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GENERATING EXCITEMENT LEVELS FOR
LIVE PERFORMANCES

BACKGROUND

[0001] There are many services that provide game high-
lights, box scores, and performance commentary for sporting
events. However, these services generally spoil the excite-
ment of any recorded sports performances by revealing the
score, statistics, and highlights of what transpired. A fan
seeking to watch highlights of a game that he or she missed or
a fan reminded of a game that is being or was missed is
typically informed of the outcome of the performance, caus-
ing the fan to miss out on the excitement of experiencing the
buildup of game’s events as they unfold.

[0002] Additionally, with the amount of performances
available over the Internet and time-shifted to a DVR, sports
fans can spend precious hours viewing a boring game or one
that simply turns out as expected. Furthermore, what may be
an exciting event for one sports fan may be uneventful to
another sports fan. Currently available services merely broad-
casta game’s highlights without considering the myriad pref-
erences of the game’s audience that make the game more
exciting or less exciting for individual fans. This results in the
inefficient use of the sports fans’ time, a potential decrease in
advertisement revenue, and the loss of viewership and does
not allow a fan to experience all the thrill of the game as it
unfolds in front of them.

BRIEF DESCRIPTION OF THE DRAWINGS

[0003] The components in the drawings are not necessarily
to scale relative to each other. Like reference numerals des-
ignate corresponding parts throughout the several views.
[0004] FIG.1Aisanexemplary user-interface screen thatis
used to obtain one or more subscriber preferences from a
subscriber.

[0005] FIG. 1B is an exemplary user-interface screen that
displays different sets of excitement curves to a subscriber
based on the subscriber preferences obtained in FIG. 1A.
[0006] FIG. 2 is a block diagram of one embodiment of
hardware components of a system for generating excitement
levels, excitement curves, alerts and teasers for a live perfor-
mance.

[0007] FIG. 2A is a block diagram depicting one embodi-
ment of software components of the Application server(s)
depicted in FIG. 2.

[0008] FIG. 2B is a block diagram depicting one embodi-
ment of the software components of the Analytical Server
depicted in FIG. 2.

[0009] FIG. 3 illustrates one example of a general purpose
computing device which can be used to implement any of the
computing devices illustrated in FIG. 2.

[0010] FIG. 4isaflow chart describing one embodiment of
the general concept for generating different sets of excitement
levels, excitement curves, alerts and teasers for a live perfor-
mance.

[0011] FIG. 4A is a flow chart describing one embodiment
of a process for monitoring a live performance in real-time.
[0012] FIG.4B is an exemplary illustration of the represen-
tation of an input data stream as a common data structure of
play events related to the live performance.

[0013] FIG. 4C is a flow chart describing one embodiment
of'a process for generating different sets of excitement levels
for a live performance for different categories of subscribers.
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[0014] FIG. 4D is a flow chart describing one embodiment
of a process for reporting the different sets of excitement
levels for a live performance, to a plurality of subscribers.
[0015] FIG. 4E is a flow chart describing one embodiment
of a process for reporting the different sets of excitement
curves to a plurality of subscribers.

[0016] FIG. 4F is a flowchart describing one embodiment
of a process for determining a time to start watching a live
performance.

[0017] FIG. 5isaflow chart describing one embodiment of
a process for generating different sets of alerts for a live
performance, for different subscriber categories.

[0018] FIG. 6is a flow chart describing one embodiment of
aprocess for automatically generating different sets of teasers
for a live performance, for different subscriber categories.
[0019] FIG. 7 is aflow chart describing a process for report-
ing different sets of alerts and teasers to a plurality of sub-
scribers.

DETAILED DESCRIPTION

[0020] The technology disclosed herein relates to generat-
ing excitement ratings. alerts and teasers for live perfor-
mances. As used herein, a live performance refers to any live
action or content that has an element of uncertainty, suspense,
surprise or competitiveness associated with it. The disclosed
technology directs sports (or other types of) fans and enthu-
siasts to the best live performances being played, while pre-
serving the emotional thrill of watching the live performance
play out. Individuals are alerted to the most exciting live
performances being played and when to start watching them.
Based on this information, individuals can tune into the live
performance and jump right into the action, whether on their
television, mobile device, computer, or at the live venue.
[0021] Inorder to preserve the suspense of events that fans
may not be able to watch live, the disclosed technology can
indicate only the excitement level of a match, without reveal-
ing the score or other spoilers, if the fan so desires. Individuals
or fans who elect to time shift their viewing have confidence
that the live performance they are watching is going to be
truly exciting without knowing anything else about the live
performance, thus allowing them to experience the thrill of
the live performance as it unfolds in front of them.

[0022] Inonesetofembodiments, the disclosed technology
generates different excitement levels for live performances
based on factors that might make a live performance more
exciting or less exciting for different categories of subscribers
and/or by analyzing live feeds of play-by-play statistics
related to the live performances. In one embodiment, the
different categories of subscribers relate to fans ofa particular
type of performance, team, league, player, division, confer-
ence, game, sport, genre or other variable. In one example, the
different categories of subscribers include home team fans,
visiting team fans and neutral fans. As used herein, a home
team fan refers to a subscriber who is a fan of (or otherwise
has an affinity for) the team that hosts the live performance,
the visiting team fan refers to a subscriber who is a fan of (or
otherwise has an affinity for) the team opposing the home
team, and the neutral fan does not have a preference or affinity
for the home team or the visiting team. In some embodiments,
the live performance may involve more than two teams and/or
one or more individuals. In some embodiments, the excite-
ment levels, curves, alerts and teasers described herein can be
generated separately for home team fans, visiting team fans
and neutral fans. When the live performance involves more
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than two teams and/or one or more individuals, the excite-
ment levels, curves, alerts and teasers described herein can be
generated separately for each of the multiple teams and/or
individuals. Teasers are brief summaries of one or more com-
pelling aspects of a performance in progress. They may be
constructed from fixed text and/or one or more regular expres-
sions that may include (but are not limited to) team names,
player names, period/quarter/half, time elapsed, time left,
scores, statistics, plays, other game events, player or team
performance notes, and game situations.

[0023] Excitement levels, curves, alerts and teasers can also
be generated for other groups of people. For example, excite-
ment levels, curves, alerts and teasers described herein can be
generated separately for different subscribers based on sub-
scriber’s affinity for fast paced games, games with huge
momentum swings, games with great historical context, or
other categories. Example subscriber categories may relate to
the type of event that a subscriber finds exciting, such as a
crash within an auto racing performance or an occurrence of
a fight during a hockey game.

[0024] In another set of embodiments, the disclosed tech-
nology generates alerts and teasers when the live performance
begins to get exciting. The teasers include sentence fragments
that explain why the live performance is exciting. Different
sets of alerts and teasers are generated for different categories
of subscribers.

[0025] In another set of embodiments, the disclosed tech-
nology generates teasers at all times during a live perfor-
mance, whether or not the performance is at a level of excite-
ment to trigger one or more alerts.

[0026] The different sets of excitement levels, excitement
curves, alerts and teasers are reported to a plurality of sub-
scribers based on one or more subscriber preferences. In one
example, the subscriber preferences include a list of the sub-
scriber’s favorite sports, favorite teams, favorite players,
types of sport (for example, low scoring games). Subscriber
preferences may also include whether the subscriber wishes
to receive alerts and teasers related to the live performance
and the subscriber’s desired alert level. The alert level relates
to the number of alerts that the subscriber wishes to receive
during a live performance and when the subscriber wishes to
be notified of such alerts. Subscriber preferences may also
include a subscriber’s display preference for viewing the
different sets of excitement levels, excitement curves, alerts
and teasers related to the live performances. Some subscrib-
ers may wish to view the different excitement curves depend-
ing on whether they are a home team fan, a visiting team fan,
or a neutral fan. Others may wish to just view a subset of the
excitement curves.

[0027] Inoneembodiment, the different sets of excitement
levels are reported to the plurality of subscribers as different
sets of excitement curves. The different sets of excitement
curves graphically represent the different sets of excitement
levels over different points in time during the live perfor-
mance. In one example, the excitement level for a live per-
formance is a rating given to the live performance on a scale
of 0 to 100, with O being a boring event and 100 being an
extremely exciting event. In one set of examples, three (or
more) excitement curves are generated: one for the home
team fan, one for the visiting team fan and one for the neutral
fan. In other examples, additional excitement curves are gen-
erated, such as for a fan who does not like one of the teams, a
fan who likes a team that is a rival to one of the teams or a fan
who likes any close game. Subscribers can view the excite-
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ment curves to decide whether to tune in to a live performance
or watch a recorded performance.

