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ABSTRACT

Sports are one of the popular forms of entertainment in today’s world. People do
like to express their views on social sites regarding sports, players etc. As we all
know that people do watch television, advertisements and show interest in the prod-
ucts endorsed by their favourite sports person. The proposed system is considering
the performance or ranking of a sports person and their popularity on social site to
decide on the best suitable candidate for particular product endorsement in order to
increase the sale of the product.

Keywords: Sentimental analysis, Machine Learning, Product Advertisement, Sports,
Naive bayes, Prediction.
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Predicting Best Match Sportsperson for Product Advertisement

Chapter 1

Introduction

Our project is based on 3 key factors : Celebrities, Social Media, Advertising. We
all have an idol in our life whom we admire, or like to become like, and as a result
we try to imitate them or watch whatever they do on television or other platforms.
Social media is the oxygen to youngsters nowadays. We like to give our opinions on
everything happening in our lives, updating statuses and commenting on whatever
we relate to. The last part is Advertising. Advertising is the norm of the business
industries nowadays. A product cannot sell without a proper advertisement. Now
if we combine all the three factors, we are trying to build a web application that
predicts the best match sportsperson for a product through analysis of all the three
key factors.

1.1 Purpose

The purpose of this project is to foresee or predict popular sports person for a
product and to give a head start to the vendor for grabbing a player before the rival
competition. The other purpose for this project is to be a start of a revolution in the
advertising market and change the way how agencies work..

1.2 Project Scope

This project will consist of creating a marketable software for advertising agencies
based upon the popularity of a sportsperson. The project will be completed by 30th
March 2019. Modules of the project will include extraction of tweets, conversion of
tweets into meaningful datasets and taking agencies requirements into consideration
for generating best sportsperson for product advertisement.

Department of Computer Engineering, AIKTC, New Panvel, Navi Mumbai 1
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Predicting Best Match Sportsperson for Product Advertisement

1.3 Project Goals and Objectives

1.3.1 Goals

1. Best sportsperson for the product:-Through our software we are going to
determine suitable player for the advertising agency according to their require-
ments, budget and scale in profit.

2. Rise in product sales:- Selecting a suitable sportsperson who is trending can
lead the companies or advertising agency with a boost in their product sales
which will lead to a successful campaign.

3. Profit for both:- This leads to the profit of both the sportsperson as well as the
advertising agency, as the sportsperson gains prominence as well as money and
for the advertising agency it leads to a profitable quarter.

1.3.2 Objectives

Through our product, we will decide appropriate player for the publicizing vendor
as per their prerequisites, spending plan and scale in benefit.

Choosing an appropriate sportsperson who is inclining can lead the organizations
or publicizing vendor with a lift in their item deals which will prompt a fruitful
battle.

This prompts the benefit of both the sportsperson just as the publicizing organiza-
tion, as the sportsperson gains conspicuousness just as cash and for the promoting
vendor it prompts a beneficial quarter.

1.4 Organization of Report

Chapter 1 gives a brief introduction about our project.

Chapter 2 describes the literature review of the papers that existed for our refer-
ences to build our project.

Chapter 3 talks about the project planning and different roles and capabilities of
the team member.

Chapter 4 describe the brief description of the srs and the other requirement of the
project.

Department of Computer Engineering, AIKTC, New Panvel, Navi Mumbai 2
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Predicting Best Match Sportsperson for Product Advertisement

Chapter 5 shows the system design, functional requirement and different diagram
of the projects.

Chapter 6 shows the implementation of the different programs of our project.

Chapter 7 shows the different testings performed and the problems faced. It also
shows the snapshots of the current working application.

Chapter 8 is the closure to the book and tries to conclude the work in the project
and also mentions the future scope as to where it would be used.

Chapter 9 is a step by step guide about using the final product.

Department of Computer Engineering, AIKTC, New Panvel, Navi Mumbai 3
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Predicting Best Match Sportsperson for Product Advertisement

Chapter 2

Literature Survey

2.1 Quantifying the Performance of Players in Football Match

It’s hard to evaluate the impact of a player’s performance on the team. The tradi-
tion method and rating systems involve looking at a few metrics which include goal
scored, assists, key passes, tackles, intercept, etc. Often this methodology makes the
goal scorer and the assist provider the most important players of the team, which
might not always be the case. No wonder Ballon d’Or winners are forwards and not
defenders. These numbers make sense when comparing similar metrics. However,
when comparing a forward, whose primary job is to score and assist goals, with a
defender, whose primary task is to clear the ball, tackle, it’s difficult[1]. Football
is a team sport; there is a complex interaction between the players. A winning goal
might be a result of a threading pass by the midfielder and the winger making a diag-
onal run to take one of the central defenders with him creating space for the striker
to score the goal. In such complicated scenario, it is tough to allocate the contri-
bution of the goal. The paper discussed a statistical method, using regression and
optimization, to qualitatively allocate the points contributed to the team by a partic-
ular player during a season. Thus, even thou the player who scored the winning goal
might have secured 3 points for his team; his contribution to the team is not 3 points.
The paper provides a methodology for distributing those 3 points to their rightful
contributors[1].

2.1.1 Advantages of Paper

Predicting the impact of player: The software is having the capability to use
divination to predict the impact of a player in the upcoming football match.

2.1.2 Disadvantages of Paper

Inaccurate results: The main problem is that it can sometimes give inaccurate
results due to the large sum of datasets present as the mathematical formula can
vary due to the huge amount of data.
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Predicting Best Match Sportsperson for Product Advertisement

2.1.3 How to Overcome the Problems Mentioned in Paper

Naive Bayes Algorithm: Naive Bayes Algorithm is a family of simple proba-
bilistic classifiers which can accept large datasets and provide accurate results
in return.

2.2 Evaluating Player Performance via Statistical Network Mod-
eling

The major difficulty in evaluating individual player performance in basketball is
adjusting for interaction eects by teammates. With the advent of play-by-play data,
the plus-minus statistic was created to address this issue. While variations on this
statistic do correct for some existing confounders, they struggle to gauge two as-
pects: the importance of a player’s contribution to his units or squads, and whether
that contribution came as unexpected (i.e. overor under-performed) as dened by a
statistical model[2]. We quantify both in this paper by adapting a network-based al-
gorithm to estimate centrality scores and their corresponding statistical signicances.
Using four seasons of data, we construct a single network where the nodes are play-
ers and an edge exists between two players if they played in the same ve-man unit.
These edges are assigned weights that correspond to an aggregate sum of the two
players’ performance during the time they played together. We determine the statis-
tical contribution of a player in this network by the frequency with which that player
is visited in a random walk on the network, and we implement bootstrap techniques
on these original weights to produce reference distributions for testing signicance[2].

2.2.1 Advantages of Paper

Estimate individual performance: The software is having the capability of es-
timating and predicting the individual performance of a player in the league
games.

2.2.2 Disadvantages of Paper

Neural network: The neural networks can sometimes become very complicated
due to a large number of algorithms and data required for it to function and
come to a satisfactory result.

2.2.3 How to Overcome the Problems Mentioned in Paper

Combination: To overcome this problem of neural networks, we can combine
neural networks with regression for better results in estimating the performance
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of the player.

