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Introduction

BadlInfo, is a League of Legends analytics dashboard that uses the Riot Games API to retrieve
and display player match history and performance statistics. The system is built using
JavaScript, HTML, CSS, and a Rust backend via Tauri to create a desktop application. The
aim is to help players improve performance through accessible in-game data visualisation,
including win/loss tracking, champion statistics, and match breakdowns. The system follows
a modular architecture and integrates external data sources such as Data Dragon for game
assets [2]..

Key technical challenges included API rate limiting, cross-language data transfer between
Rust and JavaScript, and structuring complex match data into a usable Ul format. These were
mitigated through modularisation and structured API handling. The project demonstrates full-
stack integration.




Task 1: Practical Development / implementation
Initial Feedback

How would you feel about an
play? (i.e. what items to build,

@ Completely useless M Somewhat useless M Neutral [ Helpful () Very helpful

In-Game
Tool
0%

Users felt that an in-game tool that helps with gameplay is helpful with 83.33% believing so,
while the other 16.7% believed it would be very helpful.

resent

What do you value most i




Users valued ease of use most, followed by clean Ul and then a multitude of functionality,
with functionality being last by a significant margin.

rasent

0 response submitted

What features would entice you to use this software?

Waiting for response...
Responses will be displayed as a word cloud

Jofs

Feedback suggested that the software should focus on helping the user understand and
improve at the game, while keeping system resource allocation low.

resent

How appealing is this prototype mock-up to you for functionality?

8.00
*********ﬁ?‘ﬁ?

0% 0% 0% 0% 0% 0% 50% 25% 0%

Users generally agree that the mock-up design is very appealing in terms of functionality,
with an average of an 8/10.




If you do not find it appealin
below.

Waiting for response...
Responses will be displayed as a word cloud

Dsd‘

There is no relevant feedback for this section.

resent

Waiting for response...
Responses will be displayed as a word cloud

(<] sare -

Feedback suggested that this software would be most useful in MOBAs, Competitive games
and FPS shooters, specifically with many suggesting League of Legends.




Q.2: Implementation
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Figure 1: Home Page

This is the basic home page of the project, as seen it has a very basic GUI, suited for speed

and efficiency, over looks.
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Figure 2: User Page

} PREGE PaREC oDIER

When a valid Summonerld and TagLine are input into the search bar at the top, it will send a

request to the Riot API for over 21 requests of information. The first of this is by using the




input data to return the PUUID of the account, which allows us to access more data, the and

obviously their game name and tag_line.

This is then passed into a struct called RiotAccount and the data is then passed from Rust into
JavaScript, and applied to the web page, where we can see the name and tagline on the
sidebar.

#[derive(Seri

puuid:

#[ serde(rename

game_name:

serde(rename

#
tag_line: String

client

", ap
.send

.map_err(|e e.to_string

at

it.map_err(|e:

Figure 4: MatchEntry struct




This is what passes the RiotAccount from Rust into JS, you can see the call to the Riot APl in
let url: and by using a library called “serde”, this can be converted to a .json and transferred
to Rust (although Tauri does have built in translation too) [1][4].

s BADINFO
> 3 .vscode
> B8 node_modules
<3 src
api
JS riotys

javascrip

runes,js

JS profilejs

index.html

JS main.js

[ src-tauri

> B capabilities
B gen
I icons

main.rs
Figure 5: File Path

During this project, the choice was made to separate functionality into smaller IS files, both
for readability and efficiency, as this follows object-oriented practices via modularisation.




J5 riotjs

name, tagline

puuid
4 puuid

getMatches: (puuid

getln "get t t » puuid

Figure 6: riot.js

The riot.js file handles all the API requests in one call, helping to reduce the number of calls
made per second, as the maximum rate is 20 calls per second [1], without this function calls
to the API were doubled, reaching 42 per second and timing out when attempting to load the
match history.

