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1 THE PROJECT 

1.1 SHORT DESCRIPTION 
Challenge.me is an online social platform where people can challenge themselves and other users in 

order to motivate them. Users can view challenges that other users have taken on and challenges that 
users have completed, and get inspiration for new challenges. 

Challenge.me is intended to motivate people to achieve more in life and complete things that they often 
say they will do or want to do, but never actually put in motion. 

1.2 TARGET AUDIENCE 
Our target audience are users of all age. We will rely heavily on Facebook, so we will focus on Facebook 

users to begin with. We will consider other signup methods in the future. The platform will be in English, 

but we might add localization later on.  

1.3 FUTURE MILESTONES 
 To develop a full future product ready for market in October 2014. 

 To launch a beta version with selected testers in June 2014. 

 To launch a public beta version in July 2014. 

 To finish open beta trials in September 2014 and launch a fully featured product in October 

2014 for users worldwide. 

 To gain increased exposure in foreign markets as the product gains ground domestically.  

1.4 INNOVATION 
Currently this market is rather untapped and competition is almost non-existent according to our 

research.  With our ever increasingly busy lifestyle we tend to promise to ourselves to do new thi ngs or 

change our lifestyle but never do. Almost 80% of Americans make New Year’s resolutions (University of 

Scranton. Journal of Clinical Psychology 01.01.2014) but a large part of them never see them through or 
fail to maintain them. 

Your online profile is also becoming increasingly important in modern times and people increasingly 

choose to show themselves as active and healthy individuals. People that already live active lifestyles 

would also be interested in using the site to gain widespread promotion and inspire others to do more.   

We will heavily focus on gamification, i.e. users gain points for finishing challenges and challenges that 

are supported by users will receive an additional bonus multiplier. A user’s score will be submitted to 

global leaderboards where users can see their status in the world, country and more.  We will also  focus 

on constantly suggesting new things for users to do and they will also be able to see popular challenges 
finished or in progress by other users. 

Our strategy is to build a fun and exciting service for all platforms, for an ever growing consume r group. 

What makes Challenge.me different from other solutions: 

 There are no other solutions that cover every activity that you can think of. 

 Gamification – Visual point based progress incentivizes users. 



 Tell your story – Users can submit videos, picture and text of their progress and finished 

challenges to share with others. 

 Multi-platform support – After the initial web client release, apps for mobile platforms will be 

developed. 

Other solutions we examined 

 Leap – Now defunct app for iOS which was based on a similar concept 

o Poses no threat since it is not on the market anymore. 

o Was only iOS based 

o We are only web based in the beginning 

 FitYou – iOS and Android app which only has fitness related challenges 

o Similar in some aspects but limited to health and fitness. 

o Only for mobile platforms currently 

o We are only web based in the beginning 

o Has an interesting “smart” automatic point system for challenges 
o Our point system will be more rudimentary at first. 

2 THE PRODUCT 

2.1 DESIGN 
Challenge.me is an online social platform that allows the user to challenge himself and others. The aim is 

to get people to experience new things in life and to encourage people to do the things that they talk 
about doing but never get around to.  

What we aim to create is a vibrant online community where you can get together with your friends, and 

offer you the possibility to gamify your life. The gamification aspect will be strong within the product, 

since the aim of the game for the user is to collect as many points, levels and achievements as possible.  

We´ll keep focus on keeping the platform as intuitive for the user as possible, allowing virtually anyone 

to log in and participate. We´ll focus heavily on User Interface design and User Experience, keepi ng a 

strong connection with the community to allow them to relay feedback on implementation and the 

general look and feel of the platform. We will allocate a lot of work into making the navigation of the 

platform as easy as possible, with information bubbles available when hovering over buttons and other 
elements meant for interaction. 

The platform will be heavily integrated with Facebook, allowing the user to sign up and log in with the 

click of a button using their Facebook account. The Facebook integration allows for easy access to  the 

user´s friend list and profile information, making the signup process seamless and instantly giving the 
user access to his friend’s activities, challenging his friends and receiving challenges.  

We aim to offer both various predefined challenges in different categories ranging from health and 

fitness to lifestyle, such as exercising and eating healthy over to offering extreme challenges such as 

skydiving and bungee jumping. We believe this offers new users an easy way to start straight away 
without having to rely solely on their friends or themselves to challenge them.  



An up- and down voting system will be implemented to decide or influence the scoring system, allowing 

different users to gain different amounts of points for completing challenges. This makes the game  more 

fair, since each individual is different and running 10 kilometers isn´t the same challenge for everyone. 

