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A synchronized always-
online pet simulator with 
multiplayer functionality
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Our Vision for something cool 

enough for the Presentation

All these features can then be 

polished, enhanced and 

extended

„Feature Completeness“



C I  W O R K F LO W ( S )
• Frontend (Currently Vite+TS+ReactJS) gets build automatically and deployed 

to https://smartuni.github.io/teamagochi

• Docs (Astro Starlight) gets build automatically and deployed to 

https://smartuni.github.io/teamagochi/docs/

• Node (Riot Project) gets build to verify that it at least compiles

• Currently In Dev: Node CI in a private repo starts tests via cronjob
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https://smartuni.github.io/teamagochi
https://smartuni.github.io/teamagochi/docs/


D E V E LO P M E N T  W O R K F LO W
1. Create a feature branch

2. Commit your feature with meaningful commit messages

3. Open a Pull Request

4. Get somebody to review your branch

5. (Hopefully) get your Pull Request approved

6. Merge into Main

7. Success
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N O D E S  T E A M

•Eduard Lomtadze

•Nils Voepel

•Moritz Holzer

•Dong Yuanzhe

•Lukas Sebrantke

•Tom Hert

•Justin Sanker



F I R S T  C O M P O N E N T D I A G R A M
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GOAL:
Low-pass filter for button debouncing:

T = R*C = 100kΩ*47nF = 4,7ms

≈5*T



F I R S T  F I N A L  

S TAT E  

M A C H I N E

• Only for the MVP

• 3 layers

• First menu
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LW M 2 M  O B J E C T
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Pet Object

Hungry, Ill, Bored and Dirty are

executed

The boolean variables get updated

from backend and node



W E B  B AC K E N D  

T E A M

• Merlin Trefflich

• Leo Graf

• Jessica Broese

• Van Khoi Pham



V E RT E I L U N G S S I C H T

Additional services:

• Reverse-Proxy

• Fake SMTP-Server

• Development Dashboard



DATA B A S E  

E N T I T I E S
Attributes (of a pet e.g.):

• may be Null?

• may be how long/big?

• must follow a pattern?

• have a start value?

• must be in a value range?

Source classes:

PetEntity, PetTypeEntity, UserEntity,

DeviceEntity

the Authentification-Token 
of the User 



F R O N T E N D -

A P I

- Devided for future-proving: Device 

and Pet-API

- User-Verification required

- Return-Types need to be suitable

for the Frontend-Team

- Implementation-Order in 

accordance to the milestones
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API-Excerpt:



F RO N T E N D

T E A M

•Samuel Costa

•Rares Stefea

•Yousef Taha

•Hamdy Elmorsy

•Yasuaki Kumazaki

•Omar Shaban



S C R E E N  T R A N S I T I O N  D I A G R A M

Landing 

page

Pet page

(main page)

Inventory

page

Friend

page

Setting 

page

Login



L A N D I N G  PA G E

SIGN IN

(Introduction about the game)

TEAMAGOCHI



P E T  PA G E

LOG OUTPET PAGE INVENTORY FRIEND PAGE

Froguto

HP

0 100

Happiness

0 100

XP

0 1



Docker

S I G N U P / LO G I N  F U N C T I O N

Landing 

page

Signup/Login 

page
Pet page

Press

"Log In"

button success

fail
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