Figure 7: runes.js

There were also smaller files made such as runes.js, spells.js and profile.js, whose purpose
was to hold data for icons, acting as a small translation layer between the program and
external APIs where they are held, which in this case were Community Dragon and Data
Dragon [2], which are collections of League data available to the public and via calls. In this
case they held icons for summoner spells, champions, etc.




winrateChart) winrateChart.destroy();
winrateChart = Chart( getContext

type: "bar”,
data:

[win.wins, win.losse

borderski
barThick

»

1
J
options: {

responsive: =
maintainAspectRatio:
plugins:
legend: display:
tooltip:
callbacks: {
label: ctx
total = win.wins + win.loss
> @ ? Math.round( (c

L »

1
J2

13, weight:

beginAtZero: -

max: Math.max(win.wins, win.losses,
{ color: "Orgt : :
{ i 1, font:

Figure 8: chart.js
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To create the chart, we had to simply count the number of wins and losses using the match
history call, which maxes out at 20 for API call reasons, and then simply searches for win or
loss and then adds one to its respective node. This was implemented using a JavaScript
charting library (Chart.js) [3].

Troubleshooting:

One struggle faced during this project was to have the ability to display the summoner names
of those in the same game as the user and then be able to select their icons/names and to visit
their information dashboard.

Game History
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Figure 10: P Match History Bar

As seen above, it displays the champion icon and when selected it will redirect to the players
page, however the player’s username will not appear due to an issue within the code, however
it does redirect it to the correct page.

If we click the second portrait (Kindred), then it will redirect the page to an “Unknown”
summoner and display their information, however this is actually the correct summoner as
proven by other websites.
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Figure 11: "Unknown " Dashboard
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Figure 12: External Website to check proof of concept

As seen above, the games played and summoner icon are both accurate, despite the issue with
the displayed name, showing that this is an error with the project, not the APL.

Unfortunately, this issue was not able to be resolved by the product finish date, despite
attempts to manually override font colour, multiple different ways to place user names and as
seen above, their PUUID is working correctly and linked to their profile picture.




Task 2: Enterprise & Innovation

Business Name & Type

The business name I have chosen for this is BadInfo, which is a mix of my surname and
information, which this project provides. The name is also a pun, as the information provided
is useful.

This business would be a private limited company, as this would allow for research and
production without the influence of outside sources, such as majority stakeholders. This will
also protect the individual from due to its limited liability.

Business Strategy

Mission Statement

To display current in-game information to the user in order to help them manage their
decisions more easily, by showing them the statistically best option per win rate percentage,
free of charge and open-source to the community.

Objectives

To display in-game information to the user, such as next item to build, your best champion
via your win rate.

To show a user’s previous match history, alongside their other user data such as win rate,
most played champion, etc.

Help new players to improve at the game by helping them know what to do and when.

Values

Helping Others: Our core values are to helping others, ensuring that they can become the best
versions of themselves.

Publicity & Accessibility: We also heavily value and focus on publicity and accessibility, by
making all our software and resources free and open source, so users know exactly what is
going on under the hood, as we believe that everyone should have the same opportunities.

Open-Communication: Communication is also another core value, as we require feedback to
improve our software and to improve the user experience based on their personal experiences

[9].




PEST Analysis

A PEST analysis evaluates the external factors that may influence BadInfo, a web-based
game analytics platform similar to Blitz.gg and OP.GG.

Political factors mainly relate to regulation and data governance. As a UK-based private
limited company, BadInfo must comply with the UK General Data Protection Regulation and
the Data Protection Act 2018, ensuring that any user data collected, such as match history or
performance statistics, is handled lawfully and transparently. The business must also follow
the terms of service of game developers like Riot Games, as access to their APIs is essential.
Regulatory changes or stricter digital policies could increase compliance costs or restrict
access to data.

Economic factors include operational costs and funding challenges. Although BadInfo is free
and open source, it still requires funding for servers, maintenance, and development. Without
a direct revenue stream, the company may rely on donations or optional premium features.
Competition from established services like U.GG increases pressure to deliver accurate, real-
time data. Economic conditions such as rising cloud hosting costs could impact sustainability,
while growth in the gaming industry may expand the potential user base.

Social factors are driven by gaming culture and user behaviour. The increasing popularity of
competitive gaming and content platforms such as Twitch has created strong demand for
performance tracking tools. Badlnfo supports new players by offering guidance based on
statistics, aligning with its value of helping others. However, there are ethical concerns,
including potential over-reliance on data, which may reduce creativity in gameplay. There is
also a risk that player statistics could be misused, contributing to toxicity within gaming
communities.