[0028] In one embodiment, subscribers may view the dif-
ferent sets of excitement levels, excitement curves, alerts and
teasers related to multiple live performances, access real-time
content related to the live performance and the like, via an
Internet based web site or using an application (collectively
referred to herein as a “Sports Excitement Rating Application
100’) on a computing device (e.g., cellular telephone, laptop
computer, desktop computer, tablet computer, smart appli-
ance, etc.) that is referred to herein as the client device. FIG.
1A and FIG. 1B are exemplary user-interface screens in the
subscriber’s client device via which a subscriber can interact
with a service that provides the excitement levels, excitement
curves, alerts and teasers described herein.

[0029] FIG. 1A is an exemplary user-interface screen
depicted onthe client device that is used to obtain one or more
subscriber preferences from a subscriber. In one example, one
ormore subscriber preferences such as the subscriber’s favor-
ite sports, favorite teams, whether the subscriber wishes to
receive alerts and teasers related to one or more live perfor-
mances and the subscriber’s desired alert level are obtained
from the subscriber via the Sports Excitement Rating Appli-
cation 100. This information can then be stored on the client
device and/or transmitted to a server for the service associated
with the Sports Excitement Rating Application 100.

[0030] FIG. 1B is an exemplary user-interface screen that
displays different sets of excitement curves to a subscriber
based on the subscriber preferences obtained in FIG. 1A. For
example, if the subscriber’s favorite teams included the home
team in a live performance, then a game excitement curve
related to the home team sentiment is displayed to the sub-
scriber. In one embodiment, if the subscriber’s favorite teams
included both the home team and the visiting team participat-
ing in the live performance, then a game excitement curve
related to both the home team and the visiting team senti-
ments are displayed to the subscriber.

[0031] In the exemplary illustration of FIG. 1B, different
excitement curves for the home team fans, visiting team fans
and neutral fans are displayed to a subscriber based on the
subscriber’s preferences. In the illustrated example, the
y-axis of the curve includes qualitative assignments made to
the excitement levels of a live performance. In one embodi-
ment, a qualitative assignment of a great game is made to a
live performance whose excitement levels are between
85-100, qualitative assignment of a good game is made to a
live performance whose excitement levels are between 65-84,
a qualitative assignment of an average game is made to a live
performance whose excitement levels are between 40-64 and
a qualitative assignment of a dull game is made to a live
performance whose excitement levels are between 0-39. The
x-axis of the curve illustrates exemplary points in time in the
live performance during which the excitement levels are gen-
erated. In the exemplary illustration, a first excitement curve
102 is a game excitement curve for the home team fan, a
second excitement curve 104 is a game excitement curve for
the visiting team fan and a third excitement curve 106 is a
game excitement curve for the neutral fan. The final excite-
ment levels for the first excitement curve 102, the second
excitement curve 104 and the third excitement curve 106 are
75, 73 and 71 respectively. While some embodiments will
display all three curves, other embodiments display a subset
of the three curves. Additional embodiments can display
more than three curves or different curves.
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[0032] FIG. 2 is a block diagram of one embodiment of the
hardware components of a system for generating excitement
levels, excitement curves, alerts and teasers for a live perfor-
mance. In one embodiment, the system of FIG. 2 is described
with respect to generating excitement levels, excitement
curves, alerts and teasers for a live sporting performance;
however, the teachings herein apply to non-sport related per-
formances. It is to be appreciated that the technology
described herein is not limited to generating excitement lev-
els, excitement curves, alerts and teasers for a live sports
performance. For example, the technology described herein
can be utilized to generate excitement levels, excitement
curves, alerts and teasers for a reality TV show, a news event,
a game show, political action, a business show, a drama or
other episodic content.

[0033] Inone embodiment, system 200 generates different
sets of excitement levels, excitement curves, alerts and teasers
for multiple live performances for different subscriber cat-
egories by analyzing live feeds of play-by-play statistics/
metrics/data related to the live performance. In one set of
examples, three sets of excitement levels, excitement curves,
alerts and teasers are generated for the different subscriber
categories: one for the home team fan, one for the visiting
team fan and one for the neutral fan.

[0034] In one embodiment, system 200 includes one or
more Web Server(s) 202 coupled via a network 204 to one or
more Client Devices 206, 208 and 210. Network 204 may be
a public network, a private network, or a combination of
public and private networks such as the Internet. Network 204
can be a LAN, WAN, wired, wireless and/or combination of
the above. The Client Devices 206, 208 and 210 may include
a conventional computing device, such as a desktop com-
puter, laptop computer, cellular telephone, a smartphone, tab-
let computer, TV, set-top box, or any other type of computing
system capable of connecting to the Network 204, either by a
wire or wirelessly. The Client Devices may also include a
recording device capable of receiving live performances such
as a DVR, PVR or other media recording devices. In one
embodiment, the Client Devices comprise a console 206, a
personal computer 208 and a mobile device 210. Although
FIG. 2 shows three client devices, it is anticipated that the
system would be used by many client devices.

[0035] Web Server(s) 202 include one or more physical
computing devices and/or software that can receive requests
from Client Devices 206, 208 and 210 and respond to those
requests with data, as well as send out unsolicited alerts,
teasers and other messages. Web Server(s) 202 may employ
various strategies for fault tolerance and scalability such as
load balancing, caching and clustering. In one embodiment,
Web Server(s) 202 may include one or more Memcache Serv-
er(s) 212 which may serve as a transitory cache to store client
requests and information related to the live performance.
Memcache Server (212) can be updated/accessed by Web,
Server(s) 202, Application Servers (214) and Analytical Serv-
er(s) 216.

[0036] Web Server(s) 202 maintain, or otherwise desig-
nate, one or more Application Server(s) 214 to respond to
requests received from Client Devices 206, 208 and 210.
Application Server(s) 214 provides access to the business
logic for use by client application programs in Client Devices
206, 208 and 210. Application Server(s) 214 may be co-
located, co-owned, or co-managed with Web Server(s) 202.
Application Server(s) 214 may also be remote from Web
Server(s) 202. In one embodiment, Application Server(s) 214
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interact with an Analytical Server 216 and a Database Server
218 to perform one or more operations of the disclosed tech-
nology.

[0037] In an exemplary operation of System 200, one or
more subscribers on Client Devices 206, 208 and 210 who
wish to view different excitement levels, excitement curves,
alerts and teasers related to one or more live performances
invoke the Sports Excitement Rating Application 100 via a
user interface in the subscriber’s client device. In one embodi-
ment, a list of a subscriber’s preferences comprising the sub-
scriber’s favorite sports and teams within each sport that the
subscriber wishes to receive excitement ratings for is received
by the Sports Excitement Rating Application 100 via a user
interface on the client device (see FIG. 1A).

[0038] Analytical Server 216, which may include one or
more computing devices, analyzes live feeds of play-by-play
statistics related to one or more live performances from Data
Providers 222. Examples of Data Providers 222 may include,
but are not limited to, providers of real-time sports informa-
tion such as STATS™, OPTA™ and Sports Direct™. In one
embodiment, Analytical Server 216 generates different sets
of excitement levels and excitement curves for one or more
live performances for different categories of subscribers
based on the analysis. In other embodiments, Analytical
Server 216 also generates different sets of alerts and different
sets of teasers related to the live performances for different
categories of subscribers. The operations performed by Ana-
Iytical Server 216 are described in more detail below.
[0039] Application Server(s) 214 receives the different sets
of excitement levels, excitement curves, alerts and teasers
generated by the Analytical Server 216. Application Server(s)
214 sends the different sets of excitement levels, excitement
curves, alerts and teasers to a plurality of subscribers on
Client Devices 206, 208 and 210 via Web server(s) 202. Inone
embodiment, Application Server(s) 214 may also customize
the different sets of excitement levels, excitement curves,
alerts and teasers prior to sending the different sets of excite-
ment levels, excitement curves, alerts and teasers to the plu-
rality of subscribers, based on the subscribers’ preferences.
The operations performed by Application Server(s) 214 are
described in more detail below. The different sets of excite-
ment levels, excitement curves, alerts and teasers are dis-
played to the plurality of subscribers via the Sports Excite-
ment Rating Application 220 on the subscribers’ client
devices.

[0040] Database Server 218 stores the results received from
the Analytical Server 216 and Application server(s) 214. In
one embodiment, the results include different sets of excite-
ment levels, excitement curves, alerts and teasers related to
one or more live performances. Database server 218 also
stores information such as the real-time updates related to the
live performances received from Data Providers 222, and
subscriber preferences related to a plurality of subscribers in
the system.