2.3 Twitter Sentiment Analysis Using Hybrid Cuckoo Search Method

Sentiment analysis is one of the prominent fields of data mining that deals with
the identification and analysis of sentimental contents generally available at social
media. Twitter is one of such social medias used by many users about some top-
ics in the form of tweets[3]. These tweets can be analyzed to find the viewpoints
and sentiments of the users by using clustering-based methods. However, due to
the subjective nature of the Twitter datasets, metaheuristic-based clustering meth-
ods outperforms the traditional methods for sentiment analysis. Therefore, this pa-
per proposes a novel metaheuristic method (CSK) which is based on K-means and
cuckoo search. The proposed method has been used to find the optimum cluster-
heads from the sentimental contents of Twitter dataset. The efficacy of proposed
method has been tested on different Twitter datasets and compared with par- ticle
swarm optimization, differential evolution, cuckoo search, improved cuckoo search,
gauss-based cuckoo search, and two n-grams methods. Experimental results and sta-
tistical analysis validate that the proposed method outperforms the existing methods.
The proposed method has theoretical implications for the future research to analyze
the data generated through social networks/medias. This method has also very gen-
eralized practical implications for designing a system that can provide conclusive
reviews on any social issues[3].

2.3.1 Advantages of Paper

Accurate: The results of the sentiments of Twitter-basedareomments is highly
accurate using Hybrid Cuckoo search method.

2.3.2 Disadvantages of Paper

Unstructured and grammatical mistakes: The tweets can be highly unstructured
and with the presence of grammatical mistakes or typos, it can lead to compli-
cations for the software to analyze the tweets.

2.3.3 How to Overcome the Problems Mentioned in Paper

Optimum Cuckoo search: The solution for this is to use the optimum Cuckoo
method to solve the highly unstructured tweets and grammatical mistakes.
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2.4 Technical Analysis Of Player’s Performance

We will go on to identify the best performing footballers in comparison to their
teammates. This type of analysis is particularly useful in unveiling the potential of
footballers who do not yet play for the most competitive clubs. It also allows us to
measure the clubs’ dependency on their key players[4].

In the conclusion, we will underline some of the numerous advantages that a
well-grounded approach to measure players’ technical performance as presented in
this report can bring to forward-thinking teams. The CIES Football Observatory
research team is at the disposal of professional clubs to help enhance their effective-
ness in this field.

2.4.1 Advantages of Paper

Potential of players: It is used to determine the potential of players who will be
playing in the upcoming match.

2.4.2 Disadvantages of Paper

Complicated: The analysis of the players’ performance can be complex at times
due to the many factors involved in the process.

2.4.3 How to Overcome the Problems Mentioned in Paper

KPI: Key Performance Indicator (KPI) can be used to indicate the performances
of players and can lead to an easy analysis of the players.

2.5 Technical Review

1. Scrapping :
Scrapping is a good approach in the web system. It is the process of extracting
data or information even without the permission of the website owner. In our
project we will scrap data from twitter and cricket website sources which is
related to the cricket players and data will be scrapped by keywords.

2. Library Used for Scrapping :

a. Beautiful soup: It is an excellent tool for scraping data or information from
web pages. You can use it to scrap tables, images, tweets, public opinions
etc. It only scraps information and not the url.
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3. Classification:
Classification is based on the tweets we extract from twitter and whether the
tweets show a positive,neutral or negative response. For the classification, we
will be using the Naive Bayes Algorithm. Naive Bayes Algorithm is mainly
used for statistics and probabilities.

2.5.1 Advantages of Technology

a. It is easily available and free of cost.

b. It is an open use technology.

c. It is easy for scrapping and fetching.

d. Classification accuracy is high in Naive Bayes Algorithm.

2.5.2 Reasons to Use This Technology

a. We use this technology to fetch information from twitter and cricket website
sources.

b. This technology helps in classification of data. (Naive Bayes Algorithm)
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Chapter 3

Project Planning

3.1 Members and Capabilities

Table 3.1: Table of Capabilities

SR. No Name of Member Capabilities
1 Shah Shahil Shakir Hussain Hafizunnisa Python Programming, Testing
2 Sarguroh Junaid Jawed Sadaf PHP, Documentation
3 Gavandi Abhay Audumbar Varsha Python, PHP, Web
4 Syed Areeb Iqbal Ahmad Rehana Documentation, Web designing

3.2 Roles and Responsibilities

Table 3.2: Table of Responsibilities

SR. No Name of Member Role Responsibilities
1 Shah Shahil Shakir Hussain Hafizunnisa Team Leader Designing, Testing, Planning
2 Sarguroh Junaid Jawed Sadaf Team Member Documentation, Coding
3 Gavandi Abhay Audumbar Varsha Team Member Coding, Designing
4 Syed Areeb Iqbal Ahmad Rehana Team Member Documentation, Planning

3.3 Assumptions and Constraints

3.3.1 Assumptions

The assumption of our project is to assume a data that based on the user knowl-
edge,user experience and useful information is available on hand.We assume that the
data we provide is purely true because this purely data is manage and stored online
and must be secure from the unauthorized user.

3.3.2 Constraints

In our project,we make schedule for a project to complete on time based on dif-
ferent constraints that required in our project.We may also include the scope of the
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project and the cost of the project that required for completing the project.Different
quality attributes in projects and resources required in project.No risk tolerance is
present in our project.

3.4 Project Management Approach

Figure 3.1: Model of our project

In our project we had used spiral model for implementing all the phases success-
fully.This model involves strategies, which is a combination of incremental and pro-
totype models. This model is suitable for planning and implementing to achieve the
goal of the project. It maintains a systematic step wise approach.
These are the different phases involved in our project:

3.4.1 Planning

In any project planning phases are most important phase whenever we are going
to make any project.So we need to gather proper information related to our project
so therefore we had searched different websites which are related to conferences to
understand the structure of the websites to scarp.
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3.4.2 Risk Analysis

1. Identify the Parsing Structure to scrap.

2. Implementation of fetching function.

3. Identify the Proper Structure to scrap.

3.4.3 Engineering Phase

Testing are also important for any system so before implementation of the project
first we have to also test the cases that we are going to implement in our project.
We have used Beautiful soup and request library. Once we will integrate these two
libraries only parsing part will be remaining that we will get from the website’s struc-
ture such as HTML tag which is used in website’s to built that is about to scrap.once
our fetching part will be done then we have to check that we are getting the data from
the website’s which we have targeted based on the website’s tag such as HTML tag.
Here for testing purpose we have tested various components of the software. When
we are implementing the testing part we successfully get the data from the twitter
and cricbuzz that we have targeted to scrap the data such as tweets, ranking.

3.4.4 Evaluation

Vendor’s involvement takes place in this Evaluation phase. If vendor wants any
specific filter for example a sportsperson for a cream product, so the best sports
person for advertisement for cream product will be displayed as a result for the
vendor.

3.5 Ground Rules for the Project

After using our system for choosing the best sports person for product advertise-
ment, our ground rule is that the vendor does not have to go to many websites in
search of what player he wants that is related to product advertisement. Instead he
can subscribe to our system in order to get full information in a single place, so in
our system vendor don’t need to go to different website’s to get the information.

3.6 Project Budget

1. Beautiful Soup: Free Open Source

2. Request Library: Free Open Source
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3.7 Project Timeline
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Chapter 4

Software Requirements Specification

4.1 Overall Description

This Software Requirement Specification is the requirement work product that
formally shows the vendor the most popular sportsperson for advertisement accord-
ing to the requirements of the product .The objectives of this document therefore
is to formally describe the system’s high level requirements including functional
requirement, non-functional requirement business rules and constraints.

