Signup Process in SCG Courts
The avatars have to signup in order to participate in the game. The signup facility is provided by the SCG as a signup server, which hosts a web page. The scholars can signup for the game event using this web page. Here they provide the following:

a. Team name

b. Password

c. The scholars involved in the team

This information would be stored in the signup server and the avatars are expected to use this when they register for the game so that the server can identify them.

The diagram below indicates the components.
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The signup server from the legacy system can be reused for this.

Process flow for the game
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Registration

This component is recognized as a common component.

1. A few hours before the game starts the admin invokes its registration server with the following arguments:

a. Number of seconds before the competition starts.

b. Port number p1  to which the registration client’s have to connect.

2. The registration server’s IP and port number(p1) is published to all participating avatar’s. This is a manual process.

3. The avatar’s use their Registration Client component to send in the below information to the admin:

a.  PlayerSpec (avatar name, avatar IP address, port number). 

b. password

4. The registration validates the avatar information based on the password file (obtained from Signup process). 

5. On success :

a.  The admin creates a RemotePlayerProxy for each registered avatar. This serves as the client which listens to the particular avatar which is executing at the IP and port number provided in the PlayerSpec.

b. The config file for the game is provided to the avatar’s registration client. 

6. On failure, the registration client of the avatar is notified with a suitable message.

Competition 

Once the competition time is reached, then the  Admin will start the game by sending a request to one of the avatars. The scenaro for this is given in the below diagram:
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The request and responses are communicated using the communication component, which is already provided for use by the common components.

Protocol Interpreter: During the course of the game, the admin uses the protocol interpreter to process the request and responses obtained from the avatars. 
For example: If an avatar refutes a claim, then the RefutationProtocolInterpreter is used to obtain the next action (this acts as a part of the ProtocolRequest, which needs to be sent to the avatar ).

Reputation Updater: Once a protocol is complete, the admin uses the Reputation Updater module to calculate the reputations of the avatars.
Claim Repository: Claim Repository represents social welfare set (the knowledge baseof claims believed to hold and having maximum strength) 
If a claim is agreed upon ie. on completion of an agreement protocol, the claim needs to be moved to Claim Repository.

Status Report : This is a webpage which reflects the current reputation of each avatar during the course of the game and the final results once the game is completed. It is available only during the competition.
Logger : The admin creates a log file for each game where it logs the request received from the avatars and responses to the avatar. This log file is persisted so that they can be used by the individual avatar teams to analyze and improve their avatars.
