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1. Overview

1.1 Scope

This document provides the design details behind The Locker Room. The Locker Room
is a web application which enables soccer players to better connect to one another.
Users will be given the platform to invite familiar and new users to their unofficial games,
also referred to as sweats throughout this project, and to request to join sweats of both
new and familiar users. Moreover, users will be able to efficiently plan sweats by making
important information such as venue, date, time and attendance readily available, thus
removing the dependency on platforms such as Facebook and whatsapp to organize
sweats. Additional features include the ability to track personal statistics and create
groups with friends.

1.2 Purpose

The purpose of this design document is to illustrate the overall design of The Locker
Room with its many components. Additionally, this document will highlight the
implementation of the profiles and friends components which are foundational to the
overall system’s performance.

1.3 Intended Audience

The Locker Room is designed for soccer players who play unofficial games frequently
with friends, and who are also open to meeting new people. By using the designed
system, searching for new people to play with, as well as organising sweats will be
easier than ever before. Although the system is restricted to usage by soccer players
currently, there is hope that the services provided by the system can be extended to
athletes of other sports such as Basketball and Cricket.



2. System Architecture Diagram

2.1- Overall structure for The Locker Room System with its main components
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2.2 - Overall Web Application System Architecture
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2.3 - System Architecture diagram pertaining to profile implementation.
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2.4 - System Architecture diagram pertaining to friends implementation.
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2.5 - System Architecture Diagram pertaining to Searching for Sweats

Front End

Clicks on search icon
on Sweat Page

——>

Soccer Player 1 = =
Displays list of available

sweals to join

Methods (javascript)

Back End

communicates

with database

using mySQL
commands

Database

availableSweats[ | ;:}:f:; ::gl;ee‘-;ﬁ:g
by server

sweatSearch

Data Request Functions

sends request for |
data to be '
serviced by server /

returns HTML,
CSS and
Javascript files to
browser with
ist of sweats available
ta join to be
rendered by browser



2.6 - Class Diagram containing information relevant for Profiles, Friends and Groups

component implementation
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3. Modules

As seen in the classes diagram in the previous section, there will be many classes used
in the development of The Locker Room. The classes used in the implementation of the

Profiles and Friends components will be discussed below.

Class: player

The main functionality of the player class is to change, store and retrieve information for
each user. Its attributes include personal information such as name, email and phone
number, lists containing data on friends, groups, sweats and their statistics. Some of
these attributes themselves will be or contain instances of other classes that will be
mentioned later on in this section. The methods of the class are mainly setter and getter

functions for the class’ attributes.

Class: groupsList
This class will be used to store the list of groups which the user is a member of. As such
its only attributes will be a list of group objects. Its methods will add and remove groups

from this list.

Class: Groups

This class will be the building block for the groups component. Its attributes will be used
to store key information such as the group name, group display picture, group’s chat, list
of notifications, list of group members (list of profile objects) and list of sweats the group
played in (list of sweat objects). The methods will be used to interact with these attributes

by adding and removing elements from the lists, as well as to create a group sweat.

Class: FriendsList
Similar to groupsList, FriendsList’s attribute will be a list of player objects which will be
the friends of this instance of the player class. Its methods will be used to add, remove

and search for friends, as well as to display the info of a friend.



Class: Statistics

The statistics class will be used to access information on the player’s statistics as the
name suggests. Lists of goals scored, assists, clean sheets and man of the matches, as
well as the amount of games played, wins, draws and losses will make up the class’

attributes. The methods will be used to increment tallies and retrieve lists

Class: Statistics List
This class is a parent class for each type of statistic. It sets up a list for each statistic to
store each instance of a goal, assist, man of the match and clean sheet instance. The

method for this parent class will be used to obtain the total amount of objects in each list.

Class: goalList, assistList, manOfTheMatchList, cleanSheetList
Since these children classes will inherit the list attribute of the parent StatisticList class,
these classes have no further attributes but do however contain methods to add to these

lists. Each method of adding objects to these lists will differ from statistic to statistic.

Class: Statisticltem

This class is used to store add and retrieve information about each statistic. It serves as
a parent class for the statistics goal, assist, clean sheet and man of the matches.
Attributes include the contributor, which is the player who the stat belongs to, the sweat
which the statistic belongs to, and whether or not the statistic has received approval from
the sweat survey. The methods are comprised of setter and getter functions for each of

the attributes.

