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ABSTRACT

Industrial training is a part of your academic session which is designed to give you an analysis of the
industrial environment in your profession. Industrial training refers to work proficiency that is
applicable to professional advancement prior to graduation. In industrial training students join the
company which is related to their profession and subject and they complete their industrial training in
a particular time ¢.g 2 months, 3 months 6 months of industrial training etc. Industrial training is a
program that offers good practical training for a certain time period. It is offered by private companies
as well as by government organizations. Industrial training provides students skills and practical
knowledge significantly that helps the students to become successful and professionals.

As the last years have shown a massive growth within the field of electronic sports (eSports), several
questions emerge, such as how much is it growing, and will it continue to grow? This research thesis
sees this as its statement of problem, and further aims to define and measure the main factors that
caused the growth of eSports. To further enhance the growth, the benefits and disbenefits of
implementing Information Technology Management tools is appraised, which additionally gives an
understanding of the future of eSports. Through observation of the data collection, the themes games
played, games genre, and single-player or team-player was deemed most important. A statistical
analysis was additionally done on the numerical data. which showed significant correlation between
the themes prize pool, participants and participating countries towards live audience. This indicates
that the mentioned themes affect how many people attends live eSport event. The analysis also
consists of a trend analysis, which presents that nearly every theme analyzed will continue to grow in a
five-year period. The trend analysis further expects a 305.51% growth in the live audience from 2014-
2019, while the virtual streaming audience is expected to experience a growth of 140.61%. To enhance
this growth, the research thesis recommends using the presented trends and patterns found in the short-
term, to conduct successful eSport events. However, in the long-term an implementation of a Data-
driven Decision Support System can be done, which will periodically gather data to know the best
possible way to deliver eSport events to the eSport community.

The Era Sports is a web app. The purpose of developing this web app is that to put all the E-sports PC
games like Valorant, LOL, Hola, CS:GO, Rocket League game together in a single web app so that
any organization or individual can conduct their tournament or league , any organizations or individual
can take participate in any tournament or league . We have also added a Sponsor Hub and Stats feature
in which you can find out the most MVP(Most Valuable Player) of different tournaments. It is a web
app developed using python-based framework Django for handling APIs at backend and Postgres SQL
as database whereas the frontend is develop using Svelte, Tailwind.
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CHAPTER 1: INTRODUCTION

1.1 ABOUT SAM ANALYTIC SOLUTION

SAM Analytic Solutions was founded in 2009 in Morrisville, NC, and is currently
headquartered in Durham, NC, USA, providing products and services to its customers all
across the US and beyond. The company was born with the mission of providing the very
best in Operational Technology and Industrial Automation software as well as hardware to
manufacturers, industrial organizations, governmental entities to help them achieve
maximum efficiency and organizational success.

We are the one-stop-shop for OT/IA products and services and are particularly adept at
helping our customers navigate the OT/IT interface. Our passion is what fuels our team to
provide exceptional solutions and drives both ours and your success. Integrity, transparency,
commitment and efficiency are at the core of our business practices. We strive to ensure our
promise of high-quality products, services, and that customer satisfaction is met at all levels;
your success is our singular focus!
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Figure 1.1 Sam Analytic Solutions

1.2 General Figure of Era Sports
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1.3Era Sports
The Era Sports is a web app. The purpose of developing this web app is to provide a
platform for various E-sports PC games like Valorant, LOL, Hola, CS:GO, Rocket
League and many other games together in a single web app.

The purpose of this web app is to provide a platform to the gamers or organization who
are willing to take part in leagues or tournaments. It is also a place where one can
conduct their own tournaments or league . This app consists of different types of
features which can be easily modified according to the needs of users . . We have also
added a Sponsor Hub and Stats feature in which you can find out the most MVP(Most
Valuable Player) of different tournaments.

Era sports conduct competition leagues and tournaments among various teams from the
top tier team to 2-Tier or 3-Tier teams . To conduct such events smoothly , the top Tier
teams receive an invitation from web app, also, the 2-Tier, 3-Tier are encouraged to
register themselves by notifying about upcoming events .

