-92

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:

Labels:

Remaining Estimate:

Time Spent:
Original Estimate:

Sprint:

Story point estimate:

Rank:

GameChain
None
None

None

Task Priority:

William Brach Assignee:

Unresolved Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 3
8
0[i000cw:

[GC-64] Zber itemov/udajov battle net created: 20/0ct/20 Updated: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

Remaining Estimate:

Time Spent:

Original Estimate:

Sprint:

Story point estimate:

Rank:

In Progress
GameChain
None
None
None

Task Priority:

Adam Zilla Assignee:

Unresolved Votes:
None

Not Specified

Not Specified

Not Specified

GC Sprint 2, GC Sprint 3
8
0[i000d3:

Medium
William Brach
0

Medium
Adam Fano
0

Dostat game itemy z WOW do json formatu najlepsie pomocou Python skriptu tak, aby to bolo opatovne spustatelne na nasom serveri

Comment by Juraj Bedej [ 11/Nov/20]

Ked to budes mat daj to sem https://github.com/team2-BlG-anchors/item-scripts-GC do prie€inka “steam”.

[GC-31] Vyklikanie specifikacie uctu created: 08/0ct/20 Updated: 12/Nov/20

Status:

Project:
Components:
Affects versions:

To Do
GameChain
None
None


https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c093b25fbdf00686c211b
https://team2-fiit.atlassian.net/browse/GC-64
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c148fe0e85a006e8ce3ed
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c09cc95fe8e00698de156
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://github.com/team2-BIG-anchors/item-scripts-GC
https://team2-fiit.atlassian.net/browse/GC-31
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000

Fix versions:

Type:
Reporter:
Resolution:

Labels:

2 Remaining Estimate:

2 Time Spent:
Z Original Estimate:

Sub-tasks:

Sprint:
Rank:

None

Story

Juraj Bedej
Unresolved
None

Not Specified
Not Specified
Not Specified

Key
GC-83

GC-84
GC-86
GC-80

GC-82

GC-81

GC Sprint 3
0[i000by:

Summary

[BE] Servis pre ucet na
battlenete

[FE] Formular pre battlenet
[FE] Formular pre riot

[BE] Zapis specifikacie do
mongo db

[BE] Servis vsetkych skinov
na ucte ...

[BE] Sluzba pre odoslanie
jsonu skin/...

[GC-30] Sprava uctu created: 08/0ct/20 Updated: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:

Labels:

2 Remaining Estimate:

Z Time Spent:
X Original Estimate:

Sub-tasks:

Story point estimate:
Sprint:
Rank:

In Progress
GameChain
None
None

None

Story

Juraj Bedej
Unresolved
None

Not Specified
Not Specified
Not Specified

Key

GC-61
GC-62
GC-63
GC-68
GC-66
GC-67
GC-69
40

Summary
prihlasenie fe
registracia fe
uprava uctu fe
registracia be
prihlasenie be
homepage fe

uprava uctu be

GC Sprint 2, GC Sprint 3

0]i000c7:

Priority:
Assignee:
Votes:

Remaining Estimate:
Time Spent:

Original Estimate:

Type Status
Subtask In Progress
Subtask Done
Subtask In Progress
Subtask In Progress
Subtask Done
Subtask Done
Priority:

Assignee:

Votes:

Remaining Estimate:
Time Spent:

Original Estimate:

Type Status
Subtask Done
Subtask Done
Subtask In Progress
Subtask Done
Subtask Done
Subtask Done
Subtask Done