[0041] FIG. 2A is a block diagram depicting one embodi-
ment of the software components of the Application server(s)
depicted in FIG. 2. In one embodiment, Application Server(s)
214 includes a Subscriber Preferences Module 224, and an
Excitement Level Results Module 226. Subscriber Prefer-
ences module 224 receives a list of subscriber preferences
from a plurality of subscribers utilizing the Sports Excitement
Rating Application 220 via Client Devices 206, 208 and 210.
In one embodiment, Subscriber Preferences Module 224
includes a list of a subscriber’s favorite sports, favorite teams,



US 2014/0067939 Al

favorite players, whether the subscriber wishes to receive
alerts and teasers related to the live performance, the sub-
scriber’s desired alert level and the subscriber’s display pref-
erence information.

[0042] Excitement Level Results Module 226 receives dif-
ferent sets of excitement levels and excitement curves related
to the live performances for different categories of subscrib-
ers from the Excitement Level Generation Module 230 in the
Analytical server 216. Excitement [evel Results module 226
also receives different sets of alerts from the Excitement Alert
Generation Module 232 and different sets of teasers from the
Teaser Generation Module 234 in the Analytical Server 216.
In one embodiment, Excitement Level Results Module 226
reports the different sets of excitement levels, excitement
curves, alerts and teasers to a plurality of subscribers of Sys-
tem 200 in accordance with the subscribers’ preferences.
FIGS. 4-7 describe the operations performed by the software
modules in Application Server 214 in more detail.

[0043] FIG. 2B is a block diagram depicting one embodi-
ment of the software components of the Analytical Server
illustrated in FIG. 2. In one embodiment, Analytical Server
216 includes a Data Transformation Module 228, an Excite-
ment Level Generation Module 230, an Excitement Alert
Generation Module 232, a Teaser Generation Module 234,
and a Teaser Dictionary 236. Data Transformation Module
228 receives and analyzes live feeds such as play-by-play
statistics related to live performances from one or more Data
Providers 222. Excitement Level Generation Module 230
generates different excitement levels for different subscriber
categories based on the analysis performed by the Data Trans-
formation Module 228.

[0044] Excitement Alert Generation Module 232 generates
different sets of alerts for different subscriber categories
based on the different sets of excitement levels generated by
the Excitement Level Generation Module 230. Teaser Gen-
eration Module 234 generates different sets of teasers for
different subscriber categories based on the different sets of
alerts generated by the Excitement Alert Generation Module
232. Teaser Dictionary 238 includes a plurality of teasers,
arranged as different categories of teasers. Each category of
teasers includes a set of rules and a set of teasers that define
each category. The operations performed by the software
modules in the Analytical Server are discussed in detail in
FIGS. 4-7.

[0045] FIG. 3 illustrates a general purpose computing
device which can be used to implement any of the computing
devices shown in FIG. 2. For example, the general purpose
computing device described in FIG. 3 can be used to imple-
ment computing devices in the Application server(s) 214,
Analytical server(s) 216 or any of the client devices 206, 208
and 210. Computing system 300 of FIG. 3 includes a System
Memory 302, a Processing Unit (also known as a processor)
304 and a System Bus 306 that couples various system com-
ponents including the System Memory 302 to the Processing
Unit 304. The System Bus 306 may be any of several types of
bus structures including a memory bus or memory controller,
a peripheral bus, and a local bus using any of a variety of bus
architectures.

[0046] System Memory 302 stores, in part, instructions and
data for execution by Processing Unit 304 in order to perform
the process described herein. System Memory 302 includes
computer storage media in the form of volatile and/or non-
volatile memory such as read only memory (ROM) and ran-
dom access memory (RAM). A basic input/output system
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(BIOS), containing the basic routines that help to transfer
information between elements within computer 300, such as
during start-up, is typically stored in the ROM. RAM typi-
cally contains data and/or program modules that are imme-
diately accessible to and/or presently being operated on by
Processing Unit 304.

[0047] The system of FIG. 3 further includes a Mass Stor-
age Device 308. Mass Storage Device 308, which may be
implemented with a magnetic disk drive, an optical disk drive
or flash memory, is a non-volatile storage device for storing
data and instructions for use by Processing Unit 304. In one
embodiment, Mass Storage Device 308 stores the system
software for implementing the processes described herein for
purposes of loading to System Memory 302.

[0048] A user may enter commands and information into
the computer 300 through input devices such as a Keyboard
312 and Pointing device 314, commonly referred to as a
mouse, trackball, touch pad or touch screen. Other input
devices (not shown) may include a microphone, joystick,
game pad, satellite dish, scanner, or the like. These and other
input devices are often connected to the Processing Unit 304
through a User Input Interface 310 that is coupled to the
System Bus 306, but may be connected by other interface and
bus structures, such as a parallel port, game port or a universal
serial bus (USB). A Monitor 316 or other type of display
device is also connected to the System Bus 306 via an inter-
face, such as a Video Interface 318. In addition to the monitor,
computer system 300 may also include other peripheral out-
put devices such as Speakers 322 and Printer 324, which may
be connected through an Output Peripheral Interface 320.
[0049] Computer system 300 may operate in a networked
environment using logical connections to one or more
Remote Computers 330. Remote Computers 330 may be a
personal computer, a server, a router, a network PC, a peer
device or other common network node, and typically includes
many or all of the elements described above relative to the
computer 300. When used in a networking environment, the
computer 300 is connected to a remote network through a
Network Interface or adapter 328.

[0050] The components contained in the computer system
of FIG. 3 are those typically found in computer systems
suitable for use with the technology described herein, and are
intended to represent a broad category of such computer
components that are well known in the art. Thus, the com-
puter system of FIG. 3 can be a personal computer, mobile
computing device, tablet, workstation, server, minicomputer,
mainframe computer, or any other computing device. The
computer can also include different bus configurations, net-
worked platforms, multi-processor platforms, etc. Various
operating systems can be used.

[0051] The devices of FIGS. 1-3 discussed above can be
used to implement a system that generates different sets of
excitement levels, excitement curves, alerts and teasers for
one or more live performances for different categories of
subscribers. FIG. 4 is a flow chart describing one embodiment
of'a process for generating different sets of excitement levels,
excitement curves, alerts and teasers for a live performance.
In one embodiment, the process of FIG. 4 is performed in real
time. In one embodiment, the steps of FIG. 4 may be per-
formed by the software modules in the Application Server
214 and the Analytical Server 216 described in FIG. 2A and
FIG. 2B respectively.

[0052] In step 400, a live performance is monitored. The
process of monitoring a live performance is discussed in more
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detail in FIG. 4A. Although the process of FIG. 4 is described
with respect to monitoring a single live performance, it is to
be appreciated that the process of FIG. 4 may be performed
for multiple performances (in parallel or serially).

[0053] In step 402, different sets of excitement levels are
generated for the live performance for different categories of
subscribers. In one set of examples, the different categories of
subscribers include home team fans, visiting team fans and
neutral fans. The process by which different sets of excite-
ment levels are generated for the different categories of sub-
scribers is discussed in more detail in FIG. 4C.

[0054] In step 404, the different sets of excitement levels
are reported to a plurality of subscribers. The process by
which the different sets of excitement levels are reported to a
plurality of subscribers is discussed in more detail in FIG. 4D
and FIG. 4E.

[0055] In step 406, it is determined if one or more of the
excitement levels generated in step 402 are at or above one or
more excitement thresholds. In accordance with the disclosed
technology, in order to notify subscribers when a live perfor-
mance begins to get sufficiently exciting, it is determined if an
excitement level is at or above a certain value for a specific
amount of time. This value is referred to herein as an excite-
ment threshold. Excitement thresholds are discussed in more
detail with respect to FIG. 5. If, in step 406, it is determined
that none of the excitement levels generated in step 402 are at
or above one or more excitement thresholds and the live
performance has not ended, then the process continues to
monitor the live performance in real-time in step 400.

[0056] Ifthere are one or more of the excitement levels that
are at or above one or more excitement thresholds for suffi-
cient amount of time (step 406), then in step 408 one or more
different sets of alerts are generated for the different catego-
ries of subscribers. The process of generating different sets of
alerts is discussed in more detail with respect to FIG. 5. In step
410, different sets of teasers are generated for the different
categories of subscribers. The process of generating different
sets of teasers is discussed in detail in FIG. 6. In step 412, the
different sets of alerts and teasers are reported to a plurality of
subscribers. The process of reporting the different sets of
alerts and teasers is discussed in detail in FIG. 7.