Technological factors are critical to the platform’s success. BadInfo depends on real-time
data integration, scalable infrastructure, and continuous updates to reflect changes in game
mechanics. Reliance on external APIs, especially from Riot Games, presents a risk if access
is limited. Cybersecurity is also important to protect user data. Advances in data analytics and
machine learning could improve recommendations, enhancing user experience [10].

Legal and ethical considerations include ensuring data privacy, respecting intellectual
property, and maintaining transparency through open-source practices. Ethically, the platform
must present accurate information and avoid bias in its recommendations to maintain user
trust [11].




Case Study: Horizon System

The British Post Office scandal involved the Post Office pursuing thousands of innocent
subpostmasters for apparent financial shortfalls caused by faults in their new accounting
software system called Horizon. This caused more than 900 subpostmasters to be wrongfully
accused of theft, fraud and false accounting based on faulty Horizon data, with about 700 of
these prosecutions carried out by the Post Office. Others were prosecuted but not convicted,
forced to cover the costs with their own money, or had their contracts terminated. This
resulted in stress, illness and family breakdowns, and evenlinked to at least thirteen suicides.

What developer tools, methods and best practices could’ve

been used to prevent these flaws?

Fujitsu could have rolled out a trial period for the product, allowing for a small amount of
users to try and test the software, and then compared the data creatred by Horizon to the old
paper-based system, which could have allowed for any irregularities to be observed and
reported.

Fujitsu also could have completed more quality testing, to ensure that their software was
accurately reporting data, instead of assuming they were correct. Working alongside the user
to help develop this, by using AGILE protocols, would have also helped to prevent these
flaws.




Task 3: Project feedback & reflection
Practical feedback

Software Feedback

3 Responses  02:24 Average time to complete Active status

How would you rate the quality and responsiveness of the application?

3 * %k kK

Re: ses o
Responses 4.67 Average Rating

2. What is the most necessary improvement needed in the software?

@ Better Ul 0

@ More Features 3
Ease of use 0

<

@ Other 0

3. If "other" please specify.

0

Responses Latest Responses

4. What improvements can be made to make this more appealing than competitors?
Latest Responses
“Staying ad free”

3

Responses “Adding the ability to see other players information in the same game”

“More insight to what | am doing wrong in my games.”

Figure 13: Results 1

Based on user feedback, the software is certainly lacking in features and is unanimously the
most necessary improvement for the software, as all users stated that the quality and
responsiveness was high.

As a result of the feedback, it was attempted to add in more information on the Game History,
such as gold, CS and damage to see where you are going wrong. Furthermore, the ability to
view other players in the same games was interesting, which is a change [ would make to the
project to improve its toolkit.




5. How easy is it to view user information using the software?

W VeryEasy WEasy MWOkay W Good W VeryGood

0% 100%

6. How well does this software integrate with the game?

B Notvery well M Somewhat well B Verywell B Extremelywell B Extremely not well

0%

100% 100%
7. How likely are you to continue using this software in the future?
B Very likely B Somewhat likely B Neither likely nor unlikely B Somewhat unlikely B Very unlikely
100% 0% 100%

8. Please state why.

Latest Responses
“It just has the information | want without the spyware from other co...

3

Responses “There isn't enough for me to use this over more popular options”

“Because | am interested in my game feedback, but not enough to use...

All users stated that there is not enough information to use at this point in time of the project,
therefore I will scope out competitors such as OP.GG and Blitz.GG to see what information

they are display and how to implement this myself.




9. Are there any essential teatures missing that you would like to see added?

Latest Responses
“In-Game overlay”

3

Responses “Add build paths”

"More insight to what | am doing wrong in my games.”

10. Did you encounter any difficulties using the software?

@ Ves
® Mo 2

11. If yes, what were they?

Latest Responses

"Sometimes timed out and wouldn't load”

Responses n/a
“None.”

12. How well does it perform on your device?

MPoor M Average M Weak M Excellent W Very weak

Project Progress Diary

While management of this project seemed to start smoothly, it became clear that it was victim
to scope creep, as the ability to have an in-game overlay that also display build paths would
take much longer than was possible in the given time. Despite this, I felt that there was
significant progress being made during each weekly progress sheet and that the time I
invested in this project has shown itself.