4.1.1 Product Perspective

The various system tool that have been used in developing the back-end and other
tools of the project are being discussed in this section The back-end is implemented
using MySQL which is used to design the database. MySQL is the world second
most widely used open source relational database management.The SQL phrase
stands for structured query.And PHP is a server side scripting language designed for
web development but also used as a general purpose programmming language.PHP
code is interpreted by a web server with PHP processor module which generates the
resulting webpages.

4.1.2 Product Features

The system will provide all the data related to the sports person to the vendor.
Depending upon the vendor’s role, he/she will be able to access the data related to the
product advertisement after searching for trending players. Managing the database
by converting them into json file. This made work simple to see the different players
data just by providing requirements(For example: suitable for=sports shoes). As a
result, the filtered popular face list will be displayed which will only show sports
person popular for advertisement of sports shoes.
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4.1.3 User Classes and Characteristics

1. Educational Level: At least graduate and should be comfortable with English
lan-guage.

2. Technical Expertise: Should be a high or middle level employee of the organi-
zation comfortable with using general purpose applications on a computer.

4.1.4 Operating Environment

We use the Windows Operating Environment for running the Python software.
We use minimum 500GB HardDisk, and we use version of the operating 18.0. We
use different software like Spyder.

4.1.5 Design and Implementation Constraints

I Hardware Requirement

(a) Minimum 500GB space of Hard-Disk.
(b) Minimum 200MB space of memory.

II Software and Technologies

(a) MySQL: MySQL is the most popular Open Source Relational SQL Database
Man-agement System. MySQL is one of the best RDBMS being used for
developing var-ious web-based software applications.

(b) Python: Python is a general-purpose interpreted, interactive, object-oriented,
and high-level programming language.

4.2 System Features

4.2.1 System Feature

1. Control Presentation.

2. Creation of data.

3. Organization through web applications.

Description and Priority

The requirements for this feature set describe how the system provides and con-
trols presentation, creation, and organization throughout the Web Application.The
system’s users are provide information and features related to the conference from
which all of their communication with the system will take place. The conference is
related to the meeting and perform scraping and sorting on the data.
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Stimulus/Response Sequences

• Stimulus : Vendor enters the url of the website.
Response: The system should display the login page of the website to the ven-
dor.

• Stimulus: Vendor enters the username and password for login process.
Response: The website should display main page if the login credentials is cor-
rect.

• Stimulus: Vendor searches for a popular sports person and clicks on submit.
Response: A list should be generated and displayed to the vendor.

• Stimulus: Vendor enters requirements for the popular face list generation.
Response: A popular face list should be generated to the vendor.

Functional Requirements

I User Interface
The software provides good graphical user interface for the vendor. It is easy
or the user to access. It allows the vendor to generate a popular face list of
sportsperson who meet the requirements that he requires for his product adver-
tisement.

II Hardware Interface

(a) Operating system: Linux

(b) Hard disk: 40GB

(c) RAM:256MB

(d) Processor:Pentium(R)Dual-Core CPU

III Software Interface

(a) Python language

(b) MySQL

(c) Spyder

Department of Computer Engineering, AIKTC, New Panvel, Navi Mumbai 15

IR@AIKTC aiktcdspace.org

Service By KRRC (Central Library)



Predicting Best Match Sportsperson for Product Advertisement

4.3 External Interface Requirements

4.3.1 User Interface

The Web Server must provide a user interface that will be acessible through any
internet browser the major ones being Google Chrome and internet Explorer 12.

4.3.2 Hardware Interface

We don’t required any hardware interface in our project.So we required only soft-
ware interface in our project.

4.3.3 Software Interface

(a) MySQL: MySQL is the most popular Open Source Relational SQL Database
Man-agement System. MySQL is one of the best RDBMS being used for devel-
oping var-ious web-based software applications.

(b) Python: Python is a general-purpose interpreted, interactive, object-oriented,
and high-level programming language.

4.3.4 Communications Interfaces

Connections to the system will be over TCP/IP connections

4.4 Nonfunctional Requirements

4.4.1 Performance Requirements

The system must be interactive and the delays involved must be less. When we are
connecting to the server the delay is because the data is stored or manage online very
safely and securily. The data is reliable to the user to see this data very correctly.

4.4.2 Safety Requirements

The data that use for implementation which concerned with the possible loss or
harmful used of the data.The data is stored online is very secure because these data
is access by only authorized user by providing username and password to the we-
bapp.The external policies and safety issue that the product design must be satisfied.

4.4.3 Security Requirements

The server on which the Online Data is stored will have its own security to prevent
unauthorized write/delete access. There is no restriction on read access. The use of
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email by an Author or Reviewer is on the client systems and thus is external to the
system. The PC on which the database resides will have its own security. Only the
Editor will have physical access to the machine and the program on it.
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Chapter 5

System Design

5.1 System Requirements Definition

We have made a system which will scrap the data from twitter and cricbuzz and
store it into the database then it will analyze the data as per user requirement based
on requirement of the vendor, filter it and display the popular face list of sports
person to the vendor. So once system will get online it will scrap the tweets and
rankings of sports personalities if there will be any entry comes into the database.
If any new entry or data does not come or any duplicate entry will come so system
will automatically skip the data and will not store any data which has been already
scrapped and stored into the database. We have made the system in python language
and also used some python libraries which are suitable to scrap the data from the
websites so this system will be beneficial for those who search the information that
are related to conference from different difference websites so for that types of user
there are no need to go to the different websites to collect the information .Our
system will automatically scrap the data and display it at one place.

5.1.1 Functional Requirements

1. Fetching: It plays a significant role in our project. We have used Beautiful soup
which scraps the data in the system.

2. Classification: Once the data is fetched, we then classify whether the data re-
ceived is positive, negative or neutral.

3. Storage: Store function is very essential to store the data.In our project it will
store the data into the database.
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Use-case Diagram

Figure 5.1: Use Case

There are 3 actors in our use case diagram. They are the vendor, system and the
sportsperson. The system’s work is to scrap the data from sources such as Twitter
and cricbuzz, clean the data which is fetched and convert it into a json file. After
conversion of file into json format, the task of the system is to classify the data and
filter it. The system has to remove spams as well. The sportsperson is fetched from
source such as cricbuzz, which allows us to get the rank of the sportsperson. We
generate a popular facelist according to the sentiment of the people. The job of the
vendor is to search for the suitable player for the product and get a facelist. However,
the vendor can filter the list of sports person according to the needs of the product.
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A final list of the popular sports person will be generated according to the vendor’s
requirements.

Data-flow Diagram

DFD Level 0 :

Figure 5.2: DFD Level 0

It contains four total no.of process in our DFD level 0 diagram. It has web-
site,user,data scraping,data analysis. These are the part of the process in our level 0
DFD diagram. Firstly the authenticated user, has to login to the website. Further the
scraping is done from various sources such as twitter and cricbuzz, and the required
data is analyzed to achieve the requirement of the user/vendor.
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DFD Level 1 :

Figure 5.3: DFD Level 1

In DFD level 1, the level 0 is enhanced into a greater extend to show the proper
clarification and the data flow of the project. In this, the above process is enhanced
such as the data analysis is done on the basis of classification,filtering and sorting
of the data. After this the required data is stored into the database. Data scraping is
done on the fundamental approaches which focuses on major process such as twitter
and cricbuzz.
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DFD Level 2 :

Figure 5.4: DFD Level 2

In DFD level 2, the user process is enhanced. It contain two types of users : Au-
thenticated and Unauthenticated user. The authenticated user can login and they can
access our website and search for the players who can be suitable for their product
advertisement. The unauthenticated user does not have the right to access the popu-
lar facelist through the website. It is mandatory for them to register and become an
authenticated user. All the activity of the user is stored in the database.