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Adam Fano

Adam Fano
Tomas Bedej

Juraj Bedej

Adam Zilla

Juraj Bedej

Medium
Unassigned
0

Not Specified
Not Specified
Not Specified

Assignee
Tomas Bedej
Toma$ Bedej
Tomas Bedej
Juraj Bedej
Juraj Bedej
Tomas Bedej

Juraj Bedej


https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-83
https://team2-fiit.atlassian.net/browse/GC-83
https://team2-fiit.atlassian.net/browse/GC-84
https://team2-fiit.atlassian.net/browse/GC-84
https://team2-fiit.atlassian.net/browse/GC-86
https://team2-fiit.atlassian.net/browse/GC-86
https://team2-fiit.atlassian.net/browse/GC-80
https://team2-fiit.atlassian.net/browse/GC-80
https://team2-fiit.atlassian.net/browse/GC-82
https://team2-fiit.atlassian.net/browse/GC-82
https://team2-fiit.atlassian.net/browse/GC-81
https://team2-fiit.atlassian.net/browse/GC-81
https://team2-fiit.atlassian.net/browse/GC-30
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-61
https://team2-fiit.atlassian.net/browse/GC-61
https://team2-fiit.atlassian.net/browse/GC-62
https://team2-fiit.atlassian.net/browse/GC-62
https://team2-fiit.atlassian.net/browse/GC-63
https://team2-fiit.atlassian.net/browse/GC-63
https://team2-fiit.atlassian.net/browse/GC-68
https://team2-fiit.atlassian.net/browse/GC-68
https://team2-fiit.atlassian.net/browse/GC-66
https://team2-fiit.atlassian.net/browse/GC-66
https://team2-fiit.atlassian.net/browse/GC-67
https://team2-fiit.atlassian.net/browse/GC-67
https://team2-fiit.atlassian.net/browse/GC-69
https://team2-fiit.atlassian.net/browse/GC-69

[GC-29] Prelinkovanie uctu s hernymi uctami - cez API created: 08/0cti20 Updated: 12/Nov/20

Status:

Project:
Components:
Affects versions:

Fix versions:

Type:
Reporter:
Resolution:
Labels:

2 Remaining Estimate:

X Time Spent:

2 Original Estimate:

Sub-tasks:

Sprint:
Rank:

To Do

GameChain

None

None

None

Story Priority: Medium

Juraj Bedej Assignee: Unassigned

Unresolved Votes: 0

None

Not Specified Remaining Estimate: Not Specified

Not Specified Time Spent: Not Specified

Not Specified Original Estimate: Not Specified

Key Summary Type Status Assignee

GC-89 [FE] Profile page Subtask In Progress Tomas Bedej

GC-90 [FE] Obrazovka na Subtask IN REVISION Tomas Bedej
verifikaciu lol uctu

GC-91 [FE] Obrazovka na verfikaciu Subtask IN REVISION Adam Fano
steam/ba...

GC-87 [BE] Zapis herneho uctu do  Subtask WAITING FOR REVISION Adam Zilla
db

GC-88 [BE] Sluzba na verifikaciu lol ' Subtask IN REVISION William Brach
uctu

GC Sprint 3

0[i000bt:

Generated at Thu Nov 26 15:36:10 UTC 2020 by Adam Fano using Jira 1001.0.0-SNAPSHOT#100151-
sha1:c8fcc1e7dc05eefd9a7dc6b183a1f4519¢c78b934.


https://team2-fiit.atlassian.net/browse/GC-29
https://team2-fiit.atlassian.net/secure/BrowseProject.jspa?id=10000
https://team2-fiit.atlassian.net/secure/ViewProfile.jspa?accountId=5f7c0eb5837bb80068534e77
https://team2-fiit.atlassian.net/browse/GC-89
https://team2-fiit.atlassian.net/browse/GC-89
https://team2-fiit.atlassian.net/browse/GC-90
https://team2-fiit.atlassian.net/browse/GC-90
https://team2-fiit.atlassian.net/browse/GC-91
https://team2-fiit.atlassian.net/browse/GC-91
https://team2-fiit.atlassian.net/browse/GC-87
https://team2-fiit.atlassian.net/browse/GC-87
https://team2-fiit.atlassian.net/browse/GC-88
https://team2-fiit.atlassian.net/browse/GC-88
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Priloha D: Technicka dokumentacia



Swagger for GC Api

Overview

Documentation for all the endpoints implemented by GC server

Version information

Version : 0.1.0

URI scheme

Host : localhost:9999
Schemes : HTTP

Consumes

« application/json

Produces

« application/json

Paths

GET /server/lol/account

Responses

HTTP Description
Code P

200 Default Response

info about league champions

GET /server/lol/all

Description

Schema

No Content

Retrieve all champions, skins and chromas for the game League of Legends in a json file



Responses

HTTP
Code

Description

200 Successfully retrieved info from API

400 Request failed

Response 200

Name

champions
optional

Response 400

Name

message
optional

league of legends icon

GET /server/lol/icon

Description

Schema

object

Schema

string

Get the current icon of the users League of Legends account

Parameters

Type

Query

Query

Responses

Name

userName
optional

userServer
optional

Schema

string

string

Schema

Response 200

Response 400



HTTP

Description

Code P
200 successfully retrieved user icon
404 Invalid params in querystring
Response 200
Name Description
message

) & ID of the icon retrieved from riot api
optional
Response 404
Name Schema
message .

