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ABSTRACT -

This paper presents the development and evaluation of a real-time cricket score application designed to provide users with up-to-the-minute updates, match statistics,
and interactive features. The application leverages modern technologies for data retrieval, processing, and display, aiming to enhance the user experience for cricket
enthusiasts. The methodology employed involves a phased approach, encompassing requirements gathering, design, development, testing, and user feedback
analysis. The results demonstrate the application's effectiveness in delivering accurate and timely information, along with its usability and user satisfaction. Future
work will focus on expanding features and optimizing performance.
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INTRODUCTION

Cricket, a sport with a global following, generates a massive amount of data during live matches. Fans constantly seek access to real-time scores, match
statistics, player performance, and commentary. Mobile applications have emerged as a primary platform for delivering this information, offering
convenience and accessibility. The development of a robust and user-friendly cricket score application is crucial for catering to the growing demand for
instant sports updates.

This research focuses on the design and implementation of a mobile application that provides real-time cricket scores, comprehensive match statistics,
and interactive elements. The application aims to deliver a seamless and engaging experience for users, enabling them to stay connected with live matches
regardless of their location. The paper explores the development process, the technologies used, and the evaluation of the application's performance and
usability.

LITERATURE SURVEY

Live, Up-to-the-Minute Scores: Cricket apps heavily depend on getting scores instantly from sources like ESPNcricinfo and Cricbuzz.
Easy-to-Use Design: Apps focus on making it simple to find information with clear layouts and visuals.
Works on Phones and Tablets: Apps are made for both Android and Apple devices.

More Than Just Scores: Apps are adding features like video clips, social media, and interactive parts.
Reliable and Fast: Apps need to be accurate and quick, requiring strong technology behind them.

Users Want:

Correct live data.

Engaging content.

Personalized information.

Clear data visuals.

Smooth and simple use.

e  (Goal: Create a cricket app that's super accurate, easy to use, and shows all the important details well.

AR NI N N

METHODOLOGY Encryption Mechanism

e  Figuring Out What Users Want:
o  Determined the essential features (live scores, stats, player info, news).
o Listened to user feedback on other cricket apps.
e  Designing the App:
o  Created mockups of the app's layout, focusing on easy navigation.
o Chose the right technology (like React Native and APIs).
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Building the App:
o Wrote the code to create the app.
o Connected the app to live score data sources (APIs).
Getting Live Data:
o Connected to sports data APIs for real-time scores and stats.
Testing Everything:
o Checked the app thoroughly to ensure it worked correctly, was fast, and easy to use.
o User acceptance testing.
Listening to Users:
o  Collected user feedback through surveys and testing.
o Used feedback to make improvements.
Making the App Flexible:
o  Designed the app to be easily updated and expanded.
Strong Backend:
o Built the backend to handle lots of data and provide fast updates.

RESULTS

Success! The cricket app worked well, providing live scores, stats, and player info.

Accurate and Fast:

Scores were correct and up-to-date.
The app loaded quickly and ran smoothly.

Easy to Use:

Users found the app's design simple and easy to navigate.
Users liked how the stats were shown visually.

Truly Live:

Scores and stats updated very quickly.

Happy Users:

Users liked the easy-to-use design, detailed info, and real-time updates.
The app met all the goals of being user friendly and informative.

CONCLUSION

This project created a successful, real-time cricket app that users found accurate and easy to use. Future plans include adding video, social features, and
personalized content, while also improving performance and scalability. The app will evolve with features like fantasy cricket and smartwatch integration,
aiming to continuously enhance the user experience.
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