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I. INTRODUCTION

A snowball battle is a rough game in which snowballs are thrown at opponents in an effort to hit them. The game is similar to dodgeball in many aspects, but it is typically less organised. When there is adequate snow, this pastime is primarily enjoyed during the winter. Into Northern USA & Europe, ice hockey is well-liked team sport. It is characterised as a liquid game [1], [2], by performers regularly coming on and going off ice without breaks. Hockey games are fun to watch, but because to low scores [2] as well as complex dynamics [3, 4], usage of analytical methods to measure participant act is quiet in its infancy. In the realm of sports analysis, assessing individual player performance and their impact on team performance [5], [6] is a significant difficulty. For purpose of measuring performance in various team sports, many measures have been devised, such as "Expected-Point-Value" into basketball.  "Expected-Goal-Value" into football [9, 10]. Winning the ultimate championship of a specialized ice hockey league, like NHL into Northern USA, is highest honor and aim of all performers as well as groups. Many questions emerge as a consequence, including how to assemble an effective team with people who give their all, and what plans to devise based on an examination of numerous offensive and defensive techniques. 

II. LITERATURE REVIEW

Weissbock, J.[1], In this research, we examine a range of methods for predicting outcome of ice hockey games, focusing on National Hockey League (NHL). All sports, it seems, have a theoretical top limit, which makes it more difficult to forecast outcomes. Predicting result of individual games in this thesis is focus of first portion of research. Standard data (which can be found on league's website, are commonly cited by media) enactment indicators are used in our analysis. For our model to achieve a 59.8% accuracy rate, we relied on conventional statistics, despite its long success of performance measures in field of autonomous game prediction Intriguingly, we couldn't get our model's accuracy over 60% no matter which characteristics we included into it. For single-game prediction in NHL, a theoretical top limit of 62 percent seems to be in place, based on observed win percentages of NHL group.

III. PROPOSED SYSTEM
By combining individual player location information with team uniform colours For detection of participants in ice snowball games, we construct 2-phase cascaded Convolutional Neural Network (CNN) prototypical. At this point, we've gotten rid of everything that would detract from finding players we're looking for, such as crowd and any sideline advertising. This phase takes into account more specific data, such as player-specific occlusion of body position and uniform coloration across teams, in order to improve final results. It also uses distribution of aspect ratios across all players in training datasets in an effort to develop an effective deep learning framework for dealing with difficult situations involving players in various postures. Individuals and teams may be accurately and efficiently identified based on outcomes of test dataset.
IV. IMPLEMENTATION

RESULTS AND DISCUSSION

Two-phase cascaded CNN model 
Representation design of our suggested 2-phase cascaded neural network architecture is presented in figure below, with Phase I coloured yellow and Phase II coloured blue, correspondingly, branching from backbone network, as shown in figure. There are three main phases in procedure: An image patch is first processed by convolution layer Conv-B1 with 16 filters of size 33, guided by an activation layer containing a Rectified Linear Unit (ReLU) to speed up learning rate junction as well as prevent optimised function from becoming stuck in saddle points or local minima by reducing computational complexity. 

                                 V. SYSTEM  ARCHITECTURE
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Figure 1: System Architecture
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Figure 3: Input Image

Table -1 Experiment Result

	
	Original Lena Image (PSNR)
	Watermarked Lena Image (PSNR)

	BJUT Watermark Image
	
	

	Bobbol Watermark Image
	
	



VI. CONCLUSION

Coaches and other game analysts must respond swiftly to ensure that participants in ice snowball games are accurately and automatically detected. 2-phase integrated CNN model was planned into this study to identify separate performers annotated by team connections using a self-created dataset. Picture and video feeds allow us to reliably identify players and their teams. There are 91.30 percent and 95.60 percent accuracy as well as recall rates, respectively, for distinct participant identification in ice hockey games at Winter Olympics. Average correctness of squad categorization is 93.05. Temporarily, we are running our model on a dataset that includes all of the teams in the league, and we are successfully detecting performers as well as their team associations from picture in addition video inputs.
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