) string
optional

POST /server/lol/update

Responses

HTTP Description
Code P

200 Default Response

DELETE /server/session

Responses

HTTP Description
Code P

200 Default Response

GET /server/steam/games

Responses

Schema

Response 200

Response 404

Schema

string

Schema

No Content

Schema

No Content



HTTP
Code

200 Default Response No Content

Description Schema

POST /server/steam/update

Responses

HTTP s L.

Code Description Schema
200 Default Response No Content

user login

POST /server/users/auth

Description

Authorize access by checking login creditentials in database

Parameters

Type Name Schema

body

Bod
0qy optional

body

body

Name Schema

password ri

. strin
optional &
username

. strin
optional &

Responses



HTTP

Code Description Schema
200 Login was successful Response 200
401 Unauthorized access (invalid login creditentials) Response 401
Response 200
Name Schema
Set-Cookie .
) string
optional
Response 401
Name Schema
message .
. string
optional

upload image

PUT /server/users/avatar

Description

Upload avatar to server

Parameters
Type Name Description Schema
Cookie . .
Header i JWT cookie string
optional
bod
Body Y body
optional
body
Name Schema
file

. strin
optional &



Responses

HTTP Description
Code P
200 Successful response
400 Image failed to upload to the server
401 Unauthorized access (invalid token or token expired)
Response 200
Name Schema
message .

. string
optional
Response 400
Name Schema
message .

. string
optional
Response 401
Name Schema
message .

) string
optional

GET /server/users/avatar/get

Responses

HTTP o

Code Description

200 Default Response

user registration

POST /server/users/create

Schema

Response 200

Response 400

Response 401

Schema

No Content



Description

Create a new account for user

Parameters

Type Name

body

Bod
oqy optional

body

Name

date_of birth
optional

email
optional

password
optional

username
optional

Responses

HTTP
Code

200 Registration successful

Description

400 Error during registration

Response 200

Name

message
optional

Response 400

Schema

body

Schema

string

string

string

string

Schema

string

Schema

Response 200

Response 400



Name

message
optional

Schema

string

POST /server/users/password/forgot

Responses

HTTP Description
Code P

200 Default Response

password update

POST /server/users/password/update

Description

Update password through your profile

Parameters
Type Name Description
Cookie )
Header i JWT cookie
optional
bod
Body .y
optional
body
Name
newPassword
optional
oldPassword

optional

Schema

string

string

Schema

No Content

Schema

string

body



Responses

HTTP

Code Description Schema

200 Successful response Response 200
401 Unauthorized access (invalid token or token expired) Response 401

500 Internal server error Response 500

Response 200

Name Schema

message

) strin
optional 5

Response 401

Name Schema

message

. strin
optional &

Response 500

Name Schema

message

. strin
optional &

renew jwt session token

GET /server/users/renew

Description

Renew the validity of session token and write it into users cookies. This endpoint will only return
200 if the token the user already has stored in his cookies is valid

Parameters



Type Name Description Schema

Cookie . .
Header i JWT cookie string
optional

Responses

HTTP
Code

200 Successful response Response 200

Description Schema

401 Unauthorized access (invalid token or token expired) Response 401

Response 200

Name Schema

Set-Cookie

. strin
optional 5

Response 401

Name Schema

message

) strin
optional 5

email verification

GET /server/users/verify

Description

Verify the validity of the email registered user submitted by generatin a link containing jwt token

Parameters
Type Name Schema
Quer 1d strin
y optional 5

10



Responses

HTTP o L.
Code Description Schema
200 Email verified, followed by redirect to login page Response 200
400 Verification failed Response 400
Unauthorized access (invalid email verification token or token
401 . Response 401
expired)
Response 200
Name Schema
message .
. string
optional
Response 400
Name Schema
message .
. string
optional
Response 401
Name Schema
message .
. string
optional

POST /server/wow/update

Responses

HTTP .

