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Abstract:
Cricket is a very popular sport which is played by 12 main countries. The interest for simulating the matches and predicting their
outcomes is increasing day by day and because of which it enjoys a billion dollar industry. The interest of the public is generally
found to be higher in one-day international games as compared to the other two formats. One of the most common methods to
determine runs scored by the team batting first is the current run-rate method. And secondly, the standard method to determine the
revised target for the chasing team is the Duckworth-Lewis method. Both these methods take into consideration the most important
factor i.e. the resources that a given team has in terms of over’s and wickets. In this project, we are trying to build a prediction model
which will accurately predict the individual and hence the team performance of a given match by taking into consideration all the
other important parameters mentioned above.
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I. INTRODUCTION
The sport of cricket has a known history beginning in the late
16th century. Having originated in south-east England, it became
the country’s national sport in the 18th century and has
developed globally in the 19th and 20th centuries. International
matches have been played since 1844 and Test cricket began,
retrospectively recognized, in 1877. Initially the game of cricket
was played only in the Commonwealth nations, however the
popularity has increased exponentially such that it is now played
across continents. It has the second largest viewership by
population for any sport, next only to soccer, and generates an
extremely passionate following among the supporters. The game
of cricket is played in three formats - Test Matches, ODIs and
T20s. The first official One Day International (ODI) match was
played in 1971 between Australia and England at the Melbourne
Cricket Ground. While ODI cricket has developed over the past
45 years (3994 matches), the general principles have remained
the same. Both sides bat once for a limited time (maximum 50
overs) with the aim in the first innings to score as many runs as
possible, and in the second innings to score more than the target
set in the first innings. Before the commencement of the match,
the captains of both the teams meet on the ground for the toss (of
a coin) to determine which team will bat first. Two batsmen and
eleven fielders then enter the field and play begins when a
member of the fielding team, known as the bowler, delivers (i.e.,
bowls) the ball from one end of the pitch towards the wicket at
the other end, which is guarded by one of the batsmen, known as
the striker. The commercial interest in strategic planning for
ensuring victory of a particular team is huge. This has motivated
thorough and methodical analysis of individual and team
performance, as well as prediction of future games, across all
formats of the game. Various natural factors affecting the game,
enormous media coverage, and a huge betting market have given
strong incentives to model the game from various perspectives.
The D/L method:-The D/L method is used to set revised targets
in rain-interrupted limited-overs matches depending upon the
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resources available to both the teams. These are not in direct
proportion to the number of overs available to be faced, as with
the average run rate method of correction. Instead they depend
on how many overs are to go and how many wickets are down
when the interruptions occur. The number of resources available
at the interruption of the game is used as a basis to calculate the
revised target. The current system only relies on the current run
rate i.e number of runs scored divided by the total number of
overs utilized to determine the runs that a given team will score.
It does not take into consideration other important factors which
are of equal, if not more, importance such as match venue(home
or away), number of wickets fallen as well as the rating of a
given player(player’s past performance against a given team).
This number of important parameters along with their
interdependence creates a challenging scenario in developing an
accurate model of the game.
Existing System to calculate the revised score:- The
Duckworth–Lewis (D/L) method is a mathematical formulation
designed to calculate the target score for the team batting second
in a limited overs cricket match interrupted by weather or other
circumstances. The basic principle is that each team in a limitedovers match has two resources available with which to score runs
(overs to play and wickets remaining), and the target is adjusted
proportionally to the change in the combination of these two
resources. Whenever the overs are lost due to any unforeseen
circumstances like bad weather, the target required by team 2
also is revised. This is currently done by the D/L method.
However, this method also has the similar disadvantages. Hence,
this method also needs to be revamped.
II. EXPECTED RESULTS.
At the completion of the project, cricket enthusiasts will be able
to determine the approximate runs that a particular team might
score on a given match day. Correspondingly, they will also be
able to determine the individual performances of the
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players(batsmen). Hence, the users can also determine the
outcome of the match.
III. METHODOLOGY
The proposed project aims to use linear regression algorithm for
predictive analysis. Linear Regression is a predictive analysis
algorithm that aims to predict the future by using the previous
data. It does so by plotting the past data on a graph and then uses
a best fit algorithm to predict the slope and intercept of a line that
is closest to most of the points. These slopes and intercepts help
to predict the future outcome using the available variable in the
equation of the line. Our model aims to use linear regression by
taking the balls played by a player in each of his innings and the
corresponding runs scored by him as the data set and passing it
through the linear regression algorithm. This will give us the
slope and intercept for every player and thus would enable us to
predict the most probable runs a player is going to score in his
next match, thus helping us to predict the total score of the team.

V. OBJECTIVE
Our objective in this paper is to build a prediction model that will
accurately predict the runs that a team will score and
correspondingly the outcome of the match. We are going to use
polynomial regression to determine the value of the dependent
variable i.e. the approximate number of runs that a batsman will
score.
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y is the runs he scores in the corresponding innings
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