This web app consists of various sections, such as :-
1)Home page

2) Organization's

3) Teams

4) Leagues

5) Tournaments

6) Sponsor Hub

7)Stats

1.4 OBJECTIVE

The objective of this system is to provide a platform where different kinds of leagues
and tournaments can take place in a single web app with a number of teams competing
with each other and provide all the information’s of ongoing tournament .
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CHAPTER 2: PROPGSED SYSTEM

2.1 PROBLEM STATEMENT"

In today's generation sports are becoming an integral part of the lives of a
major population of youth around the world and in addition to this the increase
in technology advancement is becoming a major reason for the youth to
attracted to a different version of field sports i.e., E-sports.

In the past several years, a lot of population are continuously getting more and
more familiarize with E-sports. Thus, there is a need to focus on providing E-
sports facilities to more population .

To achieve such facilities, new web app can be made to provide a platform for
various activities and other stuft related to E-sports. This web app can be used
for various purposes such as relaxation and earning money.

2.2 DIFFERENT SCREENS IN ERA SPORTS
2.2.1 Sign Up Page

d ERA SPORTS

EMPOLER THE PLATER

Figure 2.2.1

1. Firstly, you need to register yourself with Email and Password.
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2.2.2 Sign In Page

i1 ERA SPORTS

EMPOIER THE PLAYER

Logit fo your Assount

Figure 2.2.2

2. After Sign Up you need to Si gn In with the provided credentials.
2.2.3 Home Page

& Epsronts

Build Your Own Team
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Figure 2.2.3

3. After Sign In, you redirected to home page where you find the Featured
Tournaments, Featured Organization, Featured Leagues
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2.2.4 Organization Page

o

MA §I

4. After redirecting to the organization page, you find the different options like
organization name, status of organization, description, locations, actions of
organizations.

Figure 2.2.4
2.2.5 Team Page

Figure 2.2.5

5. After redirecting to the team page, you find the different options like team
name, status of Team, Team type(High Schools, Professionals and many
more), locations.

14
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2.2.6 Tournament Page

Figure 2.2.6

6. In Tournament Page you find out the Up Coming Tournaments, Ongoing
Tournaments and register yourself in Upcoming Tournaments.

2.2.7 Leagues Page

Figure 2.2.7

7. In League Page you find out the Up Coming Leagues, Different kinds of
Ongoing Leagues and Entry Fee | Locations, Map Pick Type and Actions.
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CHAPTER 3: WORKFLOW OF LEAGUES AND TOURNAMENT

3.1 Workflow to Create a Tournament

gom s P
o wersEpa L i
- Tomm b ¢
mevat Tl oentews
H
U e IS o S ke Aok Fanielante 1 § cremas
PR et ' i
. B DAL R S R B
O N KGR (et e e o
x S o ant
Seisds
{ <
H -

4 by st antle rs ~er et 3o

T iy 30 sy

it S

]

i :
e
FLLGE i PUURRARENY

ST
K oot
AN S

e

m..
3,

b oswmeyarn
X g " sen sk stam
5 e : ; e
l i
¢ i ok 50070 AU LAt Sab i
H o’y | vEs
H e £ oom A by i
¢ i
H |
A
i sy
- atianao
it

w5
s,

Boun
RN Y

- s %
¥ R i e IR i G
e St

Workilow 3.1

16




«’

(

(

€ € C C C C ¢ C C «

3.2 Workflow to Join a Tournament
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3.2 Workflow to Create a League

PREA"E A LFA 'iUE

o CREATE A LSAGUE
iz SR AL -
S .M“ g Ly Optte
Lrany
hppen m‘%v‘a ALY
prs
L R |
R e e, R S e
i L0 Lo s
i ]
: AR 3 SR
[LCarssetns iy . W
: ke
s
s I et s i 1

0l A R T 32 5 BB A SR e i
» ;‘m N N RN 5 28 e

St el
B s a0 gy ToR S 0 Nk ot
AR . <»\wnr s vy 2

prateie
ek e e B s e

I S

& By sun s G Svarmrt i
™~ i

3 Do »mmummc-

T

| R
H -

2 MWMM,M.‘W BBy soetae

08 90t 0 T
: 3 & ROLOY 9 | Sk s ks fonesers.