5.1.2 System Requirements (non-functional requirements)

We have made the system in python language and also used some tools which are
suitable for scraping the data from various sources, so this system will be beneficial
for those who search for players for product advertisement.The system must be in-
teractive and the delays involved must be less.The data is stored online which is very
secure because the data can be accessed by only authorized user.
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Database Schema/ E-R Diagram

5.2 System Architecture Design

Figure 5.5: System Architecture

Our system is based on the prediction of popular sportsman facelist. In the sys-
tem architecture the first step is to extract the data/ scrap the data from twitter and
cricbuzz. Through twitter we are scraping tweets and from cricbuzz we are scrap-
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ing the rank of the players. Scraping of the data is done by beautiful soup. After
the scraping, the data is cleaned and all the unnecessary data is thrown out and the
cleaned data is stored. After that the data is converted into a json file format for
utilization of the data. The classifier segregates data into spam, keywords and cache.
There is a keyword bank which is used to train the system using the acquired data.
Training of data is done through keyword bank. The next process is to do the senti-
mental analysis on the tweets we fetched and to take only the percentage of positive
sentiment of the player. The positive sentiment percentage and the rank are clubbed
together and a popular face list is generated. This popular face list is displayed to
the user which he can view. The vendor can apply certain specific requirements ac-
cording to the product and generate a new popular face list which suits the product’s
requirements.

5.3 Sub-system Development

In our project we will scrap the data or information from different websites or
sources which is related to cricket players. For the scrapping of the data, we are
using a tool called Beautiful soup. Also, there is a need to classify the data which
has been scrapped and for this we are using the Naive Bayes Algorithm. In our
sub-system we are using 3 modules.

5.3.1 Fetching Data

Firstly, we would start scraping the data from various websites or sources. Now
the scraped data from twitter will be in the form of tweets, and these tweets can be
further classified into news,opinions,feedback. After we have the data with us, we
can fetch the data using beautiful soup.
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Figure 5.6: Fetching data

5.3.2 Dataset

After the data is scrapped, the data is cleaned and converted into a json file for
usage. The next step is to train the system to verify whether the tweet is positive,
negative or neutral. To do this, we have a keyword bank which will train itself in
order to classify whether a tweet is positive, negative or neutral. We then take the
rank of the cricket player and the positive tweets for a player and club them together
to generate a list of popular facelist.
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Figure 5.7: Dataset

5.3.3 Filtering of Data

In this module, the vendor plays a very pivotal role in the output. The require-
ments is taken from the vendor according to the product i.e budget input,product re-
quirement,description of product. The popular facelist which was generated before
is now filtered according to the vendors requirements and a new suggested popular
facelist of sports person is generated and displayed to the user.
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Figure 5.8: Filtering of data

5.4 Systems Integration

Our framework depends on the forecast of the famous sportsman face list. In
the framework engineering the initial step is to remove the information/scrap the in-
formation from Twitter and cricbuzz. Through Twitter, we are scraping tweets and
from cricbuzz, we are scraping the position of the players. Scraping of the infor-
mation is finished by beautiful soup. After the scraping, the information is cleaned
and all the pointless information is tossed out and the cleaned information is put
away. After that, the information is changed over into a JSON document design for
use of the information. The classifier isolates information into spam, catchphrases
and store. There is a keyword bank which is utilized to prepare the framework uti-
lizing the gained information. Preparing of information is done through keyword
bank. The following procedure is to do the nostalgic investigation on the tweets we
brought and to take just the level of positive estimation of the player. The positive
assessment rate and the rank are clubbed together and a famous face list is produced.
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This mainstream face list is shown to the client which he can see. The vendor/user
can apply certain particular prerequisites as indicated by the item and create another
famous face list which suits the item’s necessities.

5.4.1 Class Diagram

Classes have various entity and relation with each other. Like we can say one class
depends on another entity and relation to make proper data flow. The class diagram
also defines the functionality of a particular class or we can say a particular class can
do action on various function layer.

Real World Class Perspective:

A vendor can upload n number of product so the system can generate list accord-
ing to product requirement after that list will suggest particular sportsperson which
is suitable for the product advertisement according to its popularity and ranking.

Figure 5.9: Class Diagram
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5.4.2 Sequence Diagram

Figure 5.10: Sequence diagram stage 1

Figure 5.11: Sequence diagram stage 2
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There are 7 lifelines in our system in sequence diagram. The vendor will upload a
product. Twitter and Cricbuzz data’s will be fetched and entered into a list of sorted
and cleaned data. The structured data is presented to the vendor in the form of a
list which contains the suggested trending cricket players. Vendor then enters the
requirements according to the product and the list is filtered. The filtered list is the
popular face list which is displayed on the web page to the vendor according to the
requirements of the product.

5.4.3 Component Diagram

Data scraper has a major function for the extraction of data. It can be done on var-
ious websites as in our case it is twitter and cricbuzz. With the help of data scraper,
scraping is done and the scraped data is stored. Further the data is classified into
positive,negative and neutral sentiments using the classifier. And then the filtered
result is displayed to the user which is done by the filter component.

Figure 5.12: Component Diagram

Department of Computer Engineering, AIKTC, New Panvel, Navi Mumbai 30

IR@AIKTC aiktcdspace.org

Service By KRRC (Central Library)



Predicting Best Match Sportsperson for Product Advertisement

5.4.4 Deployment Diagram

From the different various sources and websites such as twitter and cricbuzz, the
data is scraped by the data scraper. Later on the data is further analyzed/classified
by the data analyzer. The resulted data is then stored in the database server.

Figure 5.13: Deployment Diagram
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Chapter 6

Implementation

6.1 Scrapping From Cricbuzz

Figure 6.1: Scraping script from Cricbuzz

1 i m p o r t r e q u e s t s
2 from bs4 i m p o r t B e a u t i f u l S o u p
3 i m p o r t csv
4 i m p o r t pandas as pd
5 i m p o r t numpy
6 r e q = r e q u e s t s . g e t ( ” h t t p s : / / www. c r i c b u z z . com / c r i c k e t −s t a t s / i c c−r a n k i n g s / men /

b a t t i n g ” )
7 # p r i n t ( r e q . t e x t )
8 # c o n t e n t = d i r ( B e a u t i f u l S o u p )
9 # p r i n t ( c o n t e n t )

10 soup = B e a u t i f u l S o u p ( r e q . t e x t , ’ lxml ’ )
11 # p r i n t ( soup . p r e t t i f y ( ) )
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12 l p = l i s t ( ) ;
13 l p l a y e r = l i s t ( ) ;
14 l r a t i n g = l i s t ( ) ;
15 l c o u n t r y = l i s t ( ) ;
16 f i n a l s c r a p = l i s t ( ) ;
17 p o s i t i o n = soup . f i n d a l l ( ” d i v ” , c l a s s =” cb−c o l cb−co l −16 cb−rank− t b l cb−f o n t −16” )
18 p l a y e r = soup . f i n d a l l ( ” a ” , c l a s s =” t e x t−hvr−u n d e r l i n e t e x t−bo ld cb−f o n t −16” )
19 r a t i n g = soup . f i n d a l l ( ” d i v ” , c l a s s =” cb−c o l cb−co l −17 cb−rank− t b l p u l l−r i g h t ” )
20 c o u n t r y = soup . f i n d a l l ( ” d i v ” , c l a s s =” cb−f o n t −12 t e x t−g ray ” )
21 f o r pos i n p o s i t i o n :
22 l p . append ( pos . t e x t )
23 f o r p l a i n p l a y e r :
24 l p l a y e r . append ( p l a . t e x t )
25 f o r r a t e i n r a t i n g :
26 l r a t i n g . append ( r a t e . t e x t )
27 f o r c o u n t r i n c o u n t r y :
28 l c o u n t r y . append ( c o u n t r . t e x t )
29

