
Executive Summary 

 Fantasy football is a game of statistics that has been steadily growing since the mid 

1990’s and hit a recent boom in the mid 2000’s.  The point of fantasy football is to pick real 

players from the NFL and then insert them into your lineup.  You play against other teams in 

your league, and you get points based on how well your real life player plays.  Methods of 

analyzing fantasy players, strategies, and statistics have grown and changed with the industry.  

One of the more recent developments is Fantasy Points Allowed (FPA), which measures the 

amount of fantasy points that a real life defense allows a certain position.  By keeping track of 

these numbers, one should (in theory) be able to make better choices on what players to play 

based on their schedule. 

 The system that I built takes the average of the FPA of all the defenses in relation to 

position, and compares those numbers to the actual points gained by a player in a game.  The 

purpose of this system is to evaluate if the player being analyzed had a good, average, or poor 

game compared to the defense he was playing against.  The system does this by getting the FPA 

numbers from online as well as a list of the top 50 quarterbacks, top 50 running backs, top 50 

wide receivers, and top 50 tight ends (most leagues only start 12 quarterbacks, 12 tight and ends 

and anywhere from 24-36 running backs and 24-36 wide receivers – the point is that we have 

more than enough players for the analyses).  Then the system gets the specific player’s statistics, 

compares his numbers to the defense, and then decides whether it was a good, average, or poor 

game. 

Implementation Documentation 



 There are 3 major components of this system: collecting the FPA numbers with a web 

query, getting a list of the players with the agent class, and organizing and analyzing the 

numbers. 

 Collecting the FPA numbers was done with a web query.  The reason for this is that the 

website that provides the information already had the information in a table and was easily 

accessible.  This process is initiated by clicking on the information tab and clicked the “Get 

Data” ribbon.  Once the ribbon is clicked, excel deletes the old information (in case the numbers 

are updates – which will be more important when analyzing numbers mid-season) and then 

creates a new sheet and runs a new query for each of the four positions that may be analyzed.  

The four positions have very similar URL’s (only one digit is different), and I could have used a 

for loop, but because I wanted to have four unique pages, I made four methods (one for each 

position).   

After the four sheets are created, the agent class made by Dr. Allen is implemented and 

used to gather the unique ID of each player as well as his name.  This was done similarly to the 

collecting of the FPA information in that each position is given its own worksheet.  This was 

done to make the user form more friendly, which will be explained more in a moment.  The 

agent looks for the first player tag and then reads in the unique ID and prints it to the page.  It 

then moves forward and collects the players name and prints it to the page next to the ID.  It is 

then run in a loop to collect all of the players on the page.   

Once the four pages are created the user form is opened.  If the “Get Data” ribbon is not 

clicked, then the form will never show up.  It was designed this way to make sure the user gets 

the most up-to-date data and can make better decisions with that data.  The user form is simple in 



that it is made up of four radio buttons, a combo box, and one button.  When the form is opened, 

the radio buttons are clear, as is the combo box.  Once a position is selected via radio button, the 

combo box is populated with the players from the respective page.  This was done by saying on 

radio button click, plug in the string of the position into the line of code that fills the combo box.   

Once the position and player is selected, and the run button is clicked, the ID and player 

name are put into variables (the name variable does require a replace method call to change the 

spaces to underscores so that the website can read the data correctly), a new page is created (it is 

named after the player) and then the variables are then put into their proper places in the URL.  

In this instance, I went with a webquery because the information I want is already located 

conveniently on a table on the player’s page. The data is imported onto the new page and then a 

couple of loops are run to collect the player’s opponents and his scores against said opponent 

(both of those groups are collected in a loop and put into an array.  The information that has been 

gathered is then printed to the right of the data.  I manually created a vlookupsheet that has all 

the teams’ abbreviations and full name so that the system can be directed to the right cell on the 

FPA sheets.  The system (using the abbreviation) finds the correct team, and then gets the FPA 

average, and then prints that number next to the points that the player scored. 

Once the two scores are next to each other, the system subtracts the points scored from 

the FPA average and prints the difference.  After looking at several different players in each 

position, I decided what range the difference needed to be in to be considered a good, average, or 

poor game.  The system is designed to highlight the good games green, leave the average games 

alone, and highlight the poor games red.   



Due to the way real football is played, you can have multiple players of the same position 

on the field at the same time.  Unfortunately, the one flaw in the FPA data is that all the positions 

are totaled and then given.  For example, if one wide receiver scores 15 points, another scores 10 

and another scores 5, the FPA is 30.  Due to the flaw in the way FPA is collected, I was required 

to arbitrarily assign the ranges that constitute good, average or poor games.  If FPA was broken 

down even more, the analysis could be more accurate, but until then, this system will have to do.  

The other problem with the analyses was the decision to compare raw point differences or a 

percentage difference.  I made the decision to go off of raw points because it more accurately 

reflects the way fantasy football is played – raw points win you games.  

Difficulties Encountered 

 Some of the difficulties I encountered had to do with the analysis (see the previous 

paragraph) and what analysis I wanted performed.  Another one of the difficulties I encountered 

was the scope of the project.  The more I did, the more I wanted to do and include and try, but 

time constraints didn’t make it possible.  As for as excel goes the difficulties I faced weren’t 

based in having to learn new things, but in mastering what we learned in class.  I was never very 

good at arrays and so figuring those out and using them properly took more time than I wanted.  

The other big difficulty I ran into was using the agent.  I had to run several tests and use plenty of 

trial and error to figure out how to get the agent to get the data that I wanted.  However, once I 

was able to understand what I was looking for and how to get the agent to help me, I could see 

the power that the agent class has.  If I had more time to just go through the agent and play with 

that all day, I believe it would be something very beneficial to my knowledge and experience in 

excel programming. 



Assistance 

 I did not receive any substantial help from any person on this project.  I did however use 

google many times as well as went back through several project and homework examples to 

better understand what I had done and what I was trying to do for this project. 