 

3 RISK ANALYSIS 

Many risk factors need to be considered within the project (table 1). It is evident that group members 

may need to be absent due to becoming sick or other unforeseen circumstances. Another factor to take 

into account is that if a certain task is more time consuming than initially anticipated it undeni ably 

results in delays. Furthermore, delays can also occur if new tasks come up that were not anticipated at 

the beginning of the project. 

If good and professional communications are lacking within the development team it may also result in 

delays. The risk of breaking and entering is also there although it is not considered likely. In case that 
situation arises all code and data will be stored online on BitBucket, which is a GIT repository. 

Risks Chances Effect Severity Responsible 
person 

Limiting 
probability 

Minimizing 
damage 

Time 
consuming 
tasks 

4 4 16 Tómas Think carefully 
about the tasks 
and see in 
advance 
whether they 
are time 
consuming. 

Quickly detect if 
the task takes 
longer than 
normal to 
complete and 
unite to find a 
solution to it. 

New tasks 4 4 16 Haukur Think carefully 
about the 
system's design 
and have a good 
overview of the 
factors and 
tasks at hand. 

Quickly detect 
what is missing 
and distribute 
the new tasks 
between group 
members with 
priority if this is 
an important 
task. 

Delays because 
of school 
projects 

2.5 5 12.5 Ólafur Ensure that 
group members 
have a good 
work 
organization 
and divide their 
time evenly 
between this 
project and 
school courses. 

Other group 
members work 
on the tasks 
temporarily to 
keep 
development 
going. 



 

RISK ANALYSIS 

  

Issues related 
to the database 

2.5 3 7.5 Víðir Pay close 
attention to the 
design of the 
database and 
anticipate 
factors that can 
cause problems. 

Increase the 
number of 
group members 
who work on 
solving the 
problems at 
hand. 

Problems with 
development 
environments 

2 3 6 Tómas That the team 
has all the 
required 
software 
installed 
correctly from 
the beginning. 

Quickly detect 
where the 
problem lies 
and find a 
solution. 

Sickness 
among group 
members 

2 3 6 Ólafur Make sure that 
group members 
are adapting a 
healthy lifestyle. 

Other group 
members step 
in and 
temporarily take 
on the work of 
the one who is 
ill. 

Burglary 0.5 5 2.5 Víðir Possibly set up a 
security system 
to protect the 
workplace. 

Keep copies of 
all data and 
code on source 
control hosts 
such as 
BitBucket. 

Factors not be 
fully finished 
before 
submission 

1.75 2 3.5 Haukur Make sure that 
the time 
schedules in the 
group is in good 
condition during 
development. 

Detect early on 
what factors are 
delayed and 
focus on 
completing core 
functionality. 

Poor 
communication 
between group 
members 

1 2 2 Ólafur Make sure 
group members 
cooperate and 
respect one 
another. 

Quickly resolve 
disputes or 
communication 
issues between 
members. 
 



4 WORKING ARRANGEMENTS 

The team will be using the Kanban method during the development period of the platform. We wil l 

be using three swimlanes; one for backend related tasks, one for frontend related tasks and one for 

UI/UX/Design related tasks. To begin with the WIP limit will be 2 task per pipe, but this might be 
adjusted later on to further meet the development speed of the team. The team will have a week ly 

standup meeting on Fridays, where we will retrospect on the progress made over the last week as 

well as announce what tasks and/or stories each one of us will be taking on next week.  

 
The team will be using Kimai for time management and logging. Kimai is a fully featured open 

source time management framework that allows the users to break their time logging down into 

projects and subtasks. 
 

The team will be using Kanbanize as a Kanban board. Kanbanize is an online, free Kanban board.  

 

Since every team member has a different schedule in regards to school we only have a single day 
each week where every member shall be present, Fridays. That does not mean that we might not a ll 

be present more often, but Fridays are a requirement. Every member is expected to deliver at l east 

25 hours of work each week. 
 

4.1 THE TEAM 
Each team member has been given a responsibility that he is accountable for. We will of course hel p 

each other and work on tasks and stories in other parts of the platform then the one we´re respons ible 

for. The responsibilities have been allocated as such: 

 UI/Design 

o Ólafur Nils Sigurðsson 

 User Experience 

o Haukur Stefánsson 

 Frontend/Client code 

o Tómas Magnússon 

 Backend/Serverside/Hosting 
o Víðir Orri Reynisson 

 

 

 

 

 

 

 



5 STATUS ANALYSIS 

The project is currently on track regarding tasks and work hours spent by team members. 