30

31 # F e t c h b a t t i n g t e s t
32 wi th open ( ’ b a t t i n g t e s t . c sv ’ , ’w’ ) a s c s v f i l e :
33 f i e l d n a m e s = [ ’ P o s i t i o n ’ , ’ P l a y e r ’ , ’ R a t i n g ’ , ’ Type ’ , ’ T y p e P l a y e r ’ , ’ Count ry ’ ]
34 w r i t e r = csv . D i c t W r i t e r ( c s v f i l e , f i e l d n a m e s = f i e l d n a m e s )
35 t y p e = ’ b a t t i n g t e s t ’
36 w r i t e r . w r i t e h e a d e r ( )
37 f o r i i n r a n g e ( 0 , 1 0 0 ) :
38 w r i t e r . w r i t e r o w ({ ’ P o s i t i o n ’ : l p [ i ] , ’ P l a y e r ’ : l p l a y e r [ i ] , ’ R a t i n g ’ : l r a t i n g [ i ] , ’

Type ’ : type , ’ Count ry ’ : l c o u n t r y [ i ] } )
39 c s v f i l e . c l o s e ( ) ;
40

41 # F e t c h b a t t i n g o d i
42 wi th open ( ’ b a t t i n g o d i . c sv ’ , ’w’ ) a s c s v f i l e :
43 f i e l d n a m e s = [ ’ P o s i t i o n ’ , ’ P l a y e r ’ , ’ R a t i n g ’ , ’ Type ’ , ’ Count ry ’ ]
44 w r i t e r = csv . D i c t W r i t e r ( c s v f i l e , f i e l d n a m e s = f i e l d n a m e s )
45 t y p e = ’ b a t t i n g o d i ’
46 w r i t e r . w r i t e h e a d e r ( )
47 f o r i i n r a n g e ( 1 0 0 , 2 0 0 ) :
48 w r i t e r . w r i t e r o w ({ ’ P o s i t i o n ’ : l p [ i ] , ’ P l a y e r ’ : l p l a y e r [ i ] , ’ R a t i n g ’ : l r a t i n g [ i ] , ’

Type ’ : type , ’ Count ry ’ : l c o u n t r y [ i ] } )
49 c s v f i l e . c l o s e ( ) ;
50

51 # F e t c h b a t t i n g t 2 0
52 wi th open ( ’ b a t t i n g t 2 0 . csv ’ , ’w’ ) a s c s v f i l e :
53 f i e l d n a m e s = [ ’ P o s i t i o n ’ , ’ P l a y e r ’ , ’ R a t i n g ’ , ’ Type ’ , ’ Count ry ’ ]
54 w r i t e r = csv . D i c t W r i t e r ( c s v f i l e , f i e l d n a m e s = f i e l d n a m e s )
55 t y p e = ’ b a t t i n g t 2 0 ’
56 w r i t e r . w r i t e h e a d e r ( )
57 f o r i i n r a n g e ( 2 0 0 , 2 9 9 ) :
58 w r i t e r . w r i t e r o w ({ ’ P o s i t i o n ’ : l p [ i ] , ’ P l a y e r ’ : l p l a y e r [ i ] , ’ R a t i n g ’ : l r a t i n g [ i ] , ’

Type ’ : type , ’ Count ry ’ : l c o u n t r y [ i ] } )
59 c s v f i l e . c l o s e ( ) ;
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6.2 Fetching Data From Tweepy

Figure 6.2: Fetched data from twitter

Figure 6.3: Sentimental analysis pie-chart
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1

2 from t e x t b l o b i m p o r t TextBlob
3 i m p o r t sys , tweepy
4 i m p o r t m a t p l o t l i b . p y p l o t a s p l t
5 i m p o r t mysql . c o n n e c t o r
6

7 d e f p e r c e n t a g e ( p a r t , whole ) :
8 r e t u r n 100∗ f l o a t ( p a r t ) / f l o a t ( whole )
9

10 consumerKey=”ZeGyqaUBzYExcO4MHCldFBaMI”
11 c o n s u m e r S e c r e t =” edb3zFTHtjOLNzuaR3HUlsTyBR05M01UMaxkqJhuGQsF1fVn55 ”
12 ac ces sToke n =” 1098235662753398784−2177 Cg9fViEcJduSVTxEaxeoKdGZYv ”
13 a c c e s s T o k e n S e c r e t =” bqXBx4LiiviNy5euaNel8nFPlbrbQwottD8DXcBtKQ8Cx ”
14

15 a u t h = tweepy . OAuthHandler ( consumerKey , c o n s u m e r S e c r e t )
16 a u t h . s e t a c c e s s t o k e n ( accessToken , a c c e s s T o k e n S e c r e t )
17 a p i = tweepy . API ( a u t h )
18

19

20 sea rchTerm = i n p u t ( ” e n t e r keyword / h a s h t a g t o s e a r c h : ” )
21 noOfSearchTerms = i n t ( i n p u t ( ”how many t w e e t s t o a n a l y z e : ” ) )
22

23 t w e e t s = tweepy . C u r s o r ( a p i . s e a r c h , q= searchTerm , l a n g =” en ” ) . i t e m s (
noOfSearchTerms )

24

25

26 p o s i t i v e = 0
27 n e g a t i v e = 0
28 n e u t r a l = 0
29 p o l a r i t y = 0
30

31 f o r t w e e t i n t w e e t s :
32 p r i n t ( t w e e t . t e x t )
33 a n a l y s i s = TextBlob ( t w e e t . t e x t )
34 p o l a r i t y += a n a l y s i s . s e n t i m e n t . p o l a r i t y
35

36 i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y == 0) :
37 n e u t r a l += 1
38

39 e l i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y < 0) :
40 n e g a t i v e += 1
41

42 e l i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y > 0) :
43 p o s i t i v e += 1
44

45

46

47 p o s i t i v e = p e r c e n t a g e ( p o s i t i v e , noOfSearchTerms )
48 n e u t r a l = p e r c e n t a g e ( n e u t r a l , noOfSearchTerms )
49 n e g a t i v e = p e r c e n t a g e ( n e g a t i v e , noOfSearchTerms )
50

51 p o s i t i v e = f o r m a t ( p o s i t i v e , ’ . 2 f ’ )
52 n e u t r a l = f o r m a t ( n e u t r a l , ’ . 2 f ’ )
53 n e g a t i v e = f o r m a t ( n e g a t i v e , ’ . 2 f ’ )
54

55 p r i n t ( ” p o s i t i v e : ” , p o s i t i v e , ” n e g a t i v e : ” , n e g a t i v e , ” n e u t r a l ” , n e u t r a l , ” p o l a r i t y : ” ,
p o l a r i t y )

56 p r i n t ( ”how p e o p l e a r e r e a c t i n g on ”+ sea rchTerm +” by a n a l y z i n g ”+ s t r (
noOfSearchTerms ) + ” Tweets . ” )

