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Methods of Data Entry:

The site will be built in HTML using HTML 5.0 specifications. Coding in this language will facilitate offline data entry. This will allow users to enter data into the site as it happens, regardless of internet connectivity, and can be uploaded to a central server at a later time when an internet connection is established. This also will ensure that the website can be accessed and used on a wide variety of devices including laptops, mobile phones, netbooks, PDA’s and even iPods. The device will just need a browser that supports the new HTML 5.0. 

How to setup a match:
Before the match, each club will login to their system and verify the next match. (E.G. Team A will logon a week before the match and create a new match, they will input details such as opposing team, ground (this will determine whether it is a home or away game), time and date. When Team B logs on the day before the match, they will only verify these details. Once the 2 teams have confirmed the match, both will be able to logon to the match page. Many of the fields will have an auto complete function (for example, and entry of “yar” into a text box will suggest “Yarragon Cricket Club”). This will help ensure there are no spelling errors, and that the invitation goes to the right team.

Editing a match:

Once a match is created, a team can enter details of their playing team including players, captains and playing positions. This page can be edited BEFORE the opposing team has verified, in case the opposing team does not verify until right before that match, putting the team at a disadvantage. The match can be edited before, during and for a period after the game has finished. A game can be edited during play, and may become necessary when players are injured and need to be replaced, when players are withdrawn from play, or during 12th man instances.

Location Based Data Entry:







Using an interactive map of the cricket field, the user will be able to use a drag-and-drop interface to input location-based data, such as catches and hits. When touching a point on the map – a colour coded contextual menu will appear asking what to input at that location (1).  After the option is selected – the time of the first tap will be recorded as the entry time. From that point on during the game, there will be a coloured dot representing the event on the map (2).  A menu on the left side will allow to filter the view of which dots are shown (3). Only when the filter is activated, can a user bring up information about that particular event, to avoid users unintentionally bringing up event information when trying to enter a new event in a similar location (4).

Match Finalisation:

When a match has ended, the teams A + B will both press a button, “End Match”, the data will be cross-referenced, and any erroneous entries will be flagged and displayed on both teams interfaces. These results will show on the public match page, but will have an indication of being a disputed result until it is resolved.
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