[0057] Instep 414, it is determined if the live performance
has ended. If the live performance has ended, the process ends
in step 416. If the live performance has not ended, then the
process continues to monitor the live performance in real-
time in step 400.

[0058] FIG. 4A is a flow chart describing a process for
monitoring a live performance in real-time. The process of
FIG. 4A is one example of performing step 400 of FIG. 4. In
one embodiment, the process of monitoring a live perfor-
mance is performed by the Data transformation module 228
in the Analytical server 216.

[0059] In step 418, schedule updates, player rosters and
statistics related to an upcoming live performance are
received from one or more Data Providers 222. The data can
be received electronically via the Internet or by other means.
In step 420, an input data stream comprising real-time
updates related to the live performance is accessed or
received. In one embodiment, the input data stream comprises
files (or other data strictures) of play-by-play statistics related
to the live performance. In some embodiments, the input data
stream is acquired from Data Providers 222. In other embodi-
ments, the input data stream may be generated manually by
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subscribers viewing the live performance or by one or more
computers that process the video of the live performance.
[0060] Instep 422, the input data stream is analyzed. In one
embodiment, analyzing the input data stream includes trans-
forming the information in the input data stream into a com-
mon data structure format of play events that describes an
individual play or action of the live performance in a struc-
tured way. FIG. 4B is an exemplary illustration of the repre-
sentation of an input data stream as a common data structure
of'play events related to the live performance. In one embodi-
ment, the data structure of play events 428 represents a set of
real-time measured attributes related to the live performance.
The set of real-time measured attributes may include, but are
not limited to a game 1D, a game clock time, a game score, a
play description, an event type ID, a position on the field, type
of play, players involved, player statistics, schedule updates
and current team scores. Additional context data can also be
included The real-time measured attributes may also include
real-time updates related to the live performance received
from social networking or other communication services
such as Twitter® feeds, Facebook® updates or real-time
updates received from one or more third party information
sources.

[0061] Instep 424, one or more events of interest in the live
performance are identified, based on the analysis. In one
example, identifying an event of interest may include identi-
fying a nail-biter event. As used herein, a nail-biter event
refers to a situation or activity during the live performance
wherein the outcome of the situation or activity is so uncertain
that it causes the live performance to become more exciting
than usual. For example, in a live sports performance, a nail-
biter event is identified as an event in which the score is close,
the lead can change at any moment and there is only time left
for one more score or a small number of scores. In another
embodiment, a nail-biter event can also be identified when or
more excitement levels are at or above one or more excite-
ment thresholds as discussed in FIG. 5. Other events of inter-
est can also be identified, such as baseball game with a poten-
tial no-hitter, overtime in soccer, a shutout in American
football, etc.

[0062] In step 426, the event of interest is reported to a
plurality of subscribers on their client devices. In one
example, the event of interest is reported to the plurality of
subscribers along with an excitement level related to the live
performance. In one embodiment, the Excitement Level
Results Module 226 in the Application Server(s) 214 reports
the events of interest to the plurality of subscribers on their
client devices. In some embodiments, the events of interest
are reported by alerts and teaser, rather than separately as
described in FIG. 4A.

[0063] In one embodiment, the input data stream is ana-
lyzed over different time-intervals. In one embodiment, a first
time-interval is measured from the start of the live perfor-
mance to a current point in time during the live performance.
In another embodiment, a second time-interval is measured
from a point in time after the start of the live performance to
a current point in time during the live performance. For
example, the input data stream is analyzed for the most recent
X minutes. In this manner, the input data stream is analyzed
over two time-intervals or time-windows. In other embodi-
ments, more than two time-intervals may also be used.
[0064] In one embodiment, the analysis of the input data
stream over different time intervals results in the generation
of different types of excitement levels related to the live
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performance. The generation of excitement levels is dis-
cussed in detail in FIG. 4C. In one embodiment, analyzing the
input data stream over the first time-interval (from the start of
the live performance to a current point in time) results in the
generation of different sets of final excitement levels (referred
to as final excitement levels) related to the live performance,
and analyzing the input data stream over the second time-
interval (from a point in time after the start of the live perfor-
mance to a current point in time) results in the generation of
different sets of instantaneous excitement levels (referred to
as the instant excitement levels) related to the live perfor-
mance. The duration of the second time-interval may be pre-
determined by the system. The duration of the second time-
interval determines how instantaneous the excitement levels
related to the live performance are. In one example, the dura-
tion of the second time-interval is one or a few seconds. Inone
embodiment, the final excitement levels are an average of the
instant excitement levels.

[0065] In one embodiment, the analysis of the input data
stream over the different time-intervals is implemented using
a time-window based decay algorithm. The time-window
based decay algorithm weights events that occur during the
live performance based on when the events occur, wherein
events of interest that occur in the past have a smaller impact
on the events of interest occurring in the present. That is, the
time-window based decay algorithm is basically a system for
reducing the size of the time-interval towards the end of the
live performance. For example, consider an event of interest
such as a score update that occurs during the live perfor-
mance. In one embodiment, each time a score update is
received in real-time, the value of every contributing score
update that occurred from the start of the live performance is
re-calculated to determine the different excitement levels for
the live performance. This results in the generation of final
excitement levels for the live performance. In another
embodiment, each time a score update is received in real-
time, only the new score updates that occur within the pre-
defined time-interval are considered, the old score-updates
outside the time-interval are pushed out, and the score-up-
dates are re-calculated from those that are within the time-
interval to determine the different excitement levels for the
live performance. This results in the generation of instanta-
neous excitement levels for the live performance.

[0066] FIG. 4C is a flow chart describing a process for
generating different sets of excitement levels for a live per-
formance for different categories of subscribers. The process
of FIG. 4C is one example of performing step 402 of FIG. 4.
In one embodiment, the process of FI1G. 4C is performed by
the Excitement Level Generation Module 230 in the Analyti-
cal server 216.

[0067] In step 430, the system identifies information (for
example, in response to the analysis of the input data stream
performed in step 422 of FIG. 4A) related to one or more
performance attributes. In one embodiment, the performance
attributes represent specific, gradable and qualified aspects of
one or more high-level characteristics of the live performance
that quantitatively impact the excitement of the live perfor-
mance. In one embodiment, the performance attributes
include a velocity attribute, a parity attribute, a novelty
attribute, a momentum attribute and a context attribute related
to the live performance.

[0068] The velocity attribute measures the energy level of
the live performance. For example, for a sport such as cricket,
the velocity is measured by the number of runs scored per ball
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or over, or the number of fours and sixes scored within a
period of time. For a sport such as American Football, the
velocity may be measured by the yards per play.

[0069] The parity attribute measures how close two teams
are matched throughout the live performance. The parity
attribute also compares how one team scores with respect to
the other. For example, the parity attribute may compare the
velocity across two teams. It is to be appreciated that for a live
performance to be exciting, the parity should ideally be even
and the velocity should be high.

[0070] The novelty attribute measures the uniqueness of
individual events that occur both before and during a live
performance. A triple play in baseball, a hat trick in soccer or
hockey, a comeback, an upset and a last second shot are
examples of events that affect the novelty attribute.

[0071] The momentum attribute relates to the shift in the
live performance which defines which player or team is doing
better with respect to another player or team.

[0072] The context attribute defines the existence and
extent of any rivalry between teams, importance or promi-
nence of the game (for example, a playoft game vs regular
season, or ameeting of two highly ranked teams as opposed to
two obscure ones), the impact of a given event on the overall
playoft picture, or the importance of a particular game within
a playoff series, bracket, or competition. Note that in other
embodiments, other attributes can be used instead of or in
addition to the above-described attributes.

[0073] In step 432, a score for each of the performance
attributes in the input data stream is computed. In one
example, a velocity score, a parity score, a novelty score, a
momentum score and a context score are computed. In one
embodiment, step 432 includes computing different scores
(e.g., three different scores) for each of the performance
attributes for the different subscriber categories. For example,
velocity attribute scores for the home team fan, the visiting
team fan and the neutral fan are computed; parity attribute
scores for the home team fan, the visiting team fan and the
neutral fan are computed; novelty attribute scores for the
home team fan, the visiting team fan and the neutral fan are
computed; momentum attribute scores for the home team fan,
the visiting team fan and the neutral fan are computed; and
context attribute scores for the home team fan, the visiting
team fan and the neutral fan are computed. In such an embodi-
ment, fifteen attribute scores are calculated five for the home
team fan, five for the visiting team fan and five for the neutral
fan. In other embodiments, more or less than three sets of
scores are calculated.