Class: Goal, Assist, Man of the Match, Clean Sheets

These classes represent the statistic itself and will make up the statistic list for its type.
The Man of the Match and Clean Sheet classes do not possess any unique attributes or
methods, but the goal and assist classes do. The corresponding assister to the goal is
the only attribute of the goal class, and the scorer of the assist is the only attribute of the

assist class. They both contain setter and getter functions for their unique attributes.
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4. Entity Relationship Diagram
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5. GUI Designs
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Below are the sketches for the following pages:

1. Web Page Header and Navigation Bar

The Locker Room

Home | Sweats | Groups Friends

2. User Login Page

The Locker Room

Log In | Create an Accolint

Enter Username:
or

Enter amail address:

Enter password:

Forgot Password

Profile

Settings




3. Create a New Account Page

£ 35 (¥ ¢ www.theLockerRaom.com
sl A WL

The Locker Room

Log In ‘ Create an Account

Plaase fill out the following:

First Nama:
Last Nama:

Email Address:
Phone Mumber:

Choose a Unique Username:

Create Account

4. Home-Page

P

& 5 (¥ ¢ www.theLockerRoom.com

r The Locker Room

Home | sweats CGreups Prafile Settings |

Upcoming Sweats

Pending Invites

Pending Requests




5. Friends Page

¥ ﬁ_'_:uww.maanherRDDm.cnm

The Locker Room

| sweats Prafile Settings |

Add New Friends -

My Friends

6. Group Hub Page

= = [ ¥ ¢ www.theLockerRoom.com

The Locker Room
| Home Smeats Settings |

Creata Mew Group -

My Groups




7. Group Home Page (After user has selected one of their groups)

{T' -2 ¥ ¢ www.theLockerRoom.com
L =

The Locker Reom

Home Sweats | Groups Profile Saettings |

*group name* 1 T
. Creste Sweat

Upcoming Sweats

Group Members Group Chat

Past Swaats

8. Profile Page
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The Locker Room

Hame | swems | croups Frisnds Profile Settings |

Player ID

UserName
UserEmail
UserPhoneNumber

My Statistics




9. Sweat Page 1: Sweat Home

S v «_wew.thel nckerRoom.com

The Locker Reom
Heene Sweats |

Friands Profile

Sweat Home

Ongoing Sweats

Upcoming Sweats

Past Sweats

10. Sweat Page 2: Searching for a Sweat

£ N (V¢
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Eald £ www.thal ockerRoom.com

The Locker Room

Fome Sweats Sertings

Sweat Search . Search by Mame

Filters

Type of Sweat

01 game

O =>1 game

O Big Goal

O Hockey Size Goal
0 Small Goal

O Grass

O Artificial Turf

D Concrate

0 Woodan Floors/Court
Gender

O Mixed Gender

O Male only

O Female only
Date/Time
[ This week
O Next waek
OThis Manth




11.Sweat Page 3: View of Pre Sweat Page as Admin/Creator of Page

) Y (:'_ww.thaLol:lceerm.l:om

The Locker Room

Hame | Sweats Frierds Settings |

*Sweat Name* '
Created by:*Sweat Creator®

Bagin Sawsart PR —

Date: Roster:

Ul Confirmed Players: | Invited Players:

Venue:
.

Type of Sweat:

Restrictions:

Additional Description:

12. Sweat Page 4: View of Pre Sweat Page as Normal, non-admin user

& - (¢ www.theLockerRoom.com

=

The Locker Room

Haorme Sweats Profile Settings

*Sweat Name*
Created by:*Sweat Creator*

Date: Roster:

Tima: Confirmed Players: | Invited Playars:

Venue:

Type of Sweat:

.

Rastrictions:

Additional Description:




13. Sweat Page 5: View of Real - Time Sweat Event
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L The Locker Room

Home Sweats | Groups Settings

*Sweat Name*

4 Game 1 /"T

*team 1 Mame* *team 2 Name*

e

+

Pause Game End Game

14. Sweat Page 6: View of Post Sweat Page and Survey
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The Lockar Room

| Heme Sweats | Groups Friands Profile Settings

*Sweat Name*

‘ Survey 24:00:00

/ Top Statistics Game 1 / Game 2

*team 1 Name* *team 2 Name*

e




15. Sweat Summary as viewed by user interested in joining
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The Locker Room

Huorme | Sweats Friends

*Sweat Name*
Created by:*Sweat Creator®

Date:
Tirrue:
Venue:

Type of Sweat:

Restrictions:

Additional Description:

16. Chats Page

Prafie | Settings

I

]

Confirmed Players: |

Invited Players:

-

& (¥ ¢ www.theLockerRoom.com

. —
Accept Invite | I_De:line Invite

Reqguest to Join

Closed/Full Sweat

The Locker Room

Sweats

Friends Profile

Al Individual

Settings




17. Notifications Page

The Locker Room

Home | sweats | Groups

Motifications

Profile

Sattings
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