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2. AAE IR (System Overview)

21. HMS 2& (Product Perspective)
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1124 ALet (Design Considerations)
2% 28 (Operating Environment)
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Python 3.10 01 &4: A 22 L ML 22 o=
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Uvicorn: ASGI AltH & A
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(Performance Considerations)
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4. OIS ™ & Al (Architectural Design)
44,  AAE 0PI CHol0] D&

Server HE oole] H&
“ |A.
I cole] 212 EHHoE 1
s OojE Mg —»  SBF Y
TEE LS Mk SO HHE MY g
HE x -‘f — ]I||:U_|“ -*-DH-g _HJ:I_:ﬂ .-;_! 2]
# To|E| H& A= 22 ClolE 2F
2 HH s izt olg
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b
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Y
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= ANAEE2 2C0IHE-AH 2XZ EAHEN JA20, 2240/HE ¥ 2 Android
SE UM S&GHLD, M= FastAPI |8t &2 2 A= L
o ZSUO0IHEE=APIIIYU 7 F2 2 E HIE 22 Riot Games API2}
S4loto =& HO0IH & 8F OIOIHE =&
o MHE= =4S HOIHE JIEtCZ ¢l = 25, S8 (S 221
IR 2= Sof 24 &4
o ZSUOIHEE MHZRH dEE2 LIEW L = ZEE UI0 ZEAl

42. Z2c0|HE 22X
= AAES 220l E= Android & 0l A S&0tH, AFEAH QB H 0] A 2t
HIole Mel, M8 Sal Jlss 8¢ L= MVVM +

stCh. 220lHE
Repository IHEI S I 22 AHEH N 25 2t Y= =0l Sclstlt.

o =2 74

o View (Ul Layer) : Jetpack Compose J| Bt 3t 24 . AtE X+t
&5t API 71, Riot ID, EI 04, 2t2l S E2E =& 5t1,
NHZ2H MGe2 0S8 0t0I & =& HIO0IEeE EAISHC



o ViewModel (Presentation Layer) : UI2t Gl Ol & X 2l MOIOI =
gt =3 Coroutine/FlowE AtE0tH MH 2t HISI| S4 & Ul
2O 0IEE Xelstlt.

o Repository (Data Layer) : MtH S4l & 22 00l 22 £<.
Retrofit2 + OkHttp3E S &t REST APl S &, JSON 0| 0| &
It Al (Moshi/Gson)

=R Jls
o APIJ| HidTag €2 : R NIt =8t API I| E AtE0dH idTag2l
=8 T UOIEE =& atlt.
gl =X . © = 0 =] Sl Ct X =

= = Il = 3=
o — T/ —

o =% XM :idTagel =X It HI%%O._' d2 ol Ao F2
FMSS HdEE =8, )80t M8 Z &56td, MHZ FH
Ul =5 LHRO 2Ot =AM OIAH & EBtLt.

o OI0IE X& : MOl XSS HIEHOR 00| S =&

FH

[t

Ct.

o

=2 012
o UI/OI2IEl X : Jetpack Compose, MVVM, Repository Pattern
o HI=J! ™2l : Kotlin Coroutines
o UIES A H™el: Retrofit2 + OkHttp3

HIOIe &8

b) Xcl:APIJ|2 idTag 28 - 22 N &

)
2) =< Ol0IE 2&
a) EUH: 2240/01E
b) H2l: 22 API I % idTagS AL Riot APl & —
@< CIOIE 2 &
C) SEE:Z2H0/ME Y HE

3) HE QF
a) L :Z2I0|0E
b) XM2l:2tol D EI0] CIOIHES YaterD =T [H0IE 2
SIH M2 &
c) TEE: MY
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4.3.

a) 223 . MH
b) Mcl: dSL2 UOIEHZ e M4 = Scl0IgE=Z &
c) TXE : SclOIAE(RHT 5tH)
A AHEH =l
a) E2& :2c0I¢E

)
b) Xcl:APIE Sdll idTagl | X It HLSCIX &0l
) E&E  Sc0IHE(RXM kel BiXI)
dX U0IH =8 £ &85

a) S¥E . Sc0IHE

b) Xcl: =M el HiXI0 SEH APIE Soll &S =8 &

s ENHZ &S
c) =&E : MY
SE NS L I
a) SL& MY
b) X2l:JI2E HIOIEE JIEe2 SE 0l & NI
MN S ZL0IHEZ &S
c) S&E  SCOIHEIEN 3t H)
OlOIE =& RF
a) E2& :3c0IdE
by Mel: AHEX IO A& N MOAH 58 A& AHE

a) SLE: A

b) XMe2l: MSLS UI0IEIZ Ololel =& M4
S2H0IER MBS

c) CEE:22L0/AE (0101 & 3101)

0l

MHB =X (Server Structure)

HH OOIHE
MM ost
o o — =2

GIOlE Il Ol &

Xelotyd, oidleld ZE =S 2 E06H(

SEHSUH IEHS
S Y8ttt A= AWSEC2 QI AE A S A0M SZotH,

% 2|2 Riot API2} H == L.

