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Abstract 

Grand Runeterra Tavern (abbreviated to GRT), is a project aiming to be a community 
hub for casual and gaming enthusiasts by offering a dedicated website and forum. This 
website will attract users by offering esports streams, scores, news, and community tools 
like the forum and match scoring. As the gaming industry grows, so has its esports sector, 
with numbers over 380 million viewers in 2018. This growth is only predicted to 
continue into 2021 to 557 million (Newzoo, 2018). Breakout games such as League of 
Legends have already shown their potential, outstripping traditional sport view ships 
such as the MLB and NBA, partly thanks to its more international appeal and audience. 
Revenue-wise, esports is relatively young, investments into tournaments have reached 
close to 700m with analysts predicting it to reach 1.4 billion by 2021. This growth will 
be driven by more major named brands such as Nike, Coca-Cola, and DHL investing in 
advertising across esports in general. With the esports scene also growing in Australia, 
we have found an opportunity for our project to tap into those investments and develop 
an esports community website. 
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1. Introduction 

With more and more people watching esports, there is a growing need for a refined set of community 

tools that can cater to them. This website will be primarily aimed at allowing users to read the latest 

news, watch esports games (live or recording), rate them, and then discuss them. The homepage will 

feature streams chosen by the site administrators. The stream function will also recommend streams 

based on the user’s taste. This forum feature will allow members to post articles, photos, or link 

videos for further discussion, API’s can be used to link game data such as match history and 

performance directly for their respective profiles to share with other like-minded users. Our main 

method of monetization will be through advertisements. Companies can contact us to serve banner 

ads, promote news and posts, and other featured content to our user base for a fee. These fees will 

subsidize the free community features on the website. 

2. Project Technical Outline 

2.1 System Architecture 

In this system, we adopt Spring MVC, Hibernate, and JSP architecture with external Live Steam API 

and Score API. M layer defines database data and data types, V layer is JSP pages, the servlet is 

responsible for the JSP page and database data interaction, access to database operation objects, and 

access to add, delete, change and search data. The C layer, a tool class, is responsible for connecting 

to the database, adding, deleting, changing, and checking the operation class. Below is the e-sport 

news system architecture diagram. 
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Fig. 1 System architecture 

2.2 System Data Model 

Based on our statistics on the functional and non-functional requirements of the project, we developed 

the following data ER diagrams for Web applications. The figure contains eight different relationships. 

According to each relationship, data with different attributes is stored in the database. At the same 

time, we use the API of some official game websites, so some properties are of type API object. 

 

 

Fig. 2 System data model 
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3. Functions 

3.1 Live streams 

This is the main entrance of our website. It has routes on the menu bar to every other page. When the 

user enters the path, the server receives the GET request, and returns the streams of API, and renders 

it on the server. This implemented the function that returns live streams in real-time. 

On two sides, the ads are based on the AD system designed by my teammates, using the same path, 

but the service code will have different processing methods. They are the latest game discount 

information, click it can bring users to the related websites, this shall bring a lot of income to our 

website.  

 

 

Fig. 3 The main entrance of website 

 

The design solution of this homepage refers to many live streaming websites because embedding live 

streaming video on the homepage is the most eye-catching design style. Through live streams in the 

middle, users can be quickly attracted, and they quickly can understand what is happening in the 

esports industry.When we pause, a list of live streams will pop up from the bottom based on the 

interested area of the user who logged in.  

 

 

Fig. 4 A list of live streams 
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3.2 Forum 

Nowadays, the group of video game players is getting larger and larger, and there are more and more 

kinds of video games, so it is urgent to provide a platform for the majority of the game players to 

exchange game experience and discuss the topics related to games. 

At the same time, from the perspective of the economy, a game also needs to have its fan economy 

to enhance player engagement. So we set up a game forum in our system.  

On the homepage of the game forum, the mainstream games included by the system will be shown 

on this page. The name and icon of each game will be displayed. Users only need to click the 

corresponding icon of the game to enter the board of the game in the forum. 

 

 

Fig. 5 The homepage of the game forum 

It has its own separate discussion forum in each particular game. Users can click inside a specific 

game's discussion forum and post a discussion about that game. When you enter a specific game 

discussion forum, there will be a button to post a new post on the right side of the page and the user's 

information will be displayed on the left. 