5.1 WORKHOURS  
 

 

The graph above shows how many hours each individual has spent working on the project. The blue 

column shows the hours each person has delivered. In orange you can see the expected hours of work 

each individual should have delivered, given that we all log 25 hours a week, and we´ve now spent 15 
weeks on the project. 

 

 

404 393 385

418

375 375 375 375

0

50

100

150

200

250

300

350

400

450

Víðir Óli Haukur Tómas

Hours logged 15.05.2014

Hours logged Expected



 

The graph above displays hours per week done by the team. As you can see from the chart above the 

contribution of each team member is pretty similar, so we decided to plot aggregated hours over team 

members instead of individual team member´s hours. 

 

5.1.1 WORKFLOW 
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We took our user stories and divided them up into smaller subtasks, for instance, challenging a fr iend 

would require writing a challenge API first and so on. Then we put these tasks on our backlog and 

worked our way through them. 

This chart projects how task completion has progressed over the weeks. Since we´re not using Scrum  we 

don´t have iterations or sprints, but instead steadily work on our backlog by taking on tasks and 

following them through. The blue line plots the actual progression of task completion, whilst the red line 

is the mean line, which would be the ideal velocity given that we´d complete the same number of tasks 

per week. We had a rough start since more time was spent on configuration and implementation at the  

time, but we changed this around later on when we could focus purely on programming and 

development. 

 

5.1.2 PROJECT STATUS 
The project's status is very good and all major functionality has been implemented. Every member has 

worked 25 hours a week on average and the task list has been more or less completed. The app has 

been fully integrated into Facebook and the time we have left is being used to fix the design and the 

look of the app, cleaning and making minor changes as we test the app. Our goal of having a closed beta 

in June is still something we want to achieve and considering the status of the development progre ss it 
is very likely that we will be successful in doing so. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



5.2 DESIGN AND MODULES 

5.2.1 FLOWCHART 
 

 

 

This flowchart visualizes the information flow within our applications domain. A detailed descript ion of 

the services can be seen in the following text. The flowchart should be viewed from the top, which  is the 

side that faces the client. The deeper down you travel the deeper down you are in our application.   The 

client is implemented using AngularJS (a Javascript framework) along with HTML and CSS. The client  

then communicates with specific front-end web services such as our API, the Memcached service that is 

there for load-balancing and the Facebook API. In the core we have Django, which basically connects 

everything together and is the backbone of our application. Django then uses MySQL for data storage, 

and Cellery for task processing when we don´t want to keep the user waiting (Cellery executes long-
running tasks, such as adding all of the users friends to our database).  

  



5.2.2 MYSQL 
We decided to use MySQL as our database solution. MySQL shouldn´t need much of an introduction, as 

it is a well-established, open source database solution that is widely used across the world. Django 
offers excellent integration with MySQL, along with an intuitive ORM, so this was an easy choice.  

 

5.2.3 CELERY/REDIS 
Celery is a distributed task queue that we use for the more time-consuming tasks that we have to 

perform (such as adding a user’s friend list to our database). Celery utilizes Redis for queue 
management. 

 

5.2.4 DJANGO 
Django is the core of our application. Django is an open source Python web framework, which many of 

us have extensive experience with. Django handles all communication between the database layer and  
the frontend, using a module called Django REST framework for communication with the client. 

 

5.2.5 MEMCACHED 
Memcached is a memcache solution that allows us to cache certain areas of our product, which in 

return lowers both response times and the load on the server side application. Examples of areas b eing 

memcached are static files such as JavaScript and CSS files, as well as certain HTML files. 

 

5.2.6 RESTFUL API – DJANGO REST FRAMEWORK 
Since we´re using Angular for our frontend client we decided to go with a RESTful API for client -to-server 

communication. Every resource is added, updated, retrieved and deleted through the API. For 

authentication we implemented a custom authentication handler for the framework, utilizing the OAu th 

authentication that the client makes with Facebook, whilst verifying it ourselves with Facebook and then 

allocating him his own OAuth token for our services. 

 

5.2.7 FACEBOOK API 
Our application is heavily integrated into the Facebook API, both from the client as well as from the 

server. We rely on Facebook in the client when it comes to accessing user´s images – i.e. almost every 

image you see is actually from Facebook. In future expansions we will also utilize Facebook for other 
media content such as videos – so their API will play a crucial role in our application. 