Code Description Schema
200 Default Response No Content

11



Priloha E: Pripady pouzitia



Model Report 24 October, 2020
uc
Package in package 'Model’

uc

uc diagram

Use Case diagram in package 'uc'

UCo4:Zmena adajov

UC05:Zobrazenie

I vlastnenych hernych
includes aitov

UC03:Zobrazenie
profilu
zikimk%

UC12:Zvolenie typu
platby

UC11:Kipa virtualnej
meny

winclude»

UC09:0cenenie
herného GEtu

UC14:Aktualizacia

virtualnych predmetov

winclude»

UC07:Pridanie herného

uC13:Zobrazenie
histérie herného Gétu

P
.
-
7 Zakaznik
.
p
.
N\ .

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

uc
Version 1.0
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

UC06:0dstranenie

herného Gétu

UCO1:Registracia

uc10:5pecifikovanie

uco2:Prihlasenie herného Gétu

-
wextends

ucos:Verifikicia
vlastnictva herného
actu

UC18:Vystopovanie

aétu
herného Gétu

UC19:Vytvorenie

vymennej ponuky
~
by
;
-
.
-
.
.
.
. "
aincludes UC20:Potvrdenie
.

vymennej ponuky

N UC21:Predaj herného

.
=< GEtu
JEaN

N

cextends
N
Y

3

UC17:Kipa herného Gétu

Uc16:Zobrazenie
nahfadu herného Gétu

uc15:Zobrazenie trhu

winclude»

wincludes

extension points
Zakaznik nemd dostatok
virtualne] meny.

Figure 1: uc
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Model Report 24 QOctober, 2020

Cas
Actor in package 'uc’
Cas
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Cas Target: Public (UseCase) UC14:Aktualizacia
virtualnych predmetov

# Association (direction: Unspecified)

Source: Public (Actor) Cas Target: Public (UseCase) UC09:Ocenenie herného
uctu

Zakaznik

Actor in package 'uc’

Zakaznik
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC12:Zvolenie typu
platby

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC07:Pridanie herného
uctu

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC05:Zobrazenie
vlastnenych hernych uctov

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC13:Zobrazenie historie
herného uctu

Page 2 0of 16



Model Report

24 QOctober, 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UCO01:Registracia

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC02:Prihlasenie

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC11:Kupa virtualnej
meny

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC03:Zobrazenie profilu

Zakaznik

Actor in package 'uc’

Zakaznik
Version 1.0 Phase 1.0 Proposed

Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC15:Zobrazenie trhu

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC19:Vytvorenie
vymennej ponuky

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC21:Predaj herného
uctu

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC17:Kupa herného uctu

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC16:Zobrazenie

Page 3 of 16



Model Report 24 QOctober, 2020

ASSOCIATIONS
nahladu herného uctu
#  Association (direction: Unspecified)
Source: Public (Actor) Zakaznik Target: Public (UseCase) UC18:Vystopovanie

herného ucétu

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC20:Potvrdenie
vymennej ponuky

UCO01:Registracia
UseCase in package "uc’
UCO1:Registracia

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

SCENARIOS

% Basic Path. Basic Path

1. Pouzivatel klikne na tla¢idlo "Sign Up".

2. Systém zobrazi registra¢ny formular.

3. Pouzivatel’ vyplni meno, priezvisko, e-mail a heslo.
4. Pouzivatel klikne na tal¢idlo "Sign Up".

5. Systém odosle verifika¢ny e-mail.

6. Pouzivatel’ potvrdi registraciu.

7. Registracia uspesna

ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UCO1:Registracia

UCO02:Prihlasenie

UseCase in package "uc’

UCO02:Prihlasenie
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Page 4 of 16



Model Report

24 QOctober, 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Zakaznik je zaregistrovany

[ Proposed, Medium difficulty. |

SCENARIOS

£ Basic Path. Basic Path

1. Zakaznik klikne na tlacidlo "Sign In".

2. Systém zobrazi prihlasovaci formular.

3. Zakaznik vyplni prihlasovacie tidaje (e-mail, heslo).
4. Systém overi korektnost’ idajov

5. Systém prihlasi pouzivatel'a

6. Prihlasenie prebehlo uspesne

ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC02:Prihlasenie

UCO03:Zobrazenie profilu

UseCase in package "uc'