Taar
e s Taa 0w
P

2w «
<At
" an

TG S
it e 4, e o . .
S
: s
: Sgennesson

|

Post-tesaar ; Playart Deusiie

Fost Sarie et Lol

B el ST TR
&
Bomrss 2nrn Bt i
. Shriin o by
Mowwer ey

Bromitcsmnsimrcss

3 B Frri ey, i wwmmm

SRR &’”“‘&3&"3”‘%‘2‘“‘3» SaRTEEy

TN N R AR S Amane ey
. NI MR 2 08 18 SRR M T 3 A0 O

e

* g Pk

i

F3TRE SIS Yoo el

Workflow 3.3

505y Lo v

[ d e —

o s

- G s o FrHapbaieeiyas

Rrptiuva
+ sesvns e

o Qoo R R NG SR (96

" Fen B SR 3 X0 R DS B
PIE AT AT,

et

e ot Lo A0y

ous
! s B ity Ot
6 St

ST IR 0 Toxk, TRLR A8 55 R HRTRROS
et

3 ATRER QLU MR 25800 S TR 20K
3 Loem

i b ) et sy

¥ ey SmITA ) e
? faemn s Quats tmeres
s

v

ETIE T saasy
+ Do of Pxget

 imsssie ¢
g
Pl o st
¥ s s o vancs i
2 i atey
T et o 5 oy
x Soe

tomr oo

R e e
N




(

(

€ C C C C C C C C«

3.4 Workflow to Join a League
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CHAPTER 4: TECHNOLOGY STACK
‘

4.1 Django

Django follows the MVT (Model View Template) pattern which is based on the Model
View Controller architecture. It’s slightly different from the MVC pattern as it maintains its
own conventions, so, the controller is handled by the framework itself. The template is a
presentation layer. It is an HTML file mixed with Django Template Language (DTL). The
developer provides the model, the view, and the template then maps it to a URL, and
finally, Django serves it to the user.

ddjango .
Template

Figure 4.1
Features of Django Framework
1. Excellent Documentation.

2. Python Web-framework.
3. SEO Optimised.

4. High Scalability.

5. Versatile in Nature.

6. Offers High Security.

7. Thoroughly Tested.

8. Provides Rapid Development.
4.2 Svelte

Svelte provides a different approach to building web apps than some of the other frameworks
covered in this module. While frameworks like React and Vue do the bulk of their work in
the user's browser while the app is running, Svelte shifts that work into a compile step that
happens only when you build your app, producing highly optimized vanilla JavaScript.

The outcome of this approach is not only smaller application bundles and better performance,
but also a developer experience that is more approachable for people that have limited
experience of the modern tooling ecosystem.

Svelte sticks closely to the classic web development model of HTML, CSS, and JS, just

adding a few extensions to HTML and JavaScript. It arguably has fewer concepts and tools to
learn than some of the other framework options.
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4.3 Tailwind CSS

Tailwind CSS is basically a utility-first CSS framework for rapidly building custom user
interfaces. It is a highly customizable, low-level CSS framework that gives you all of the
building blocks you need to build bespoke designs without any annoying opinionated styles
you have to fight to override.
The beauty of this thing called tailwind is it doesn’t impose design specification or how
your site should look like, you simply bring tiny components together to construct a user
interface that is unique. What Tailwind simply does is take a ‘raw’ CSS file, processes this
CSS file over a configuration file, and produces an output.
Why Tailwind CSS?

e Faster Ul building process

e Itis a utility-first CSS framework which means we can use utility classes to

build custom designs without writing CSS as in traditional approach.

Advantages of Tailwind CSS:

o No more silly names for CSS classes and Id’s.

e  Minimum lines of Code in CSS file.

e We can customize the designs to make the components.

e Makes the website responsive.

* Makes the changes in the desired manner.
CSS is global in nature and if make changes in the file the property is changed in
all the HTML files linked to it. But with the help of Tailwind CSS we can use
utility classes and make local changes.

4.4 PostgreSQL

PostgreSQL is an advanced, enterprise-class, and open-source relational database system.
PostgreSQL supports both SQL (relational) and JSON (non-relational) querying.

PostgreSQL is a highly stable database backed by more than 20 years of development by the
open-source community.

PostgreSQL is used as a primary database for many web applications as well as mobile and
analytics applications.
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CONCLUSION

This project aims at providing all the Electronic Games under one web app. Where
you can register yourself as a team or solo and play different tournaments and
leagues. You also get the information of the upcoming tournaments and leagues.

During this project I have accomplished all the objectives and this project meets the
needs of the lending organization. Sam Analytic Solutions, as an intern, it was a
great learning experience, full of knowledge and excitements. I am truly grateful for
the wonderful opportunity.
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