On the server we retrieve the user´s information from Facebook – so everything we know about the 

user is what Facebook tells us. 

Finally – the user both signs up using Facebook, and authenticates as well using Facebook´s Oauth 

service. When the user registers for our application he grants us permission to access specific data about 

him from Facebook. Our application also gets a token to communicate with the Facebook API on the 



users behalf. Since the user never sees this token, we also use that token to authenticate the use r after 

his initial registration. When the user authenticates with us he sends us hi s short-term token that 

Facebook has delegated to him. We then verify this token and check if it matches the long-term token 

that we have stored for the user. If this all matches, we issue our own short-term token that the user 
can then use to communicate with our API. 

5.2.8 AMAZON AWS S3 
We use the S3 cloud storage from Amazon to store the media content that the user uploads. As of now 

these are images that the user uploads along with his “Activities”. All communication with S3 is 

performed in the client, and the backend only stores the URL to the image. 

5.2.9 CLIENT 
We decided to use AngularJS for the front end mainly because of documentation, options for unit tests 

and that AngularJS has very good built in functions to work with external APIs – as well as the fact that 

the team has experience with it already. Jasmine and Karma are used for the unit test and each time we 
build the application the tests run, if it fails the files won’t go into the build folder.  

The project is split into modules for each part of the project. These modules include controllers, routes 

and providers. The service providers are used to access information from the API and each controll er 

can access these providers. We try to separate the concern of each controller by using these provi ders. 

The controllers use the information gained from the API calls to take care of the business logic. There is 

a controller for each page. Also included in the project are so called route providers that provid e the 
html templates for each given controller.  

 

5.3 TESTING 

5.3.1 FRONT-END TESTING 
The front-end testing is written in angular JS using the Karma test runner and the Jasmine test 

framework. The reason for choosing these two testing environments is because they integrate very w ell 

with Grunt, that is to say that when we run Grunt to start the server we automatically run the tests as 

well and they also run when a change has been made in the project’s code. When writing the tests w e 

set priority to the service functions which called the backend API to make sure the serve r and the client 
were communicating effectively. 

 

5.3.2 BACK-END TESTING 
We used Django’s built-in test suite to run unit tests on the back-end API. The test suite uses Django's 

test-execution framework and we decided to go with that framework since it was easy and comfortable 

although we could have used any other python test framework. We emphasized on testing the functions 

which handled all requests to the API such as fetching a single challenge or when you look up anot her 
user. 

 

 



 

 

6 DEVELOPER MANUAL 

The developer manual is stationed on the wiki page of the BitBucket repository which holds the code to 

our project. The manual contains information on how to set up the project and all necessary software 

installations and requirements in order to run the project. Since the manual contains some sensitive 

information about for example the cloud based solutions we’re using (such as configs and even acce ss 

information) our instructor granted us permission to withhold it from this document. The instructor and 

other individuals that require access for grading and evaluation purposes will be granted access of 
course. 

 

 

 

 



 

 

7 USER MANUAL 

Instead of writing a manual with information about every little thing the user can do in the app we 

decided to create information bubbles at specific places of interest in the app which, when hovered over 

by the user, would display a short description on that item. Along wi th the bubbles we also have a short 

Frequently Asked Questions (FAQ) tab which answers a few questions about the most basic things in the 
app. 

 

 

1 THE INFORMATION BUBBLE IN THE TOP RIGHT CORNER 

 

 

2 WHEN THE USER HOVERS OVER THE BUBBLE, THE TEXT APPEARS 

 

 

 

Given the nature of our application a detailed user manual would be pointless, since ease of acces s and 

use is essential to the applications success. Thus we’ve added the information that the user might  need 

or find helpful straight into our application. 

 

 



 

8 CONCLUSION 

Overall the development of this project has been good, most of the work has been evenly distributed 

between the members of the team. Every member has completed 25 hours a week on average, and 
completed the 300 hours we set as a milestone at the start of the semester.  

 

Some of the features that we set up with, that we initially thought that was only nice to have, have been 

removed. The main reason for that is that we thought that by implementing and/or designing them 

would take too much planning and time and we wanted the project to function properly when we 

handed it in. These features will be implemented later. A good example of this are “predefined 

challenges” that the user is supposed to be able  to select based on interest, and would grant fixed 

amounts of points. This is something that requires detailed planning to be successful, not because of the 

complexity of the implementation and development, but rather because of the amount of challenges 

that would have to be designed, and balancing issues between these challenges and user-defined 

challenges, so that they wouldn’t make the app “unbalanced”.  
 