57

58 l a b e l s = [ ’ p o s i t i v e [ ’+ s t r ( p o s i t i v e ) + ’%] ’ , ’ n e u t r a l [ ’+ s t r ( n e u t r a l ) + ’%] ’ , ’
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n e g a t i v e [ ’+ s t r ( n e g a t i v e ) + ’%] ’ ]
59 s i z e s = [ p o s i t i v e , n e u t r a l , n e g a t i v e ]
60 c o l o r s = [ ’ g r e e n ’ , ’ g o l d ’ , ’ r e d ’ ]
61 p a t c h e s , t e x t = p l t . p i e ( s i z e s , c o l o r s = c o l o r s , s t a r t a n g l e =90)
62 p l t . l e g e n d ( p a t c h e s , l a b e l s , l o c =” b e s t ” )
63 p l t . t i t l e ( ”how p e o p l e a r e r e a c t i n g on ”+ sea rchTerm +” by a n a l y z i n g ”+ s t r (

noOfSearchTerms ) + ” Tweets . ” )
64 p l t . a x i s ( ’ e q u a l ’ )
65 p l t . t i g h t l a y o u t ( )
66 p l t . show ( )

6.3 Insertion of Cricbuzz Data to Database(Python Script)

Figure 6.4: Insertion of cricbuzz data in database

1

2 #THIS SCRIPT TAKES TIME TO COMMIT ON DATABSE( BATTING TEST /ODO/ T20 N OWLING
TEST / ODI / T20 )

3 i m p o r t mysql . c o n n e c t o r
4

5 # mysql c o n n e c t i o n
6 mydb = mysql . c o n n e c t o r . c o n n e c t (
7 h o s t =” l o c a l h o s t ” ,
8 u s e r =” r o o t ” ,
9 passwd=” ” ,

10 d a t a b a s e =” p r e d i c t i o n ”
11 )
12
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13 # r e a d i n g b a t t i n g n bowl ing of a l l t y p e o f match
14 b a t t i n g t e s t = open ( ” b a t t i n g t e s t . c sv ” , ’ r ’ )
15 b a t t i n g o d i = open ( ” b a t t i n g o d i . c sv ” , ” r ” )
16 b a t t i n g t 2 0 = open ( ” b a t t i n g t 2 0 . csv ” , ” r ” )
17 b o w l i n g t e s t = open ( ” b o w l i n g t e s t . c sv ” , ” r ” )
18 b o w l i n g o d i = open ( ” b o w l i n g o d i . c sv ” , ” r ” )
19 b o w l i n g t 2 0 = open ( ” b o w l i n g t 2 0 . csv ” , ” r ” )
20

21 # f o r b a t t i n g t e s t
22 f o r x i n b a t t i n g t e s t :
23 # c o n n e c t i o n p o i n t e r
24 mycursor = mydb . c u r s o r ( )
25 y = x . s p l i t ( ” , ” )
26 s q l = ”INSERT INTO b a t t i n g t e s t ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
27 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
28 mycursor . e x e c u t e ( s q l , v a l )
29 mydb . commit ( )
30 # p r i n t ( ” p r o c e s s i n g t a b l e : ” , x )
31

32 p r i n t ( ” B a t t i n g t e s t t a b l e i n s e r t ” )
33

34 # f o r b a t t i n g o d i
35 f o r x i n b a t t i n g o d i :
36 # c o n n e c t i o n p o i n t e r
37 mycursor = mydb . c u r s o r ( )
38 y = x . s p l i t ( ” , ” )
39 s q l = ”INSERT INTO b a t t i n g o d i ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
40 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
41 mycursor . e x e c u t e ( s q l , v a l )
42 mydb . commit ( )
43 # p r i n t ( ” p r o c e s s i n g t a b l e : ” , x )
44

45 p r i n t ( ” B a t t i n g o d i t a b l e i n s e r t ” )
46

47 # f o r b a t t i n g t 2 0
48 f o r x i n b a t t i n g t 2 0 :
49 # c o n n e c t i o n p o i n t e r
50 mycursor = mydb . c u r s o r ( )
51 y = x . s p l i t ( ” , ” )
52 s q l = ”INSERT INTO b a t t i n g t 2 0 ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
53 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
54 mycursor . e x e c u t e ( s q l , v a l )
55 mydb . commit ( )
56

57 p r i n t ( ” B a t t i n g t 2 0 t a b l e i n s e r t ” )
58

59 # f o r bowl ing t e s t
60 f o r x i n b o w l i n g t e s t :
61 mycursor = mydb . c u r s o r ( )
62 y = x . s p l i t ( ” , ” )
63 s q l = ”INSERT INTO b o w l i n g t e s t ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
64 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
65 mycursor . e x e c u t e ( s q l , v a l )
66 mydb . commit ( )
67

68 p r i n t ( ” Bowling t e s t t a b l e i n s e r t ” )
69
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70 # f o r bowl ing o d i
71 f o r x i n b o w l i n g o d i :
72 # c o n n e c t i o n p o i n t e r
73 mycursor = mydb . c u r s o r ( )
74 y = x . s p l i t ( ” , ” )
75 s q l = ”INSERT INTO b o w l i n g o d i ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
76 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
77 mycursor . e x e c u t e ( s q l , v a l )
78 mydb . commit ( )
79 p r i n t ( ” Bowling o d i t a b l e i n s e r t ” )
80

81 # f o r bowl ing t 2 0
82 f o r x i n b o w l i n g t 2 0 :
83 # c o n n e c t i o n p o i n t e r
84 mycursor = mydb . c u r s o r ( )
85 y = x . s p l i t ( ” , ” )
86 s q l = ”INSERT INTO b o w l i n g t 2 0 ( p o s i t i o n , p l a y e r , r a t i n g , t y p e o f m a t c h , c o u n t r y )

VALUES(%s , %s , %s , %s , %s ) ”
87 v a l = ( y [ 0 ] , y [ 1 ] , y [ 2 ] , y [ 3 ] , y [ 4 ] )
88 mycursor . e x e c u t e ( s q l , v a l )
89 mydb . commit ( )
90 p r i n t ( ” Bowling t 2 0 t a b l e i n s e r t ” )

6.4 Cricbuzz Different Data Merge Into One Super Data

Figure 6.5: All-in-One Data For Selection
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1 i m p o r t mysql . c o n n e c t o r
2

3 # mysql c o n n e c t i o n
4 mydb = mysql . c o n n e c t o r . c o n n e c t (
5 h o s t =” l o c a l h o s t ” ,
6 u s e r =” r o o t ” ,
7 passwd=” ” ,
8 d a t a b a s e =” p r e d i c t i o n ”
9 )

10

11 a l l r a n k = [ ]
12

13 mycursor = mydb . c u r s o r ( )
14 # b a t t i n g t e s t
15 mycursor . e x e c u t e ( ”SELECT p l a y e r , r a t i n g , c o u n t r y FROM b a t t i n g t e s t ” )
16 b a t = mycursor . f e t c h a l l ( )
17 # b a t t i n g o d i
18 mycursor . e x e c u t e ( ”SELECT p l a y e r , r a t i n g , c o u n t r y FROM b a t t i n g o d i ” )
19 bao = mycursor . f e t c h a l l ( )
20 # b a t t i n g t 2 0
21 mycursor . e x e c u t e ( ”SELECT p l a y e r , r a t i n g , c o u n t r y FROM b a t t i n g t 2 0 ” )
22 b a t 2 0 = mycursor . f e t c h a l l ( )
23 # b o w l i n g t e s t
24 mycursor . e x e c u t e ( ”SELECT p l a y e r , r a t i n g , c o u n t r y FROM b o w l i n g t e s t ” )
25 b o t = mycursor . f e t c h a l l ( )
26 # bowl ing o d i
27 mycursor . e x e c u t e ( ”SELECT plaYer , r a t i n g , c o u n t r y FROM b o w l i n g o d i ” )
28 boo = mycursor . f e t c h a l l ( )
29 # bowl ing t 2 0
30 mycursor . e x e c u t e ( ”SELECT p l a y e r , r a t i n g , c o u n t r y FROM b o w l i n g t 2 0 ” )
31 bo t20 = mycursor . f e t c h a l l ( )
32