UCO03:Zobrazenie profilu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Zéakaznik je prihlaseny

[ Proposed, Medium difficulty. |

SCENARIOS

% Basic Path. Basic Path

1. Zakaznik klikne na ikonu profilu.
2. Systém zobrazi profil prihlaseného zakaznika.
3. Profil zakaznika je zobrazeny.

CONNECTORS

# Include «include»  Source -> Destination
From: UC04:Zmena tdajov : UseCase, Public
To: UCO03:Zobrazenie profilu : UseCase, Public
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ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC03:Zobrazenie profilu

UC04:Zmena udajov
UseCase in package 'uc’
UC04:Zmena udajov

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

SCENARIOS

B Basic Path. Basic Path

1. Vykona sa UC:Zobrazenie profilu.

2. Zékaznik klikne na tlac¢idlo "Change password".
3. Systém si vyziada staré a nové heslo.

4. Zakaznik zada staré a nové heslo.

5. Systém zmeni heslo.

6. Heslo je zmenené.

B Alternate. Alternate Path - email

1. Vykona sa UC:Zobrazenie profilu.

2. Zakaznik klikne na tlacidlo "Change e-mail".
3. Systém si vyziada novy e-mail a heslo.

4. Zakaznik zada novy e-mail a heslo.

5.77?

6. Systém zmeni e-mail.

7. E-mail je zmeneny.

B Alternate. Alternate Path - avatar

1. Vykona sa UC:Zobrazenie profilu.

2. Zakaznik klikne na ikonu avatara.

3. Systém vyzve zakaznika na vyber obrazku z jeho pc.
4. Zakaznik vyberie obrazok z jeho pc.

5. Systém ulozi obrazok.

6. Systém aktualizuje avatara.

7. Avatar je Uspe$ne zmeneny.

CONNECTORS

/" Include «include»  Source -> Destination
From: UC04:Zmena tdajov : UseCase, Public
To: UCO03:Zobrazenie profilu : UseCase, Public
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UCO05:Zobrazenie viastnenych hernych uétov

UseCase in package 'uc’

UCO05:Zobrazenie vlastnenych hernych uctov
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Uty st prelinkované.

[ Proposed, Medium difficulty. ]

Functional. Zéakaznik je prihlaseny.

[ Proposed, Medium difficulty. ]

SCENARIOS

% Basic Path. Basic Path

1. Zakaznik klikne na tlacidlo "My game accounts".
2. Systém zobrazi vlastnené herné ucty.
3. Vlastnené herné ucty s zobrazené.

CONNECTORS

#" Include «include»  Source -> Destination
From: UC06:Odstranenie herného uctu : UseCase, Public
To: UCO05:Zobrazenie vlastnenych hernych Gctov : UseCase, Public

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC05:Zobrazenie
vlastnenych hernych uctov

UCO06:0dstranenie herného uctu

UseCase in package 'uc’

UCO06:0dstranenie herného uctu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Herny udet je pridany.

[ Proposed, Medium difficulty. ]

Page 7 of 16



Model Report 24 QOctober, 2020

SCENARIOS

B Basic Path. Basic Path

1. Vykona sa UC:Zobrazenie vlastnenych hernych G¢tov.

2. Zakaznik klikne na krizik vedl'a herného Gctu.

3. Systém vyzve zakaznika na potvrdenie odstranenia herného uc¢tu heslom.
4. Zakaznik zada heslo a potvrdi odstranenie.

5. Systém overi heslo.

6. Systém odstrani Gcet.

7. Herny ucet je odstraneny.

CONNECTORS

#" Include «include»  Source -> Destination
From: UCO06:0dstranenie herného uctu : UseCase, Public
To: UCO05:Zobrazenie vlastnenych hernych Gctov : UseCase, Public

UCO07:Pridanie herného uctu

UseCase in package 'uc’

UCO07:Pridanie herného uétu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Zakaznik je prihlaseny.