[0074] It is to be appreciated that computing different
scores for a particular performance attribute results in the
generation of different sets of excitement levels for the live
performance for the different subscriber categories. In one
embodiment, computing different scores for a particular per-
formance attribute comprises increasing or decreasing the
value of the attribute based on how the value of the attribute
affects the excitement of the live performance for the different
subscriber categories. For example, in cricket, one way by
which the velocity attribute is measured is based on the num-
ber of runs scored per over. In one example, the value of the
velocity score may be increased by a certain factor to deter-
mine a velocity score for the home team, while the value of the
velocity score may be decreased by a certain factor to deter-
mine a velocity score for the visiting team.

[0075] In step 434, generic attribute weights are applied to
each of the performance attributes for the different subscriber
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categories. In one example, the generic attribute weights are
computed based on the time elapsed in the live performance.
For example, the generic attribute weight applied to a velocity
attribute at the start of the live performance is higher as
compared to the generic attribute weight applied to the parity
attribute at the start of the live performance.

[0076] In step 436, a mathematical function (e.g., sum,
weighted sum, average, weighted average, or other math-
ematical function) of the scores and the generic attribute
weights applied to each of the performance attributes is com-
puted to generate the different sets of excitement levels for the
live performance, for the different subscriber categories. In
one embodiment, step 436 includes generating three excite-
ment levels: one for the home team fan based on the attributes
calculated for the home team fan, one for the visiting team fan
based on the attributes calculated for the visiting team fan,
and one for the neutral fan based on the attributes calculated
for the neutral fan.

[0077] In one embodiment, step 436 includes generating
three instant excitement levels (home, visiting and neutral)
and three final excitement levels ((home, visiting and neu-
tral). In one embodiment, only final excitement levels are
generated. In another embodiment, only instant excitement
levels are generated.

[0078] Inother examples, additional excitement levels may
be generated, such as for a fan who does not like one of the
teams, a fan who likes low scoring games, a fan who likes a
team that is a rival to one of the teams, a fan who likes any
close game, etc. For example, an excitement level for a fan
who likes low scoring games, for a game such as cricket may
be determined by increasing or decreasing the velocity score
based on the number of runs scored per over during the live
performance.

[0079] Additional details relating to computing excitement
levels for a live performance is set forth in co-pending patent
application 13/037,243, filed Feb. 28, 2011, entitled,
“Method and System For an Online Performance Service
With Recommendation Module” published as US 2011/
0212756 on Sep. 1, 2011, which is incorporated herein by
reference in its entirety.

[0080] FIG. 4D is a flow chart describing a process for
reporting the different sets of excitement levels for a live
performance, to a plurality of subscribers. The process of
FIG. 4D is one example of performing step 404 of FIG. 4. In
one embodiment, the process of FIG. 4D is performed by the
Excitement Level Generation Module 230 in the Analytical
Server 216 and the Excitement Level Results Module 226 in
the Application server(s) 214.

[0081] In step 438, the different sets of excitement levels
for the live performance for the different subscriber catego-
ries are received from step 402 of F1G. 4. In one embodiment,
the Excitement Level Results Module 226 in the Application
Server(s) 214 receives the different sets of excitement levels
from the Excitement Level Generation Module 230 in the
Analytical Server 216. In step 440 it is determined if the
different sets of excitement levels correspond to initial excite-
ment levels for the live performance. If so, then in step 442 it
is determined if different sets of pre-excitement levels for the
different categories of subscribers have been computed for
the live performance. As used herein, a pre-excitement level
for a live performance is a predicted excitement level for the
live performance prior to the commencement of the live per-
formance. In one embodiment, the pre-excitement level is
computed based on historical information such as prior per-
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formance metrics related to the live performance. If there is a
pre-excitement level for the live performance, then in step
444, the initial excitement levels for the live performance for
the different categories of subscribers are adjusted to incor-
porate the pre-excitement level. For example, if the initial
excitement level for a live performance is computed as 50 and
the pre-excitement level for the live performance is 25, the
initial excitement level for the live performance may be com-
puted as an average of the initial and pre-excitement levels.
[0082] In step 446, different sets of excitement curves are
generated for the different categories of subscribers. In one
embodiment, the different sets of excitement curves are a
graph of the different sets of excitement levels for the differ-
ent categories of subscribers at different points in time during
the live performance. In one embodiment, the excitement
curve is a graph of final excitement levels for a live perfor-
mance from the start of the live performance to a current point
in time during the live performance. FIG. 1B is an exemplary
illustration of different sets of excitement curves generated
for different categories of subscribers.

[0083] In step 448, the different sets of excitement curves
for the live performance are reported to the plurality of sub-
scribers. In one embodiment, the different sets of excitement
curves for the live performance are reported to the plurality of
subscribers in accordance with the subscribers’ preferences.
For example, if the favorite team of a subset of the plurality of
subscribers includes the home team in the live performance,
then the excitement curve for the home team fan is displayed
to the subset of subscribers. If, for example, the favorite teams
of a subset of the plurality of subscribers include both the
home team and the visiting team in the live performance, then
an aggregate excitement curve representing the excitement
level of both teams is displayed to the subset of subscribers.
[0084] One embodiment of step 448 includes looking up
the subscribers’ preference data stored in Database Server
218 and sending the excitement curve for home team fans to
subscribers who have preference data indicating that the
home team is their favorite team, sending the excitement
curve for visiting team fans to subscribers who have prefer-
ence data indicating that the visiting team is their favorite
team and sending the excitement curve for neutral fans to
subscribers who do not have preference data indicating that
the visiting team or the home is their favorite team. In some
embodiment, multiple curves can be sent to and displayed to
a subscriber. In some implementations, all curves (or multiple
curves) are sent the subscribers and the subscribers’ client
devices automatically determine which curves to display
based on the subscribers preference data. In another imple-
mentation, all curves (or multiple curves) are sent the sub-
scribers and the subscriber manually chooses which curves to
display.

[0085] In one embodiment, the Excitement Level Results
Module 226 in the Application server(s) 214 directly reports
the different sets of excitement curves for the live perfor-
mance to a plurality of subscribers in accordance with the
subscribers’ preferences by transmitting the different sets of
excitement curves electronically to the client devices 206,
208 and 210. The excitement curves are displayed to the
plurality of subscribers via the Sports Excitement Rating
Application 220 in the client devices 206, 208 and 210.
[0086] FIG. 4E is a flow chart describing a process for
reporting the different sets of excitement curves to a plurality
of subscribers. The process of FIG. 4E is performed at the
subscriber’s client device in response to receiving the excite-
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ment curves that are generated in step 446 of F1G. 4D. In step
450, the different sets of excitement curves for the different
categories of subscribers, for the live performance are
received. In step 452, the subscriber is prompted with one or
more display preferences to view the different sets of excite-
ment curves. In step 454, the subscriber’s selection of one or
more of the display preferences is obtained, via the Sports
Excitement Rating Application 100 in the subscriber’s client
device. In one embodiment, the display preference of the
subscriber may be to view all the different excitement curves
for the live performance, namely, the excitement curve for the
home team fan, visiting team fan and the neutral team fan. In
another embodiment, the display preference of the subscriber
may be to view just a subset of the excitement curves for the
live performance. In step 456, the different sets of excitement
curves are displayed to the subscribers, in accordance with
the display preference, via the Sports Excitement Rating
Application 220 in the subscriber’s client device. As
described above, the process of FIG. 4E is for the embodi-
ment where multiple curves are sent to the subscriber. A
variation on the process of F1G. 4B includes skipping step 452
and automatically choosing which curve to display based on
the stored subscriber preference (e.g., favorite team). A dif-
ferent embodiment only sends one (or a subset) of curves to
the subscriber based on subscriber preference stored at the
server.

[0087] Insomeembodiments, reporting the different sets of
excitement curves to a plurality of subscribers includes pro-
viding a watch-from-time for subscribers to start watching an
exciting event related to the live performance, for example,
when subscribers do not have the time to commit to watching
the entire performance. FI1G. 4F is a flowchart describing one
embodiment of a process for determining a time to start
watching a live performance. In one embodiment, the process
for determining a time to start watching a live performance is
performed by the Excitement Level Results Module 226 in
the Application Server(s) 214. In step 458, the different sets of
excitement curves for the different categories of subscribers
are analyzed to identify peak excitement levels in the different
excitement curves. The different sets of excitement curves
may be generated as discussed in step 446 of FIG. 4D, in one
embodiment. In one example, the peak excitement level
refers to the highest excitement level that is obtained in an
excitement curve. In step 460 different watch-from-times for
the different sets of excitement curves of the live performance
are determined based on the peak excitement levels. In one
embodiment, the watch-from-time refers to a time that pre-
cedes the peak excitement level of the live performance by a
specified amount of time. The specified amount of time is
used to build up the subscriber’s excitement that leads to the
peak excitement level and may be pre-determined by the
system, in one embodiment. In step 462, the different watch-
from-times of the live performance are reported to the plural-
ity of subscribers by the Excitement Level Results Module. In
one example, the watch-from-time is reported as a specific
time to start watching an exciting event in the live perfor-
mance. In step 464, the different watch-from-times of the live
performance are displayed to the plurality of subscribers via
the Sports Excitement Rating Application 220 on the sub-
scriber’s client device.