33 f o r t i n b a t :
34 a l l r a n k . append ( t )
35

36 f o r u i n bao :
37 a l l r a n k . append ( u )
38

39 f o r v i n b a t 2 0 :
40 a l l r a n k . append ( v )
41

42 f o r w i n b o t :
43 a l l r a n k . append (w)
44

45 f o r x i n boo :
46 a l l r a n k . append ( x )
47

48 f o r y i n bo t20 :
49 a l l r a n k . append ( y )
50

51 a l l r a n k . s o r t ( )
52

53 f o r x i n r a n g e ( l e n ( a l l r a n k ) ) :
54 s q l = ”INSERT INTO t e s t ( p l a y e r i d , p l a y e r , r a t i n g , c o u n t r y ) VALUES(%s , %s , %s , %s )

”
55 v a l = ( x , a l l r a n k [ x ] [ 0 ] , a l l r a n k [ x ] [ 1 ] , a l l r a n k [ x ] [ 2 ] )
56 mycursor . e x e c u t e ( s q l , v a l )
57 p r i n t ( ” q : ” , x )
58 mydb . commit ( )
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6.5 Removing Tuple Duplication- Final Rank (Averaging all Data)

Figure 6.6: Final Rank Table

1 i m p o r t mysql . c o n n e c t o r
2 i m p o r t csv
3

4 # mysql c o n n e c t i o n
5 mydb = mysql . c o n n e c t o r . c o n n e c t (
6 h o s t =” l o c a l h o s t ” ,
7 u s e r =” r o o t ” ,
8 passwd=” ” ,
9 d a t a b a s e =” p r e d i c t i o n ”

10 )
11

12 mycursor = mydb . c u r s o r ( )
13

14 mycursor . e x e c u t e ( ”SELECT p l a y e r i d , p l a y e r ,AVG( r a t i n g ) , c o u n t r y FROM t e s t GROUP BY
p l a y e r ” )

15 f i n a l a l l r a n k = mycursor . f e t c h a l l ( ) ;
16

17 # f i n a l r ank u p l o a d
18 f o r x i n r a n g e ( l e n ( f i n a l a l l r a n k ) ) :
19 s q l = ”INSERT INTO f i n a l r a n k ( p l a y e r i d , p l a y e r , r a t i n g , c o u n t r y ) VALUES(%s , %s , %

s , %s ) ”
20 v a l = ( f i n a l a l l r a n k [ x ] [ 0 ] , f i n a l a l l r a n k [ x ] [ 1 ] , f i n a l a l l r a n k [ x ] [ 2 ] ,

f i n a l a l l r a n k [ x ] [ 3 ] )
21 mycursor . e x e c u t e ( s q l , v a l )
22 p r i n t ( ”FINAL RANK UPLOADED” )
23

24 mydb . commit ( )
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6.6 Final Rank Player Details to Tweets Table

Figure 6.7: Combining rank table and tweets table

1 i m p o r t mysql . c o n n e c t o r
2 i m p o r t csv
3

4 # mysql c o n n e c t i o n
5 mydb = mysql . c o n n e c t o r . c o n n e c t (
6 h o s t =” l o c a l h o s t ” ,
7 u s e r =” r o o t ” ,
8 passwd=” ” ,
9 d a t a b a s e =” p r e d i c t i o n ”

10 )
11

12 mycursor = mydb . c u r s o r ( )
13

14 mycursor . e x e c u t e ( ”SELECT ∗ FROM f i n a l r a n k ORDER BY r a t i n g DESC” )
15 # f i n a l a l l r a n k r o w
16 f a r r = mycursor . f e t c h a l l ( )
17

18 # t w e e t s f e e d e r
19 f o r x i n r a n g e ( l e n ( f a r r ) ) :
20 s q l = ”INSERT INTO t w e e t s ( p l a y e r i d , p l a y e r , r a t i n g , c o u n t r y ) VALUES(%s , %s , %s , %

s ) ”
21 v a l = ( f a r r [ x ] [ 0 ] , f a r r [ x ] [ 1 ] , f a r r [ x ] [ 2 ] , f a r r [ x ] [ 3 ] )
22 mycursor . e x e c u t e ( s q l , v a l )
23

24 mydb . commit ( )
25

26 # g e n e r a t i n g f i n a l a l l r an k csv which can be used f o r a n o t h e r t a b l e
27 wi th open ( ’ f i n a l a l l r a n k ’ , ’w’ , n e w l i n e = ’ ’ ) a s c s v f i n a l :
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28 f i e l d n a m e s = [ ’ P l a y e r i d ’ , ’ P l a y e r ’ , ’ R a t i n g ’ , ’ Count ry ’ ]
29 w r i t e r = csv . D i c t W r i t e r ( c s v f i n a l , f i e l d n a m e s = f i e l d n a m e s )
30 w r i t e r . w r i t e h e a d e r ( )
31 f o r i i n r a n g e ( l e n ( f a r r ) ) :
32 w r i t e r . w r i t e r o w ({ ’ P l a y e r i d ’ : f a r r [ i ] [ 0 ] , ’ P l a y e r ’ : f a r r [ i ] [ 1 ] , ’ R a t i n g ’ : f a r r [ i

] [ 2 ] , ’ Count ry ’ : f a r r [ i ] [ 3 ] , } )
33 c s v f i n a l . c l o s e ( ) ;

6.7 Updating Positive Sentiment and Overall Sentiment Type Into
Tweets Table by Using Tweepy Script

Figure 6.8: Updation of table

1 from t e x t b l o b i m p o r t TextBlob
2 i m p o r t sys , tweepy
3 i m p o r t m a t p l o t l i b . p y p l o t a s p l t
4 i m p o r t mysql . c o n n e c t o r
5

6 #db c o n n e c t i o n
7 mydb = mysql . c o n n e c t o r . c o n n e c t (
8 h o s t =” l o c a l h o s t ” ,
9 u s e r =” r o o t ” ,

10 passwd=” ” ,
11 d a t a b a s e =” p r e d i c t i o n ”
12 )
13

14 mycursor = mydb . c u r s o r ( )
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15

16 mycursor . e x e c u t e ( ”SELECT p l a y e r FROM t w e e t s ORDER BY r a t i n g DESC” )
17 # t o p 50 p l a y e r wi th r e f r a t i n g
18 t p r r = mycursor . f e t c h a l l ( )
19

20 #Making l i s t o f t o p 50 p l a y e r
21 l i s t o f t p r r = [ ]
22 f o r x i n r a n g e ( 5 0 ) :
23 l i s t o f t p r r . append ( t p r r [ x ] )
24

25 d e f p e r c e n t a g e ( p a r t , whole ) :
26 r e t u r n 100∗ f l o a t ( p a r t ) / f l o a t ( whole )
27

28 # a p i consumer and a c c e s s key
29 consumerKey=”ZeGyqaUBzYExcO4MHCldFBaMI”
30 c o n s u m e r S e c r e t =” edb3zFTHtjOLNzuaR3HUlsTyBR05M01UMaxkqJhuGQsF1fVn55 ”
31 ac ces sToke n =” 1098235662753398784−2177 Cg9fViEcJduSVTxEaxeoKdGZYv ”
32 a c c e s s T o k e n S e c r e t =” bqXBx4LiiviNy5euaNel8nFPlbrbQwottD8DXcBtKQ8Cx ”
33