[ Proposed, Medium difficulty. ]

SCENARIOS

B Basic Path. Basic Path

1. Zakaznik klikne na tlacidlo "Add game account".

2. Systém zobrazi moznost’ vyberu platformy herného uétu.
3. Zakaznik vyberie platformu herného uctu.

4. Systém si vypyta

CONNECTORS

#" Include «include»  Source -> Destination
From: UCO07:Pridanie herného tctu : UseCase, Public
To: UCO08: Verifikacia vlastnictva herného Gétu : UseCase, Public

#" Include «include»  Source -> Destination
From: UCO07:Pridanie herného uctu : UseCase, Public
To: UC09:0cenenie herného uctu : UseCase, Public
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CONNECTORS

#' Extend «extend»  Source -> Destination

From: UC10:Specifikovanie herného ti¢tu : UseCase, Public
To: UCO07:Pridanie herného uétu : UseCase, Public
ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC07:Pridanie herného
uctu

UCO08:Verifikacia vlastnictva herného uctu

UseCase in package "uc’

UCO08: Verifikacia vlastnictva herného uctu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

CONNECTORS

# Include «include»  Source -> Destination
From: UCO07:Pridanie herného uétu : UseCase, Public
To:

UCO08: Verifikacia vlastnictva herného uctu : UseCase, Public

UC09:0cenenie herného uctu

UseCase in package "uc’

UC09:0Ocenenie herného ucétu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Herny ucet je pridany.

[ Proposed, Medium difficulty. ]

SCENARIOS

% Basic Path. Basic Path

1. Systém oceni herny ucet na zaklade virtualnych predmetov.
2. Herny tcet je oceneny.

CONNECTORS
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CONNECTORS

# Include «include»  Source -> Destination
From: UCO07:Pridanie herného Gétu : UseCase, Public
To: UC09:Ocenenie herného uctu : UseCase, Public

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Cas Target: Public (UseCase) UC09:Ocenenie herného
uctu

UC10:Specifikovanie herného uétu
UseCase in package "uc’
UC10:Specifikovanie herného uétu

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

CONNECTORS

/" Extend «extend»  Source -> Destination
From: UC10:Specifikovanie herného tiétu : UseCase, Public
To: UCO07:Pridanie herného uétu : UseCase, Public

UC11:Kupa virtualnej meny
UseCase in package "uc’
UC11:Kupa virtudlnej meny

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Zéakaznik je prihlaseny.

[ Proposed, Medium difficulty. ]

CONNECTORS

#" Extend «extend»  Source -> Destination
From: UC11:Kupa virtualnej meny : UseCase, Public
To: UC17:Kupa herného uétu : UseCase, Public

#" Include «include»  Source -> Destination
From: UC12:Zvolenie typu platby : UseCase, Public
To: UC11:Kupa virtudlnej meny : UseCase, Public
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ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC11:Kupa virtualnej
meny

UC12:Zvolenie typu platby

UseCase in package "uc’

UCI12:Zvolenie typu platby
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Zakaznik je prihlaseny.

[ Proposed, Medium difficulty. ]

SCENARIOS

' Basic Path. Basic Path

1. Zéakaznik klikne na

CONNECTORS

#" Include «include»  Source -> Destination
From: UCI12:Zvolenie typu platby : UseCase, Public
To: UCI11:Kupa virtualnej meny : UseCase, Public

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC12:Zvolenie typu
platby

UC13:Zobrazenie historie herného uctu

UseCase in package "uc’

UC13:Zobrazenie historie herného uctu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS
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ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC13:Zobrazenie historie
herného uctu

UC14:Aktualizacia virtualnych predmetov

UseCase in package 'uc’

UC14:Aktualizacia virtualnych predmetov
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

SCENARIOS

% Basic Path. Basic Path

1. Systém aktualizuje kniznicu virtualnych predmetov pre danu platformu.
2. Virtualne predmety su aktualizované.

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Cas Target: Public (UseCase) UC14:Aktualizacia
virtualnych predmetov

UC15:Zobrazenie trhu

UseCase in package "uc’

UC15:Zobrazenie trhu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

SCENARIOS

% Basic Path. Basic Path

1. Zakaznik klikne na tla¢idlo "Marketplace".

2. Systém zobrazi strankovany trh s hernymi uc¢tami.

3. Zakaznik vyfiltruje pozadované vlastnosti herného uctu.

4. Systém zobrazi herné ¢ty zodpovedajuce poziadavkam zékaznika.
5. Trh s hernymi G¢tami je zobrazeny.

CONNECTORS

# Include «include»  Source -> Destination
From: UC16:Zobrazenie nahl'adu herného Gétu : UseCase, Public
To: UC15:Zobrazenie trhu : UseCase, Public
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ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC15:Zobrazenie trhu

UC16:Zobrazenie nahl'adu herného uctu
UseCase in package 'uc’
UC16:Zobrazenie nahl'adu herného uctu

Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Herny trh je zobrazeny.