If I were to complete this project again, | would instead focus on creating a minimum viable
product first (MVP), as this allows for the software to be created with only the most
necessary features and from there, we can use the remaining time to add more features,
helping to avoid my flaw of scope creep.

Reflect and document the Project Management knowledge and skills
you have gained as a result of completing vour project.

As a result of completing this project, 1 have gained the skill to effectively plan, monitor and
review timelines and work accurately, coinciding with the ability to manage resources.




Furthermore, this has taught me how to deal with issues such as scope creep, as the timeline
for the development was relatively short, with minimal resources, therefore the development
had to avoid any unnecessary features, allowing for smooth development of the project.

Reflect and document the Technology & Technical knowledge and

skills vou have gained as a result of completing vour project.

This project has allowed me to develop my programming knowledge further, as research led
to me discover new technology frameworks, such as Tauri and Electron [4], which are
containers that allow developers to create a desktop app using web technologies such as
HTML, JavaScript and CSS [5]. This has also allowed me to expand my web development
skillset further, while the backend allowed me to learn how to interact with external APIs,
such as how to call them, store information, limit accesses and more [1]. The project also
strengthened my JavaScript and Rust skills, as this is what the backend was developed in.

Positive Social Impact (PSI)

This project aims to assist both new and old gamers in League of Legends, who are looking
for ways to improve and enhance their knowledge of the game. It creates quality of life
features, by providing information such as the highest win rate item build paths for the
current season/meta and past performances in games, so they can see how they went wrong,
for example picking a champion they have a low win rate with.

Furthermore, this benefits others as while this software is typically “free”, they collect user
data and sell it to advertising companies, or put advertisements in their software to create
revenue, this project does not include either of these and aims to be a non-profit open-source
software for the community to use.




Conclusion

BadInfo provides a functional League of Legends analytics dashboard that meets most of its
core objectives, those being retrieving player data, processing match history, and visualising
performance statistics. The system demonstrates effective API integration and modular full-

stack design using Rust and JavaScript.

However, limitations remain in incomplete Ul features, specifically player identity display
and advanced analytics, which stem from APl complexity and scope constraints.

Overall, the project provides a working MVP with clear potential for expansion into a more
advanced analytics platform, through improved data modelling and enhanced UI/UX design.
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Appendix

Progress Sheets

Project progress form

Name: Zandr Badger (2308404)
Programme: Applied Computing

Project Aim: An application that will take information from the video game "League of
Legends" using the Riot Games API, in order to display helpful information to the end user, to help
them progress in skill and to win the match, ensuring that it follows the appropriate guidelines, so
it can be approved and not trigger Riot's kernel-level anti-cheat. This will take form in game as an
overlay, and outside of the game as an external application GUI This will be achieved by using
JavaScript/Python to make API requests.

Project Objectives:
1. Request match/account data using the Riot Games API.
2. Develop afunctional and appealing GUI.
3. Suggest potential improvement methods to the current user
based on champion, matchups, etc.

Weekly Project progress forms:

Date: 11/03/2026

Progress:
¢ Made a Riot Games Developer APl account.
e Decided upon Jupyter as an IDE (python) as it allows for real-time updates and it is free and web
based.
e  Generated an API key and made simple requests, such as account data, match data.
e  Began to mark-out the MVP for this project in the code, by storing data and beginning to create
loops.
e Created a survey and received feedback from a target audience.

Actions:

State priority actions to undertake over the next week below.
1. Learn how to request less APl requests as there is a 200-limit max per 2 minutes.
2. Integrate user input to allow for a basic CLI tool.

Next review date: 11/03/2026.

Weekly Project progress forms:

Date: 18/03/2026

Progress:

e Integrated user input and now allows for a basic search function on any user in a CLL

e Added manual blockers that look for the rate limit error code to add in a wait time so that the
request limit isn’t reached, so it continues smoothly.




Actions:

State priority actions to undertake over the next week below.
3. Learn how to use this script for a GUL'Web app
4. Start making a very basic frontend for testing.

Next review date: 25/03/2026.

Weekly Project progress forms:

Date: 25/03/2026

Progress:
e Decided on a GUI that works for my project, it will be an administrator dashboard layout, so that
users can view analytics immediately.
e  Started creating the frontend using Tauri, a container that allows developers to create desktop
applications using web development.