34 # A u t h e n t i c a t i o n
35 a u t h = tweepy . OAuthHandler ( consumerKey , c o n s u m e r S e c r e t )
36 a u t h . s e t a c c e s s t o k e n ( accessToken , a c c e s s T o k e n S e c r e t )
37 # add w a i t l i s t
38 a p i = tweepy . API ( au th , w a i t o n r a t e l i m i t =True )
39

40 f o r s t i n r a n g e ( l e n ( l i s t o f t p r r ) ) :
41 # searchTerm = i n p u t ( ” e n t e r keyword / h a s h t a g t o s e a r c h : ” )
42 sea rchTerm = s t
43 # noOfSearchTerms = i n t ( i n p u t ( ”how many t w e e t s t o a n a l y z e : ” ) )
44 noOfSearchTerms = 50
45 t w e e t s = tweepy . C u r s o r ( a p i . s e a r c h , q= searchTerm , l a n g =” en ” ) . i t e m s (

noOfSearchTerms )
46 # s e n t i m e n t c o u n t
47 p o s i t i v e = 0
48 n e g a t i v e = 0
49 n e u t r a l = 0
50 p o l a r i t y = 0
51

52 f o r t w e e t i n t w e e t s :
53 p r i n t ( t w e e t . t e x t )
54 a n a l y s i s = TextBlob ( t w e e t . t e x t )
55 p o l a r i t y += a n a l y s i s . s e n t i m e n t . p o l a r i t y
56

57 i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y == 0) :
58 n e u t r a l += 1
59

60 e l i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y < 0) :
61 n e g a t i v e += 1
62

63 e l i f ( a n a l y s i s . s e n t i m e n t . p o l a r i t y > 0) :
64 p o s i t i v e += 1
65

66 p o s i t i v e = p e r c e n t a g e ( p o s i t i v e , noOfSearchTerms )
67 n e u t r a l = p e r c e n t a g e ( n e u t r a l , noOfSearchTerms )
68 n e g a t i v e = p e r c e n t a g e ( n e g a t i v e , noOfSearchTerms )
69

70 p o s i t i v e = f o r m a t ( p o s i t i v e , ’ . 2 f ’ )
71 n e u t r a l = f o r m a t ( n e u t r a l , ’ . 2 f ’ )
72 n e g a t i v e = f o r m a t ( n e g a t i v e , ’ . 2 f ’ )
73 ps = ” ”
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74 p r i n t ( ” p o s i t i v e : ” , p o s i t i v e , ” n e g a t i v e : ” , n e g a t i v e , ” n e u t r a l ” , n e u t r a l , ” p o l a r i t y : ” ,
p o l a r i t y )

75

76 i f ( n e u t r a l > p o s i t i v e and n e u t r a l > n e g a t i v e ) :
77 ps = ” N e u t r a l ”
78 e l i f ( n e g a t i v e > p o s i t i v e and n e g a t i v e > n e u t r a l ) :
79 ps = ” n e g a t i v e ”
80 e l i f ( p o s i t i v e > n e g a t i v e and p o s i t i v e > n e u t r a l ) :
81 ps = ” p o s i t i v e ”
82

83 p r i n t ( ”−−−−−−−−−−−−−−−−−” )
84 p r i n t ( ps )
85 p o s i t i v e = i n t ( f l o a t ( p o s i t i v e ) )
86 s q l t p r r = ”UPDATE t w e e t s SET p o s i t i v e s e n t i m e n t = %s , o v e r a l l s e n t i m e n t = %

s WHERE p l a y e r = %s ”
87 v a l s q l t p r r = ( p o s i t i v e , ps , l i s t o f t p r r [ s t ] [ 0 ] )
88 mycursor . e x e c u t e ( s q l t p r r , v a l s q l t p r r )
89 mydb . commit ( )
90 p r i n t ( ”−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−” )
91 p r i n t ( ”−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−” )
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Chapter 7

System Testing

First system will check the parsing function if that is implemented successfully so
it will go the fetch function and take the data from the websites based on the struc-
ture that we have mentioned in the fetch function.If the fetch function implemented
successfully then it will go to the store function and store the data into the database.

7.1 Test Cases and Test Results

Test
ID

Test Case Title Test Condition System Behavior Expected Result

T01 Testing Library Is it working? Loaded websites
after fetching

Successfully

T02 Test function1 Parsing websites Completely
scraped the data

Successfully

T03 Test function2 Store Data Stored into the
database

Successfully

Table 7.1: Table for Test Cases and Results

7.2 Test Case

Title: Scraping the data from the websites successfully.
Description: Before implementation part testing are also important
for any system so before implementation of the project first we have
to also test the cases that we are going to implement in our project.
Our project is first scrap the data from websites and stored into the
database so to the website’s to scrap we have used Beautiful soup.
Once we will integrate this library only parsing part will be remaining
that we will get from the website’s structure such as Html tag which is
used in website’s to built that is about to scrap. Once our fetching part
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will be done then we have to check that we are getting the data from
the website’s which we have targeted based on the web-site’s tag such
as html tag.

Here for testing purpose we have targeted a website’s that is re-
lated to the product advertisement. When we are implementing the
testing part so we are successfully getting the data we require.

Precondition: There is no authentication are required to the users.
Assumption: A supported browser is being used.

Test Steps:

I Implementing the fetching function.

II Getting the data from the websites.

III Implementing the store function

IV Stored the data into the database.

Expected Result: To get the data from the websites based on the
websites structure.

Actual Result: We are successfully getting the data from the web-
sites that we have targeted to scrap the data such as tweets and rank
according to the players name.
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Figure 7.1: Successful loading of website

Figure 7.2: Successful scraping of the data
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Figure 7.3: Successful data storage
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Chapter 8

Screenshots of Project

8.1 Front End of the System

Figure 8.1: Home Page
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Figure 8.2: Login Page

Figure 8.3: Registration Page
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Figure 8.4: Paid user home page

Figure 8.5: Profile page
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Figure 8.6: Payment gateway page

Figure 8.7: Payment gateway authenticator page
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Figure 8.8: Subscription page

Figure 8.9: Pay us page
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Figure 8.10: Pay us confirmation

8.2 Database Storage

Figure 8.11: Stored database
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8.3 Trending Player and Popular Facelist

Figure 8.12: Trending players facelist

Figure 8.13: Vendors filtered popular facelist
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Chapter 9

Conclusion and Future Scope

9.1 Conclusion

The project will be build keeping into consideration that , it will be
helpful for the advertising agencies to get the report of the players
according to the sports that the company wants the certain player
to promote a product, which can result into huge profit for the
company as well as the player.

9.2 Future Scope

The emergence of artificial intelligence means we’re better able to
understand customer needs. In fact of spending advertising money
to remind consumers that brands exist, the brands can view cus-
tomer needs in real time and focus their messaging on the things
that matter to those customers. We can suggest looking to au-
tomation and other emerging technologies to deliver products and
operational efficiencies that can create the cost savings businesses
are looking for, rather than stripping out product features. With
the advancement in digital media, it is easy to interact with the
sportsperson and also it can help in the advertising industry. By
the use of classifier, we can automatically classify the model well
suited for the industry. For example, we have an advertisement
based on smartphones we can choose a female model who is fair
and beautiful. And along with that, we can choose a male model
on the basis of budget.
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