[ Proposed, Medium difficulty. ]

SCENARIOS

% Basic Path. Basic Path

1. Vykona sa UC:Zobrazenie trhu.

2. Zakaznik klikne na pozadovany herny ucet.

3. Systém zobrazi okno s detailami herného uctu.
4. Nahl'ad herného ctu je zobrazeny.

CONNECTORS

# Include «include»  Source -> Destination
From: UC16:Zobrazenie nahl'adu herného t¢tu : UseCase, Public
To: UC15:Zobrazenie trhu : UseCase, Public

#" Include «include»  Source -> Destination
From: UC17:Kupa herného uctu : UseCase, Public
To: UC16:Zobrazenie nahl'adu herného uctu : UseCase, Public

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC16:Zobrazenie
nahl'adu herného uctu

UC17:Kupa herného uctu

UseCase in package "uc'
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UC17:Kupa herného uctu
Version 1.0 Phase 1.0 Proposed

Adam created on 24. 10. 2020. Last modified 24. 10. 2020

RESPONSIBILITIES (INTERNAL REQUIREMENTS)

Functional. Néhl'ad herného uctu je zobrazeny.

[ Proposed, Medium difficulty. ]

SCENARIOS

B Basic Path. Basic Path

. Vykona sa UC:UC16:Zobrazenie nahl'adu herného uctu.
. Zékaznik klikne na tlacidlo "Buy".

. Systém skontroluje mnozstvo virtudlnej meny zékaznika.
. Systém si vypyta potvrdenie o kupe uctu.

. Zékaznik potvrdi kipu uctu.

. Systém odoberie zdkaznikovi virtudlnu menu.

. Systém priradi Gcet zakaznikovi.

. Systém odosle prihlasovacie tidaje na e-mail zakaznika.

. Herny udet je kupeny.

O 00 NN LW —

W Exception. Nedostatok virtualnej meny

1. Systém vypiSe infomraciu o nedostatku virtualnej meny.
2. Zakaznik klikne na "Buy currency".

3. Vykona sa UC:UC11:Kupa virtualnej meny.

4. Pokracuje UC:Kupa herného Gctu - krok 5.

EXTENSION POINTS

¥ Zakaznik nema dostatok virtulnej meny.

CONNECTORS

#" Include «include»  Source -> Destination
From: UC17:Kupa herného uctu : UseCase, Public
To: UC16:Zobrazenie nahl'adu herného uctu : UseCase, Public

#' Extend «extend»  Source -> Destination

From: UC11:Kupa virtualnej meny : UseCase, Public
To: UC17:Kupa herného uctu : UseCase, Public
ASSOCIATIONS

#  Association (direction: Unspecified)

Source: Public (Actor) Zakaznik

Target: Public (UseCase) UC17:Ktipa herného uctu
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UC18:Vystopovanie herného uctu

UseCase in package "uc’

UC18:Vystopovanie herného uétu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC18:Vystopovanie

herného uétu

UC19:Vytvorenie vymennej ponuky

UseCase in package 'uc’

UC19:Vytvorenie vymennej ponuky
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC19:Vytvorenie

vymennej ponuky

UC20:Potvrdenie vymennej ponuky

UseCase in package 'uc’

UC20:Potvrdenie vymennej ponuky
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC20:Potvrdenie

vymennej ponuky

UC21:Predaj herného uctu

UseCase in package "uc’

UC21:Predaj herného uctu
Version 1.0 Phase 1.0 Proposed
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Adam created on 24. 10. 2020. Last modified 24. 10. 2020

ASSOCIATIONS

# Association (direction: Unspecified)

Source: Public (Actor) Zakaznik Target: Public (UseCase) UC21:Predaj herného
uctu

Vymena herného uétu

UseCase in package 'uc'

Vymena herného uctu
Version 1.0 Phase 1.0 Proposed
Adam created on 24. 10. 2020. Last modified 24. 10. 2020
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