[0088] In another embodiment, after computing a watch-
from-time based on the appropriate excitement curve and
thresholds, the events in the play by play may be scanned to
determine if the watch-from-time should be modified to
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include an important event that might otherwise lie outside
the established excitement thresholds. Examples of this
include a goal in soccer that occurs just before the watch-
from-time or a punt in football that begins the start of a drive
that later crosses the excitement thresholds.

[0089] In some embodiment of the disclosed technology,
alerts are generated to notify subscribers that a live perfor-
mance is exciting. Different sets of alerts are generated for
different subscriber categories based on the different sets of
excitement levels. FIG. 5 is a flow chart describing a process
for generating different sets of alerts for a live performance,
for different subscriber categories. In one embodiment, the
process for generating different sets of alerts is performed by
the Excitement Alert Generation Module 232 in the Analyti-
cal Server 214. The process of FIG. 5 is one example of
performing step 408 of FIG. 4.

[0090] In step 500, the different sets of excitement levels
for the live performance that are at or above one or more
excitement thresholds are received (for example, in response
to determining if one or more excitement levels are at or above
one or more excitement thresholds in step 406 of FI1G. 4). In
one embodiment, the Excitement Alert Generation Module
232 receives the different sets of excitement levels from the
Excitement Level Generation Module 230. In one set of
examples, the different sets of excitement levels received
from the Excitement Level Generation Module 230 corre-
spond to final excitement levels related to the live perfor-
mance.

[0091] In accordance with the disclosed technology, in
order for a subscriber to receive alerts only when a live per-
formance begins to get exciting, a subscriber is not notified
that a live performance is exciting as soon as an excitement
level is at or crosses an excitement threshold. Rather, an
excitement alert is sent to a subscriber when the excitement
level is at or above an excitement threshold for a specific
amount of time. Accordingly, the disclosed technology mini-
mizes the generation of alerts that are false positives or false
negatives.

[0092] Inone implementation of the disclosed technology,
an alert bucket is created for every excitement level received
(instep 500) that is at or above an excitement threshold. In one
set of examples, a first alert bucket is created for excitement
levels that are at or above a first excitement threshold of 75, a
second alert bucket is created for excitement levels that are at
or above a second excitement threshold of 90 and a third alert
bucket is created for excitement levels that are at or above a
third excitement threshold of 99. In another set of examples,
more than three alert buckets may be created. For example,
alert buckets may be created for every excitement level that is
received whose value is a multiple of 3 between 0 and 100.

[0093] In one embodiment, different alert buckets are cre-
ated for different excitement levels that correspond to the
different subscriber categories. In one set of examples, alert
buckets for a home team fan, a visiting team fan and a neutral
fan are created. It is to be appreciated that in some embodi-
ments, the different sets of excitement levels that are at or
above one or more excitement thresholds (received in step
500) may include only an excitement level for the home team
fan. In this case an alert bucket is created only for the home
team fan. In another embodiment, the different sets of excite-
ment levels that are at or above one or more excitement
thresholds (received in step 500) may include excitement
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levels for the home team fan and the visiting team fan. In this
case, alert buckets are created for the home team fan and the
visiting team fan.

[0094] Inone embodiment, the initial size of an alert bucket
corresponds to the amount of time (ie in minutes) required to
trigger the one or more alerts for the excitement levels that are
ator above one or more excitement thresholds. The size of the
alert bucket can reduced over time or reduced near the end of
the event.

[0095] In step 502 of FIG. 5, the amount of time (in min-
utes) required to trigger one or more alerts for the excitement
levels that are at or above the one or more excitement thresh-
olds is determined. In one embodiment, the amount of time
(in minutes) required to trigger an excitement alert is pre-
determined by the system and is computed using equation (1)
shown below:

Amount of time (in minutes)=15-0.625* (Excitement
threshold *(20-8)) —0.15625*(time in minutes
elapsed in live performance) (€8]

[0096] In one embodiment, the amount of time is reduced
by a rate based on a function of how much the current excite-
ment level is above the excitement threshold. Accordingly, in
step 504, the rate at which to reduce the amount of time
required to trigger the different sets of alerts for the excite-
ment levels is determined. In one embodiment, the rate at
which to reduce the amount of time required to trigger the
different sets of alerts is determined based on a difference
between the current excitement level and the excitement
threshold and is determined using equation (2) as shown
below:

Rate=1.0+0.1* max(0, (Current Excitement Level-
Excitement Threshold-5)) 2)

[0097] In another embodiment, the amount of time is
increased by a rate based on a function of how much the
current excitement level is below the excitement threshold.
Accordingly, in step 504, the rate at which to increase the
amount of time required to trigger the different sets of alerts
for the excitement levels is determined. In one embodiment,
the rate at which to increase the amount of time required to
trigger the different sets of alerts is determined based on a
difference between the current excitement level and the
excitement threshold and is determined using equation (3) as
shown below:

Rate=1.0+0.1* max(0, (Excitement Threshold—Cur-
rent Excitement Level-5)) 3)

[0098] It is to be appreciated that an excitement alert for a
live performance which is at a current excitement level of 85
will be triggered faster than an excitement alert which is at a
current excitement level of 80, given an excitement threshold
of 75, based on the rate computed in equation (2). Accord-
ingly, in some embodiments, in step 506, it is determined if
the different sets of alerts should be triggered instantaneously
so that the plurality of subscribers can be notified of the alerts
immediately, based on the rate computed in equation (2). In
one embodiment, an excitement alert will be triggered instan-
taneously if a nail-biter event is identified at the one or more
of the excitement levels.

[0099] In another embodiment, an excitement alert will be
triggered instantaneously when an excitement level is above
the excitement threshold and the amount of time remaining in
the live performance is less than a threshold value. The thresh-
old value may be pre-determined by the system. For example,
if the threshold value specifies that only ten minutes are

Mar. 6, 2014

remaining in the live performance and the excitement level is
at a first excitement threshold of 75, an excitement alert will
be triggered instantaneously to the plurality of subscribers to
notify the subscribers that the live performance is exciting.
[0100] Accordingly, in step 506, if a nail-biter event is
identified at any of the excitement levels and/or if the amount
of time remaining in the live performance is less than a
threshold value, then the amount of time required to trigger
the different sets of alerts at the different sets of excitement
levels is instantaneously reduced to zero minutes in step 508.
In step 514, the different sets of alerts are reported to the
plurality of subscribers. In one example, reporting the alert
includes reporting a teaser in the form of a text message such
as “Exciting Game”, along with optionally reporting the cur-
rent excitement level of the live performance. The manner in
which the different sets of alerts are reported to a plurality of
subscribers is discussed in FIG. 7. In one example, in step
514, when the subscriber is notified of a nail-biter event, the
excitement level that is reported to the subscriber is an aver-
age of the instantaneous excitement level and the final excite-
ment level.
[0101] In step 506, if no nail-biter event is identified at the
current excitement level and/or if the amount of time remain-
ing in the live performance is not less than a threshold value,
then it step 510, the amount of time required to trigger the
different sets of alerts (obtained in step 502) is reduced by the
rate determined in step 504 to obtain the remaining time
required to trigger the different sets of alerts for the different
sets of excitement levels. In one example, the remaining time
required to trigger an excitement alert for an excitement level
is computed as the difference between the amount of time
(computed in equation (1)) and the rate (computed in equa-
tion (2)) as shown in equation (3) below:
Remaining time (in minutes)=Amount of time (in
minutes)-Rate (in minutes) 4

[0102] For example, consider that the current excitement
level related to a live performance is 75. For purposes of this
example, the current excitement level may correspond to an
excitement level generated for the home team fan, the visiting
team fan or the neutral fan. In one example, the current
excitement level is determined to be at a first excitement
threshold of 75. If the time in minutes elapsed in the live
performance is 30 minutes, the amount of time required to
trigger an excitement alert for the current excitement level of
75 is determined as shown in equation (4) below:

Amount of time (in minutes)=15-0.625*(0.75%(20-
8))-0.15625%(30)=4.6 minutes (5)

[0103] The amount of time (computed in equation (4)) is
then reduced by a rate based on a function of how much the
current excitement level is above the excitement threshold. In
the above example, the rate at which to reduce the amount of
time required to trigger an excitement alert at the current
excitement level of 75 is computed as shown in equation (5)
below.