¢« T2 74
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o
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API | = (FastAPI)
m 2CI0|0E QF 24 U
m RESTfUlAPI &4l02 &
NHIA HE (HIZLA 23)
m MILEE A2 S MCY MM 2E S
s HISJ| ®2l(Await/Async) J1EtO 2 & 2| X<
m OfOIE =X 2R L8
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4.4.

m MySQL J|Et OIOIEHIOIA 2
HIOIEe X&)
m JoblibZ HEotE Haleld @ 22|
o AR A
Riot Games API S == S¢t 8 & {0l =&
OP.GG = 2|2 HIEtHIoIH &=

09
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| = [ gt o o S [ =

o SEN=E=E
m JtSE A GOIHE Haleld 220 256t §E
SES Aldtettt
o HNE MY IS
m SENS ZUEDIECZ IIEHES Al
220IHEZ MLSHT
o OO =& 28
m ARSI HIA A & BOH ds=S J|t2 2 00|
FHES Mol S0IHE=Z M6
o OIOIH 22l 28
m RiotAPIS= 20, & [HOIH, 22 21U S
CIOIEAHIOI AN HE & X3 STt
o ANS Il AHH
o HHOICE T3 : FastAPI
o HI=SJI X2l : Python asyncio, HTTPX
o OIOIEHIOIA : MySQL
o MHalefd @< 22| : scikit-learn, joblib
o HHE 8Z& : AWS EC2 (Ubuntu), Uvicorn
IOl HIoIA 2=
ZANAEE S dF OOIH, S O, MO &0 S8 UOIHE
SEHMOZ 22|6t)| fIcH MySQL J| 2t RDBMSE AtE6HHH, HIOIH E2&
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name : 81| AH 0| S
postition : 24 1| &1 240l
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my_items: ol & HI & 0l A -2 0H8t OO E
enemy_roles: & CHE & 1| &

win: S 0 &

o APIJ| B2 2E(2240

o

O
o 92X |dTagJ—FE,I S(2210|ME)

1A E)
S& 2R M s API | 22l 2 &(Reg-1.1, Reg-1.2.1,

Reg-1.2.2)
= RlotAPI (= M&E= I, =M idTag
AEZ APl I| 0t I1 I*El ufo' APl J| =4 &0l 21t
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o =& %X idTag &0l & g 3IH HAZH(Reqg-1.3)
ol - Riot API 3/(22 J1Z HEE J1), 2Tl idTag
ANES idTag OS54 B0 2T T 30
SPC HOIE 48 RE(220/9E)
o =& :idTag 7 M2 =& It =& (Reg-1.4)
o Y :RiotAPII(E2 JI& M&EE I]), = M2l idTag
o NES2.2EC H0lE I
e sm.ojo s oo o mLe g maRea oy
o MES MHEESE ST 20l EO1E T AR GOSN T
H0IE
PEVR
WD XA Ul RS (2210/01E
o BE:ASKO A0l LA WL X
o B AFRX} 201Dt EIOf
o MBS EAMWEIES
2lol MA DS(2210| 2 E)
o %&:Eaﬂom ZHE A6 2ol 2R(Reg3)
o 9121020 Z30/0j 2ol
o &%% HEE 102 o) Ea1|0|o+ 2ol
Z2/010 HIOIE JI2 RS(220/9E
o SH .2 ZHOME SHS So| ABE M2 GOIH
4 (Reg-3.1)
o1+ Z0/012) & [l0IE
A

EES  MBZ d&E JtSE JSON UI0IE (10& 2] HIOIE It
=MUZ H2)

v

ZdI0I] HI0IeH & 2=(22H0lHE)

o

I

o

o

o

SN M8 24 HO0HE MH 2 85 (Reg-3.1, Reg-4.1)

2124 - JSON Gl Ol E
MEZ: NHE M55 = JSON HIOIH(MA SAl M)
Of IS8 MA DE(MH)

S ME ZAHO0IHE JIEt2 2 I =8 M4 (Reg-4.1,
Reg-4.2)
OIE:! IJI-I =S| E”OlE.I

=/ T =

MES:2C0IHEZ NS TIEW H0IH

r

=40l L& Ul 2 (JBPOIME)

SA U= H0IH E UlZ2 &% (Reqg-4.1, Req-4.2)
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o HEHEI ZYO|f IS Ul 2S(220IAHE)
o 2 :eist Z30/0 Il S8 UIZ =2 (Req-4.3)
o &= . HEE S 010 idTag 2
o (== EH SO0 I Ul
o OIOIE =& BE(EC0IHE)
o =X MIIA As (12 00| & =& (Reg-4.4)
o Y AISX MUIA A 4UHE HIIH A 504
o dEZ=F G0 HE Ot0IE
5.2. 2 4
APImanager Userinfo
apikey idTag
Y
time
-~
MasteryCollector
"’ masteryData
Ul Y
Server LineSaver
banpickUl
* banpickdata playeriines[10]
feedbackUl ry
feedbackdata
playerlinell
itemUI
DataSender PlayerData
userstatsJSON maichdata
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