8.1 WHAT WOULD WE HAVE DONE DIFFERENTLY? 
 

When a team views the development process in retrospect, it will (and should) always come up with 

things that they would have preferred to be different. That doesn’t necessarily imply that the sub ject in 

hand was bad – just that it might be something that can be improved.  

We would have liked to distribute the work hours better, for example having a fixed work day from 

08:00 – 16:00. Of course given the fact that we’re students we had to be able to retain our flexible 

schedules since the workload between weeks and even days isn’t even. But with a fixed workday (as one 
would see in the business world) we believe that things might have been a bit smoother.  

In our opinion the team was a bit too small. An extra pair of hands would have been great, since some of 

us had to jump between clients (remember that we both developed the backend server as well as the 

JavaScript frontend client), and also since the design part is just so time consuming it would hav e been 
best to have an extra individual dedicated to designing and writing the frontend client. 

These were the highlights of our retrospective, of course we had a couple of more issues that we w ould 

have wanted to improve on (a bigger soda cooler for example) – but these were the ones that were 
most vital to the project. 

 

We believe we’ve learned a great deal during the development of this project; such as planning a project 

of this magnitude, new programming practices, working together as a team and more.  All of us brought 

something of value to the project, and all  of us have learned something new that will definitely be of 



great value in the future. Of course, the project hasn’t reached its end yet for us and we will continue 
working on it for the coming months – and hopefully longer. 

 

8.2 FUTURE VISION 
We currently have big plans for the future and we´re hopeful that the application will catch on wi th the 
general public. A couple of the features we have planned for the near future are:  

 Predefined challenges where the user is able to select challenges that we’ve already  defined. 

 Expand to mobile platforms and develop native applications for those platforms.  

 Allow users to upload videos of his activities as well instead of only images.  

 API Access to various fitness programs such as Endomondo and Strava.  

 Groups for users 

 Sponsored challenges 

 In app purchases to accelerate progress in the app. 

We intend to listen to our user base and add features they request and fix issues they encounter. 

  



9 APPENDIX A – USER STORIES 

 

Nr User story Story points 

1.  As a user I can post a challenge at a friend or myself so that he can view it 20 

2.  As a user I can log in so that I can access pages in challenge me 13 

3.  As a user I can accept the challenge so that I can receive points  5 

4.  As a user I can reject a challenge so I don’t have to do it. 5 

5.  As a user I can verify other challenges so that the user will receive points  5 

6.  As a user I can view my challenges so I can see the a list of my progress 13 

7.  As a user I can update/log my challenge activity so that other people can see my 
progress 

13 

8.  As a user I can view all my challenges so that I can track my progress 13 

9.  As a user I can receive updates when someone on my friend list logs his 
challenge 

13 

10.   As a user I can view my profile so that I can see my information 5 

11.   As a user I can sign up with facebook so that I don’t have to create a specific 
challenge.me account 

20 

12.   As a user I can view my friendlist so that I can access my friends pages  13 

13.   As a user I can view my a friends activity or challenge so that I can see what that 
challenge was 

13 

14.   As a user I can view a timeline with my friends challenges so that I can see the 

most recent challenges my friends are doing 
13 

15.   As a user I can edit/update my activity so that my friends can view my recent 
progress 

13 

16.   As a user I can upvote/downvote a challenge so my friend receives points  20 

17.   
As a user I can add photos/videos in my activity so that I can mark my progress  20 

18.   As a user I can report a challenge if said challenge is offending in any way  5 

19.   As a user I accumulate points for completed challenges 13 

20.   As a user I user I receive more points for more upvoted challenges 5 

21.   As a user I gain levels based on how many points I have so I can compare my 
performance to others 

8 

22.   As a user I can view my score progression 8 



23.  As a user I can comment on a challenge so I can see how people are liking 

it 
13 

24.   As a user I can search for a friend in my friends list so I can access his profile 13 

25.   As a user I get notifications on challenges 5 

26.   As a user I can subscribe to a challenge so that I get notification on 
update/completion 

8 

27.   As a user I can make my challenge public so that anyone can see it  5 

28.   As a user I can upvote a public challenge so that I can support other users´ point 
collecting 

3 

29.   As a user I receive less points from strangers who upvote my challenge so that 

public challenges don´t become point hunting methods. 
3 

30.   As a user I can create a group so that people with shared interests can group 
together and perform challenges. 

13 

31.   As a user I can join a group so that I can find Challenge.me communities with 
shared interests 

5 

32.   As a user that is a group owner I can remove users so that I can remove 
unwanted members from it 

5 

33.  . As a user that is a group owner I can invite users so that I can challenge the 
group 

