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New Features

Friends System
» Send/accept requests, remove
friends, view online /offline
status
» Create friend and invite-
only/private games

Game Updates:
e Nim random special abilities
» Multiple guesses + hints in
Number Guesser
e Push Your Luck dice game with
timer

Wagering
e wager in-game currency on
game results and view wager
history

What's next?

GameNite is a real-time multiplayer web platform where

users can play games like Nim, Number Guesser, and Push

Your Luck, add friends, create friend/invite-only matches,

and place wagers with in-game currency. This update also

features a complete Ul refresh to improve user experiences.

f -
GameNite!
() Heme I nG
N ) = Games
e | [mmegeres | [P =li=——] [ All games Friends anly Private ]
P Yo o P Yo o
B Prodile I !
Private games stay cut of the public lobly, Poste the code the
# Wagers I =) () (e T (e host shared to open @ new room. or jump back into one you
0% 3 - 3 alresady created ar jained bedow.
Him Mumber Guesser
; [ Game cods l[ Jain garme ]
(] (et | (5] () () [
Humber Guesser Push Your Luck |
N
P
| Friends | mequests @ | outgoing Requests | Push Your Luck = [

Gome rgem craated sRond: Ggo
Wbty Pusbe

Morewagenad gome

".-G.u.;ure Plﬂ."f'.er L h]

Player #2 s pi00

Raoll or sit privately = you only ses your own score. Everyone appears
as Relling or Done. You have &0 seconds: when tme runs owt, tha
highest seone wins [Hes — no winner). When the round ends, the
resull is posted in chot

= p'l Reling = your score: T [last rall: 2)

= pi00: Rolting

Time remaining: 39s

g

The next step is for our team to continue improving overall UX and refining exisitng gameplay using player

feedback. With the MVP in place, we have a strong base to add more complex games and expand the
wagering feature with more bet formats and purchasable in-game assets. We'll also focus on scalability

and reliability to plan for an expanding user base: reusable architecture patterns, deeper test coverage,
and better logging/monitoring to reduce regressions as complexity grows

Tech Stack & Decisions

TypeScript l| Node.js l
Express I | Socket.IO l
MongoDB I

iteration, and future changes safer.

» extended behavior without tightly coupling systems, making testing,

« ensured accurate real-time status updates by marking a user as
online when their first socket connects, and only marking them
offline when their last socket disconnects.




