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Electronic games stand as one of the most popular forms of global entertainment,
captivating millions of players. In Brazil, in particular, electronic games have garnered
a substantial and devoted fan base across various platforms. Among the myriad game
modes, competitive gaming emerges as a dominant force, pitting players against each
other in thrilling player-versus-player contests to determine the victor. Building upon
this foundation, tournaments and professional matches have been established with the
explicit goal of elevating the level and excitement of the competition. Hence, the core
objective of this project is to propose the development of an electronic sports
tournament management system. In this endeavor, the back-end development will
harness the prowess of Kotlin and Java, tapping into their robust and proven
capabilities for handling the system's data management, server-side logic, and
database interactions. Simultaneously, the front-end will be meticulously crafted using
Flutter, a versatile and efficient framework celebrated for its capacity to create natively
compiled applications for mobile, web, and desktop from a single codebase. Flutter's
adaptability and streamlined user interface development will play a pivotal role in
ensuring an exceptional user experience for all participants in gaming tournaments.
The system's overarching aim is to provide players with a user-friendly and efficient
experience, assisting them in organizing and participating in competitions. To achieve
this goal, an array of system development methodologies will be adopted,
encompassing exploratory and literature research, and the utilization of agile tools,
techniques, and methodologies. The project's objectives include the implementation of
a Minimum Viable Product (MVP), the meticulous identification of specific demands
and requirements through extensive stakeholder engagement, and a relentless
commitment to enhancing the overall user experience. Consequently, the expectation
is to have a positive impact on the user groups utilizing the system, making it
straightforward for any user to create or join a tournament quickly and intuitively.
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