3 

34.  . As a user that is a group owner I can edit the group if the information should 
change 

3 

35.   As a user in a group I can send a challenge to all users in the group so that 
everyone can collect points 

5 

36.   As a user in a group I can accept a group challenge 3 

37.   As a user I can view trending challenges so that I can see what is happening 
around the world 

5 

38.   As a user I can challenge a group of friends so I won't have to challenge them all 
individually 

5 

39.   As a user I can view top rank by friends so that I can compare myself to my 
friends 

8 

40.   As a user I can see my rank standing in the world so that I can compare myself 

to the world 
5 

41.   As a user I can get suggested challenges by category 5 

42.   As a user I can add a tag on my challenge so that it shows up in search 13 

43.   As a user I can search public challenges by tags 5 

 

Each user story is broken down and put into tasks here below. Each task is then assigned to a user story 

which is seen in the column to the right. 



 

10 APPENDIX B – TASK LIST 

 

Task List Story nr: 

Prototype for design N/A 

Setup database N/A 

Make challenge model API 1 

Challenge List API 1 

Post a challenge to API 1 

Get a challenge from API 1 

Assign a challenge to another user  1 

Assign a challenge to myself 1 

View for a single challenge 1 

Login page that authencates both with our API and Facebook  2 

Authenticate each client functions with our API 2 

Post accept from client to API 3 

Accept variable in challenge model in API 3 

Post reject a challenge to API 4 

Make verification ratio calculation in API 5 

Post verification to other people challenges to API 5 

Make challenge completed from verification visible 5 

Get challenges list from API 6 

View challenge list 6 

Update a challenge and update in API 7, 15 

Update challenge view 7, 15 

Make updated challenge go higher up in newsfeed 8 

User profile view 9 

Facebook authentication in API on the server side 10 

Connect facebook in Client and send token to the API to authenticate  10 

Friendlist from Facebook API 11 

View for friendlist 11 

Get facebook friends from API 11 

Friend profile view 13 

Newsfeed with friend challenges 14 

Get friends challenges from API 14 

View a friend single challenge 14 

Upvote/downvote model for each challenge 16 

Post an upvote/downvote on a challenge to API 16 



Get upvote/downvote count for a single challenge from API 16 

Allow only upvote or downvote 16 

Disable upvote or downvote if user has done either 16 

Make a temporary Photo URL so that API can post to facebook 17 

Post a photo to Facebook API and connect it to certain challenge 17 

Get all photos for a given challenge 17 

Make report model for API 18 

Post report to API 18 

Report View  18 

Accumulate experience points from downvote/upvotes 19, 20 

Update user model experience points and level 21 

Update profile with level 21 

Level model view 22 

Level model server side 22 

Get friends levels from API 22 

Comment model for challenge 23 

Keep a list of comments for each challenge 23 

Post a comment on a challenge to API 23 

Get comments to a given challenge in API 23 

Comment view for a given challenge 23 

Delete comment for a given challenge 23 

Friend search 24 

Notification when you get challenge 25 

Notification when friends get challenge 25 

Subscribe to friend challenges to get notification on update  26 

Make challenge public, Post to API 27 

Assemble a list of public challenges server side 27 

Get all public challenges from API 27 

Post upvote to API to a public challenge 28 

Accumulate less points for public upvotes server side 29 

Make a splash page N/A 

Make a manual for the app N/A 

Make a installation manual for the Client and Server N/A 

Tasks not included in current release N/A 

Group API 30 

Create a group in client and post to API 30 

Make group model contain a list of users in API 31 

Join a group, post ID to user array in group 31 

Delete a user from group 32 

Send invite to user from group 33 

Challenge a group of people 35 



Post a challenge to a list of people in API 35 

Accept a group challenge 36 

Top list API 37 

Get most upvoted/downvoted public challenges from API 37 

View trending challenges 37 

Make a challenge for a group in API 38 

Post a list of users for challenge to API 38 

API ranking system for the user and his friendlist 39 

Get ranks from API in a ranking object 39 

Make a ranking page 40 

API ranking system for country 40 

API ranking system for world 40 

Get rankings for your country and world 40 

Make catecory model at server 41 

Post category to API 41 

Assign a category to challenge 41 

Get categories 41 

Post a tag with challenge to API 42 

Get a challenges by a certain tag 42 

Tag model 42 
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