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ABSTRACT 

 

 

The organizer of sports events often fronting problems such as the incorrect 

allocation of matches as well as tough to create a good and reliable schedule. 

Most of the time, the difficulties created by the committee members was by the 

mistakes made by the human. The manual method is sluggish and tedious, not to 

mention costly when they have to process the data elsewhere. A highly 

constrained combinatorial problem, like the sports timetable, can be resolved by 

evolutionary methods. Thus, a schedule for the sports tournament is needed in 

order to delegate the matches in a tournament. The purpose of this research is to 

analysed the algorithm techniques and illustrate how the technique solves these 

problems. In this report, a Genetic Algorithm (GA) is applied for solving 

University sports timetabling problems. In genetic algorithm, there are steps 

include such as initialize population, selection, crossover, mutation and calculate 

fitness. These steps are repeat until a condition satisfied. The system uses the 

Rapid Application Development (RAD) methodology in system development 

and will be operate on a web-based platform. The phase in RAD such as planning 

requirements, user design, rapid construction and cutover is used during 

development. RAD highlights on user interaction and quick development of the 

system using prototypes. The functionality testing is conducted using Blackbox 

testing technique to test the functionality of the project. 

 

Keyword: Evolutionary, Blackbox testing technique, Genetic Algorithm, Sports 

timetable, Rapid Application Development 

 

  

 

 

  



vi 

 

TABLE OF CONTENTS 

 

 

CONTENT                                                                                      PAGE 

 

SUPERVISOR APPROVAL ii 

STUDENT DECLARATION iii 

ACKNOWLEDGEMENT iv 

ABSTRACT v 

TABLE OF CONTENTS vi 

LIST OF FIGURES x 

LIST OF TABLES xii 

LIST OF ABBREAVIATIONS xiii 

 

CHAPTER ONE: INTRODUCTION  

 

1.1 Background of Study 1 

1.2 Problem Statement 3 

1.3 Project Objective 4 

1.4 Project Scope 4 

1.5 Significance of Study 5 

 

CHAPTER TWO: LITERATURE REVIEW  

 

2.1  Tournament 6 

2.1.1 Game Types 6 

2.2 Sports for School 10 

2.2.1 Sports for Higher Education 11 

2.2.2 Tournament Management for Student 11 

2.2.2.2 Management strategies 12 


	SPORTS TOURNAMENT SCHEDULING USIN GENETIC ALGORITHM
	SUPERVISOR APPROVAL
	STUDENT DECLARATION
	ABSTRACT
	TABLE OF CONTENTS
	LIST OF FIGUR
	LIST OF TABLES
	LIST OF ABBREAVIATIONS
	CHAPTER 1 INTRODUCTION
	1.1 Background of Study
	1.2 Problem Statement
	1.3 Project Objective
	1.4 Project Scope
	1.5 Significance of Study

	CHAPTER 2 LITERATURE REVIEW
	2.1 Tournament
	2.1.1 Game Types

	2.2 Sports for School
	Sports for Higher Education
	Tournament Management for Student
	2.2.2.1 Organization and Management
	2.2.2.2 Management strategies

	2.2.3 Keys to Organizing

	2.3 Scheduling
	Sport Schedule

	2.4 System Platform
	System Type

	2.5 Artificial Intelligence
	Algorithm
	Scheduling System
	Artificial Intelligence Techniques
	Comparison

	2.6 Related Work
	Team Sports Scheduling System
	Distribution Network Optimization
	Pareto-Optimization for Scheduling
	Related Work Comparison

	2.7 Conclusion

	CHAPTER 3 METHODOLOGY
	3.1 Rapid Application Development (RAD)
	3.2 Project Framework Activities
	3.3 Project Phases
	3.3.1 Planning Requirements Phase
	3.3.2 User Design Phase
	3.3.3 Construction Phase
	3.3.3.1 Genetic Algorithm

	3.3.4 Cutover Phase

	3.4 Software System Requirement
	3.5 Conclusion

	CHAPTER 4 DESIGN AND DEVELOPMENT
	4.1 Introduction
	4.2 Database
	4.2.1 XAMPP

	4.3 Development
	4.3.1 Algorithm Design
	4.3.1.1 Initialize Population
	4.3.1.2 Calculate Fitness
	4.3.1.4 Crossover
	4.3.1.5 Mutation
	4.3.1.6 Finalizes

	4.3.2 User Interface
	4.4 Conclusion


	CHAPTER 5 SYSTEM TESTING AND RESULT
	5.1 Functionality Testing
	5.2 Black Box Technique
	5.3 Result
	5.3.1 Sidebar
	5.3.2 Homepage
	5.3.3 Tournament Page
	5.3.4 Tournament Add Page
	5.3.5 Tournament Update Page
	5.3.6 Game Page
	5.3.6 Game Add Page
	5.3.7 Game Update Page
	5.3.8 Team Page
	5.3.8 Team Add Page
	5.3.9 Team Update Page

	5.4 Schedule Result
	5.5 Summary

	CHAPTER 6 CONCLUSION
	6.1 Conclusion
	6.2 Limitation
	6.3 Future Research

	REFERENCES
	APPENDICES