Actions:

State priority actions to undertake over the next week below.
5. Continue on creating the frontend for the project

Next review date: 1/04/2026.

Weekly Project progress forms:

Date: 1/04/2026

Progress:
e A frontend has been developed, subject to change as necessary
e Leamnt the basics Rust and began development of backend, by making basic calls to the Riot API

Actions:

State priority actions to undertake over the next week below.
6. Create abar chartto show win/loss ratio
7. Add asearchbartosearchfora user

Next review date: 8/04/2026.

Weekly Project progress forms:

Date: 8/04/2026

Progress:
e Added the search bar and able to search for users using their summonerName and tagLine
e Created a bar chart that when a user is accessed, does maths in JavaScript to generate a bar chart
Actions:
State priority actions to undertake over the next week below.
8. Continue creating the backend for my project
Next review date: 15/04/2026.

Weekly Project progress forms:

Date: 15/04/2026

Progress:
e Created calls to the Riot API to gather Player data, such as their PUUID, which allows me to
make calls to view their match history, summoner icon and more




Linked these calls to the frontend using JavaScript

Actions:

State priority actions to undertake over the next week below.
9. Add the Ul for Match History
10. Tweak the Ul to be more visually appealing

Next review date: 22/04/2026.

Weekly Project progress forms:

Date: 22/04/2026

Progress:

Changed the UI to add a sidebar that can be hidden, that shows user information such as name,
icon, level and most played champs
Added basic match history information such as champion played and kill/death/assist ratio

Actions:
State priority actions to undertake over the next week below.
11. Finish off by adding summaoner spellicons, an update button, damage bar chart, item

build path, CS, gold, overall k/d/a percentage, time in match and all people in that
match.

Next review date: 29/04/2026.

Weekly Project progress forms:

Date: 6/04/2026

Progress:

Finished adding the final touches to the frontend, so that Game History now shows all
possible details, however I could not get the enemy summoner names to appear, but they
can still be accessed by clicking on their champion icon

Added a recently played with bar, however same issues as above, so instead it shows how
many games.

CPD Evidence

The learning tool I engaged with was LinkedIn learning, choosing to learn how to program in
JavaScript, as this is necessary for the backend of my software, as | am using a container that
effectively converts a web application into a desktop application.
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GRADEMARK REPORT

FINAL GRADE

/100

GENERAL COMMENTS

Total

1. Engagement with Literature
Skills 10

+ Some good use of citations included.

+ Well-formatted reference list.

2. Knowledge and Understanding
Skills 5, 10

Marks
award

ed

92

10



T2 Q1: 12

+ Tech Start-up name, Business type (Legal
classification). - No logo.

- Mission & Objectives relate to

the game and should relate to the
Business. - Funding options not considered.

T2 Q2:

+ PEST analysis summary includes some
relevant considerations

for each category and documents some key
professional legal & ethical

considerations. Good. Supported by some
relevant citations.

3. Cognitive and Intellectual
Skills 5,5, 5,5

T3 Q1: + Data collection method for 19
practical feedback designed, and some
feedback acquired and considered.

- All report sections/task answers
should be introduced.

T3 Q2: + Project management
reflection (including review of weekly
progress sheets)
documented.

T3 Q3: + Skill
development reflection documented.

T3 Q3: + Project’s positive impact on
society is clearly
described.

Good.

4. Practical Application Skills 10, 30, 10

T1 Q1: + Data collection method for 47
initial feedback designed, and some
feedback acquired and considered.

- All report sections/task answers
should be introduced.



T1 Q2: + key features of the
implementation process and practical
output have been clearly documented.

Progress sheets (Appendix): +
Documentation of weekly progress
sheets.

5. Transferable Skills for Life
and Professional Practice 5

4
+ Report presentation structure and format
quite good.

- Each report section & the ToC should be
numbered.

- Inclusion of: Case Study: Horizon System?
& What developer tools,

methods and best practices could've been
used to prevent these flaws?, could

be included as an appendix item.

+ Title page & Table of contents.

+ Introduction & Conclusion.

+ Tasks complete.

+ Appendix: CPD course.

Well done. Very good effort

towards the implementation of the

prototype with great scope for future
development and enhancement.
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