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ABSTRACT:  Our System will predict the outcome of the matches played in the past years. It also predicts other 

attributes such as match final score. It is done using various algorithms. The toss outcome was also predicted. We 

intend to use more features such as venue , toss outcome , toss winning team etc.. This is all evaluated by using 

algorithms with the highest accuracy. 

 

I. INTRODUCTION 
 

Cricket is a bat-and-ball game played between two teams of eleven players on a field at the center of which is a 22-

yard(20-meter) pitch with a wicket at each end, each comprising two bails balanced on three stumps. The batting side 

scores runs by striking the ball bowled at the wicket with the bat (and running between the wickets), while the bowling 

and fielding side tries to prevent this (by preventing the ball from leaving the field, and getting the ball to either wicket) 

dismiss each batsmen (so they are “out”). Means of dismissal include being bowled,when the ball hits the stumps and 

dislodges the bails, and by the fielding side either catching the ball after it is hit by the bat and before it hits the ground, 

or hitting a wicket with the ball before a batter can cross the crease in front of the wicket. When ten batsmen have been 

dismissed, the innings ends and the teams swap roles. The game is adjudicated by two umpires, aided by a third umpire 

and the match referee in international matches. A cricket field is a large grass field on which the game of cricket is 

played. 

 

Though it is a fun machine learning project, it can be extended to corporate level also, where Sporting channels would 

like to show the metrics which can be used to increase the audience pulse, which shows the factors which can change 

even a losing game inclined to winning. It is used for creating online polls, Sports Business.   

 

II. PROPOSED METHODOLOGY 
 

The proposed system, unlike the currently available systems, focuses on predicting the best playing 11 instead of only 

predicting the performances of a particular player. The system makes use of Random Forest Algorithm which has been 

found to be the best and most adaptable for this model. The system will consider team1, team2, toss_winner, 

toss_decision, venue, winner as main parameters for IPl, T20 .In the same way along with above attributes it will also 

consider team1_player1_bat_rank,team1_player1_bowl_rank,team1_player2_bat_rank,team1_pl ayer2_bowl _rank are 

also considered from the dataset.While coming to football home_team,away_team,home_score,away_score,winner are 

the attributes that are considered.Further, cleaned data is split into training (95%) and testing data (5%). Training data 

is fed to all machine learning models and accuracy of each model is noted. Model with the highest accuracy is selected 

for further prediction. This model is used to make predictions over the input data provided, input data may include – 
home team, opposition team, current weather condition and analysis done on historical data. 

  

III. MACHINE LEARNING MODEL MODELING 

  
In this paper, we propose a machine learning model scheme that tests every machine learning algorithm and calculates 

the accuracy score and selects the algorithm with the highest score.  
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The test results show that the Random Forest classifier has more accuracy than others. 

 

The input to the model is CSV(Comma Separated Value)  file that has various attributes such as team1 , team2 , 

toss_decision , toss_winner , venue and others.. 

 

 

 
 

 

The Output is quantitative results and can be represented using seaborn and matplotlib. 
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IV. SYSTEM OVERVIEW 

 

 The phase of the project structure was designed to enable the research team to build iteratively of findings from each 

stage and to use this to guide subsequent stages of the research. Iterative working requires flexibility and, thus, despite 

the apparently linear structure, there was a degree of overlap between the stages. A brief overview of the stages is 

described below.   
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                                                                        Fig: System design 

  

V. CONCLUSION 
 

The selection of the right players for any match plays a significant role in the game outcome. A good estimate of the 

runs a batsman scores, and how many wickets a bowler is likely to take in a match, lets team management pick the best 

players for each match. Such findings, however, could only be extracted from the data that would come from various 

sources. We modeled the 11 members team in this project based on the stats and characteristics of the players. 

Different other factors that influence players' performance could be known as weather, or the design of the ground that 

could not be included in this study due to data unavailability. Random Forest proved to be the most accurate classifier 

with optimum precision for the datasets.  

 

VI. FUTURE SCOPE 
 

Though it is a fun machine learning project, it can be extended to corporate level also, where Sporting channels would 

like to show the metrics which can be used to increase the audience pulse, which shows the factors which can change 
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even a losing game inclined to winning. It is used for creating online polls, Sports Business. 34 IPL teams do their own 

analysis on each and every player as they spend millions on each of them; they use various analyses like Player Vs 

Ground Battle, before bidding the player.This model can be used for predicting the outcome of other sports also like 

test cricket, hockey, tennis, baseball, rugby etc. 
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