Rate=1.0+10*max(0,(0.75-0.75-0.05))=1 minute (6)

[0104] Therefore, in the above example, the amount of
remaining time required to trigger an alert for a current excite-
ment level 75 which is at an excitement threshold of 75 is
reduced to (4.6 minutes —1 minute)=3.6 minutes.

[0105] Now consider that a new excitement level is gener-
ated and the current excitement level has changed to 85. The
rate at which to reduce the amount of time required to trigger
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an excitement alert at the current excitement level of 85 is
computed as shown in equation (6) below.

Rate=1.0+10*max(0,(0.85-0.75-0.05))=1.5 minutes (7

[0106] Now, based on the new rate determined in equation
(6), the amount of time required to trigger an excitement alert
for an excitement level of 85 at the excitement threshold of 75
is further reduced to (4.6 minutes —1.5 minutes)=3.1 minutes.
[0107] In some embodiments, the amount of remaining
time to trigger an alert is calculated separately for the home
team fan, the visiting team fan and the neutral fan. Therefore,
home team fans may receive an alert, while visiting team and
neutral fans do not (or vice versa or other permutation).
[0108] In step 512, it is determined if the amount of time
required to trigger the alerts has reached a pre-determined
value. In one example, the amount of time reaches a pre-
determined value when the difference between the amount of
time (computed in equation (1)) and the rate (computed in
equation (2)) is equal to zero minutes. In the example dis-
cussed in equations (4), (5) and (6) above, the amount of time
required to trigger an excitement alert for an excitement level
which is at an excitement threshold of 75 is determined to be
3.1 minutes. In one example, an excitement alert for the
excitement level which is at the excitement threshold of 75
will be triggered when the difference between amount of time
and the rate becomes zero minutes.

[0109] If the amount of time has reached the pre-deter-
mined value, then the process of FIG. 5 performs step 412 of
FIG. 4 to report the alert for the live performance in step 514.
In one set of examples, different sets of alerts for different
subscriber categories (that is, for a home team fan, a visiting
team fan and a neutral fan) are reported to the plurality of
subscribers in accordance with the subscriber preferences.
The process by which the different sets of alerts are reported
to a plurality of subscribers is discussed in FIG. 7. In step 512,
if it is determined that there is still time remaining to trigger
the alerts then the process loops back to step 500 to receive the
next set of excitement levels for the live performance.
[0110] The process of FIG. 5 discussed above can be used
to implement a method to generate different sets of alerts for
a plurality of live performances for different categories of
subscribers. In another embodiment of the disclosed technol-
ogy, different sets of teasers are generated based on the dif-
ferent sets of alerts. In one embodiment, a teaser includes
sentence fragments about an excitement alert that explains
why the live performance is exciting.

[0111] FIG. 6 is a flow chart describing a process for auto-
matically generating different sets of teasers for a live perfor-
mance, for different subscriber categories (ie home team fan,
visiting team fan and neutral fan). The process of FIG. 6 is one
example of performing step 410 of FIG. 4. In step 600, dif-
ferent sets of alerts related to the live performance are
received (for example, from step 408 of FIG. 4). In one
embodiment, the Teaser Generation Module 234 receives
different sets of alerts from the Excitement Level Generation
Module 230 in the Analytical Server 216. In one embodiment,
a single teaser is generated for a live performance. In other
embodiments, different sets of teasers are generated for dif-
ferent subscriber categories (e.g., different teasers for home
team fans, visiting team fans and neural team fans) based on
the different sets of alerts. That is, an alert for a home team fan
will have a teaser selected for the home team fan, an alert for
avisiting team fan will have a different teaser selected for the
visiting team fan, and an alert for a neutral fan will have a
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different teaser selected for the neutral fan. In other embodi-
ments, the home team fan, the visiting team fan and/or the
neutral fan can receive the same teaser.

[0112] Instep 602, oneor more sets of rules for one or more
teaser categories are accessed. In one embodiment, the sets of
rules are accessed from the Teaser dictionary 238 in the
Analytical Server 216. In one set of examples, teaser catego-
ries for a live sports performance may include, but are not
limited to, parity, velocity, defense, comeback and nail-biter.
In one embodiment, the rules for each teaser category define
whether a particular excitement alert is relevant to a respec-
tive teaser category. For example, consider that one or more
alerts related to a home team fan, a visiting team fan and a
neutral fan are received. The sets of rules for each teaser
category are analyzed to determine if any of the alerts are
relevant to one or more of the teaser categories. For example,
a set of rules for the “parity” teaser category may include a set
of conditions such as “no hitter flag for the pitching
team=TRUE, nail-biter flag=TRUE and parity value=0.9 for
one or more of the alerts to be relevant to the “parity” teaser
category.

[0113] In step 604, one or more relevant teaser categories,
based on the sets of rules are identified for each of the alerts,
for the different subscriber categories. For example, a veloc-
ity teaser category and a defense teaser category may be
identified to be relevant to an excitement alert for the home
team fan whereas a parity teaser may be identified to be
relevant to an excitement alert for a visiting team fan, and so
on.

[0114] The different teaser categories each are assigned a
priority. In step 606, a chosen teaser category of the relevant
teaser categories as having the highest priority is identified for
each of the different alerts. In one implementation, the teaser
categories are organized in a hierarchy, wherein each cat-
egory is assigned a competitive code that represents a particu-
lar aspect of the category that is worth noting. In one example,
a chosen teaser category having the highest priority is iden-
tified as the category with the maximum competitive code.
[0115] In step 608, the set of rules for the chosen teaser
category are accessed to identify one or more pre-stored
teasers related to the chosen teaser category. In one example,
the pre-stored teasers are text and (optionally) a set of vari-
ables such as, “No Hitter for <#team_name> in <#inning>"
where <ffteam_name> and <#inning> are variables. In one
embodiment, one or more pre-stored teasers are identified for
the different subscriber categories (one or more for home
team fans, one or more for visiting team fans and one or more
for neutral fans). If no pre-stored teasers are identified, but the
excitement alert indicates that the live performance is excit-
ing, a default teaser is selected. The rules can be set up to
choose teasers based on the excitement level performance
attributes (see step 432 of FIG. 4C), information from the
input data stream (see step 420 of FIG. 4A), the play events
(see FIG. 4B) and/or other data to find relevant teasers.
[0116] The various teasers will each be associated with a
static or dynamic priority. A dynamic priority changes based
on excitement level performance attributes (see step 432 of
FIG. 4C), information from the input data stream (see step
420 of FIG. 4A), and/or the play events (see FIG. 4B). In step
610, the highest priority teaser of the one or more relevant
teasers identified in step 608 is chosen. In one embodiment, a
teaser of a highest priority is identified based on assigning
weights to each of the relevant pre-stored teasers. The weights
are assigned based on a degree to which each of the pre-stored
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teasers satisfy the rules of the chosen teaser category. A teaser
of a higher priority is identified as the teaser which has the
higher weight. In one embodiment, teasers of highest priority
are separately identified for the different subscriber catego-
ries, such as the home team fan, the visiting team fan and the
neutral fan.

[0117] Instep 612, the process performs step 412 of FIG. 4
to report the different sets of teasers to a plurality of subscrib-
ers. The process of reporting the different sets of teasers is
discussed in detail in FIG. 7.

[0118] FIG.7is aflow chart describing a process for report-
ing different sets of alerts and teasers to a plurality of sub-
scribers. The process of FIG. 7 is one example of performing
step 412 of FIG. 4. In one embodiment, the process of FIG. 7
is performed by the Excitement [evel Results Module 226 in
the Application server 214. In step 700, the different sets of
alerts and teasers for the different categories of subscribers
are received (for example, in response to generating the dif-
ferent sets of alerts in step 408, and generating the different
sets of teasers in step 410 of FIG. 4). In one embodiment, the
Excitement Level Results Module 226 in the Application
server 214 receives the different sets of alerts and teasers from
the Excitement Alert Generation Module 232 and the Teaser
Generation Module 234 in the Analytical Server 216. In one
set of examples, alerts and teasers for the different subscriber
categories such as the home team fan, the visiting team fan
and the neutral fan may be received in step 700. In another set
of'examples, alerts and teasers for only a subset of the differ-
ent subscriber categories may be received.