When a new post is published, all posts are displayed on the left. Posts on the left will show the title, 

the number of clicks, the number of replies, and the time it was published. And this post is sorted by 

the number of clicks. 

 

 

Fig. 6 Discussion forum 
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In terms of reply function, users can comment on the previous topic, at the same time, they can also 

reply to the comments on the previous topic. Replies can be both text and emoticons. When a user 

replies to this post, add one to the total number of replies the post will receive on the "Specific Forum" 

page. Also, the user's basic information is displayed on the right side of the page. This response post 

also includes the time of the response, who responded, and what floor the response was on. This can 

enhance communication between players and increase the popularity of the game at the same time. 

Interesting, practical comments will be more attractive to players. 

 

 

Fig. 7 Reply function 

 

In terms of new post functions, Users must be logged in to post a new post. In addition, on the posting 

screen, users can enter the title of their post, select a specific game discussion forum, and then enter 

what they want to post about. The content of the post can be a paragraph of text or you can send an 

image. When you click the post button, you will see the post in the selected forum. 

 

 

Fig. 8 New post functions 
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The markings page is a community feature that will allow users to rate matches and tournaments 

while also offering background information on the tournament and specific highlighted games. As 

part of our website, we want to build community features that can complement our forum feature. 

The markings page can offer engagement for users who aren’t already members or do not wish to 

fully engage with the forums feature just yet. 

It gives users the chance to give feedback on featured games and tournaments, without requiring an 

account. Users and members are encouraged to return to this page for updates and further ratings. 

Ideally, this will further feed into our discussion features through the forums where users can go more 

in-depth with proper discussions about those higher rated games. Using these features, we can inform 

our users better and extend the amount of time a user spends on our website. 

The page will mainly feature the tournament name and description, an overview provided by a site 

admin, the games of the tournament will be loaded in underneath it, with the newest games at the top. 

As part of the game feature, users will be provided with an image, featuring a link to the game video 

or stream, with accompanying text containing information about the game, notable highlights, and 

the rating button for the users to engage with. This rating system will save the users inputted score 

and combine it with the score left from previous users stored in a database. 

 

 

Fig. 9 The markings page 

 

No matter how the time changes, news is always a good way to know things that are happening in the 

world. For keeping the user's attention, only limited information is shown, like the title, abstract, and 

background images. For those interested in one news, they can click on the learn more button to go 

into details. Users can also go through different pages via a navigation bar at the bottom, and they 

can go back to the main page via clicking on the logo. 

The score page provides the result of information for the latest matches. It sends requests to pandas 

API which is a server that provides esports matches results. After receiving the results, the web page 

creates a table and fill in the data with teams and the results. Users can view the game details by 

clicking at the name field, this will lead them to the external match page with more detailed 

information. This score page is set to refresh every 10 minutes using AJAX to implement. This 

process does not require any backend involved which saves a lot of time and memory space. 
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Fig. 10 The news page 

 

 

 

Fig. 11 The score page 

 

In this course, we learned the MVC concept of separating the data layer from the presentation layer. 

To put this into practice, we adopt the RESTful API design pattern, where the URL to be accessed as 

an actionable resource. This way of designing the back end reduces development and maintenance 

costs and makes future iterations easier. 
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We created APIs not only for the browser but also for our teammates to develop functions relying on 

a user’s role more easily. 

4. Conclusion 

Grand Runeterra Tavern aims to fill a gap in the esports news market by building a new and fresh 

community. By encouraging community engagement GRT can monetise itself through ads and 

affiliate links to provide a return on investment. The project is supported primarily through its Spring 

MVC architecture to develop robust features and database access for information storage. In the future, 

more work needs to be done to refresh the U.I and introduce a proper universal theme for the site. 

Additional work could be done to improve the way games and the news is delivered to the user 

through floating cards that allow the user to quickly dive into a topic and go back out. Implement a 

better recommendation system to the homepage, advertising. Implement comments on marking the 

page. Give users the option to link their profiles with game accounts so they can directly share relevant 

data. 
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