[0119] Instep 702, the different sets of alerts and teasers are
reported to a plurality of subscribers in accordance with an
alert level specified by the subscribers. For example, mes-
sages are sent via the Internet and one or more networks
(wired and wireless) to the one or more client devices. In one
embodiment, subscribers may specify a desired alert level
based on when they wish to be notified of alerts in a live
performance. A first alert level is specified by subscribers who
wish to receive alerts when the excitement levels of the live
performance are at or greater than an excitement threshold of
75. Such subscribers are referred to herein as Fanatics. A
second alert level is specified by subscribers who wish to
receive alerts when the excitement levels of the live perfor-
mance are at or greater than an excitement threshold of 90.
Such subscribers are referred to herein as Enthusiasts. A third
alert level is specified by subscribers who wish to receive
alerts when the excitement levels of the live performance are
at or greater than an excitement threshold of 99. Such sub-
scribers are referred to herein as Casual Fans. It is to be
appreciated that a subscriber who is a Fanatic will receive
more alerts than a subscriber who is an Enthusiast or a Casual
Fan. It is also to be appreciated that a subscriber who is a
Fanatic will receive alerts earlier in an event compared to
subscribers who are Enthusiasts or Casual Fans. The levels
for the Fanatic, Enthusiast and Casual Fan can be changed
from the levels described above.

[0120] Instep 704, the different sets of alerts and teasers are
displayed to the plurality of subscribers via the Sports Excite-
ment Rating Application 100 in the subscriber’s client device.
In one example, an excitement alert and a teaser for a live
performance that is displayed to a subscriber may include a
text message such as “Giants at Dodgers, the lead keeps
changing”, Excitement Level=79/100 or “An offensive
explosion in Toronto.” Many different forms of the text for a
teaser can be used. As described, different teasers are sent to
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different subscriber categories based on different excitement
levels. For example, home team fans may receive different
teasers with different alerts at different times than visiting
team and/or neutral fans.

[0121] Note that teasers are relevant for other alert types
and can be triggered without reaching specific alert levels. In
regard to the latter, teasers can be triggered in conjunction
with alerts based on events or excitement level in a fantasy
match-up; individual athletic performances for favorite ath-
letes, athletes who went to a specific college, athletes on a
fantasy team, etc.; notifications sent to a fan by friends or
sports experts; a notification sent for a favorite team or athlete
indicating an upcoming event about to start, a periodic game
update, or a scoring event notification; a notification sent out
to communicate that a specific event or athletic performance
may represent a potentially valuable wagering opportunity or
that one of a person’s wagers is currently in a state of great
uncertainty and, thus, excitement.

[0122] Inoneembodiment, the step of FIGS. 4,4A, 4B, 4C,
4D, 4E, 4F, 5, 6 and 7 are performed automatically.

[0123] In addition to generating excitement levels during
live performances, one embodiment includes generating
excitement levels for upcoming performances (predicted
excitement) before the performance. Thee generates excite-
ment levels for upcoming performances by mathematically
aggregating game context (as defined previously, i.e. team
rivalry, playoff race impact, playoff series/game/bracket,
etc.), magnitude of the number of comments in the real-time
conversation surrounding the given event leading up to the
event (such as in Twitter, Facebook, blogs, sports press, etc.),
predicted parity of the upcoming event (e.g., Las Vegas odds/
spread), and predicted velocity of the upcoming event (e.g.
Las Vegas over-under for combined score). The predicted
excitement level can fluctuate dynamically as a performance
draws closer due to changing odds, updated playoff picture or
variations in chatter. The predicted excitement level for an
event is communicated on a 0-100 scale. In other embodi-
ments, the predicated excitement level (and/or during-game
excitement level) can be restricted to another range (ie 5-95).
[0124] One embodiment of the disclosed technology
includes a method for generating excitement levels for a live
performance. The method includes monitoring a live perfor-
mance, generating different sets of excitement levels for the
live performance, the different sets of excitement levels relate
to different sets of subscriber preferences and reporting the
different sets of excitement levels to a plurality of subscribers.
[0125] One embodiment of the disclosed technology
includes a method for generating excitement levels for a live
performance. The method includes analyzing an input data
stream comprising real-time updates related to the live per-
formance, identifying one or more events of interest in the live
performance, based on the analyzing, deriving one or more
performance attributes related to the input data stream and
generating different sets of excitement levels for the live
performance based on the one or more performance attributes
for different subscriber categories such that a first set of
excitement levels is generated for a first category of subscrib-
ers and a second set of excitement levels is generated for a
second category of subscribers.

[0126] One embodiment of the disclosed technology
includes one or more processor readable storage devices hav-
ing processor readable code embodied on the processor read-
able storage devices. The processor readable code programs
one or more processors to perform a method comprising
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analyzing an input data stream comprising real-time updates
related to the live performance, identifying one or more
events of interest in the live performance, based on the ana-
lyzing, deriving one or more performance attributes related to
the input data stream, computing different scores for each of
the performance attributes in the input data stream, for dif-
ferent subscriber categories, applying generic weights to each
of the performance attributes for the different subscriber cat-
egories and generating different sets of excitement levels for
the live performance, for the different subscriber categories
based on a sum of the scores for each of the performance
attributes and the generic attribute weights applied to each of
the performance attributes.

[0127] One embodiment of the disclosed technology
includes a system for generating excitement levels for a plu-
rality of live performances. The system comprises one or
more storage devices storing code, a communication inter-
face and one or more processors in communication with the
one or more storage devices and the communication inter-
face. The one or more processors are configured to be in
communication with a plurality of client devices via the com-
munication interface based on the code. The code configures
the one or more processors to monitor a live performance,
generate different sets of excitement levels for the live per-
formance based on the monitoring and report the different
sets of excitement levels to a plurality of subscribers. The
different sets of excitement levels are for different categories
of subscribers.

[0128] One embodiment of the disclosed technology
includes a method for generating alerts for a live perfor-
mance. The method comprises monitoring a live perfor-
mance, generating different sets of excitement levels for the
live performance based on the monitoring, the different sets
of excitement levels relate to different subscriber categories,
for each of the different sets of excitement levels, identifying
if any of the excitement levels are at or above one or more
excitement thresholds, generating different sets of alerts for
the different subscriber categories with respect to the excite-
ment levels are at or above one or more excitement thresholds
and reporting excitement alerts that are above one or more
excitement thresholds to a plurality of subscribers.

[0129] One embodiment of the disclosed technology
includes a method for generating alerts for a live perfor-
mance. The method comprises receiving different sets of
excitement levels for a live performance; for each of the
different sets of excitement levels, identifying if any of the
excitement levels are at or above one or more excitement
thresholds; determining an amount of time required to trigger
the different sets of alerts for the excitement levels that are at
the one or more excitement thresholds; determining whether
the excitement levels have been at the one or more thresholds
for the determined amount of time required to trigger, for the
excitement levels that are at the one or more excitement
thresholds; and reporting alerts to a plurality of subscribers
for those excitement levels that have been determined to be at
the one or more thresholds for the determined amount of time
required to trigger.

[0130] One embodiment of the disclosed technology
includes one or more processor readable storage devices hav-
ing processor readable code embodied on the processor read-
able storage devices. The processor readable code programs
one or more processors to perform a method comprising
monitoring a live performance, generating different sets of
excitement levels for the live performance, based on the
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monitoring, the different sets of excitement levels relate to
different subscriber categories, for each of the different sets of
excitement levels, identifying if any of the excitement levels
are at or above one or more excitement thresholds, determin-
ing an amount of time required to trigger the different sets of
alerts for the excitement levels that are at the one or more
excitement thresholds and reporting the different sets of alerts
to the plurality of subscribers when the amount of time
required to trigger the different sets of alerts reaches a pre-
determined value.

[0131] One embodiment of the disclosed technology
includes a system for generating alerts for a plurality of live
performances. The system comprises one or more storage
devices storing code, a communication interface and one or
more processors in communication with the one or more
storage devices and the communication interface. The one or
more processors configured to be in communication with a
plurality of client devices via the communication interface
based on the code. The code configures the one or more
processors to monitor a live performance, generate different
sets of excitement levels for different subscriber categories
based on the monitoring, identify if any of the excitement
levels are at or above one or more excitement thresholds,
generate different sets of alerts for the different subscriber
categories with respect to the excitement levels are at or above
one or more excitement thresholds, and report the different
sets of alerts to a plurality of subscribers.

[0132] One embodiment of the disclosed technology
includes a method for generating teasers for a live perfor-
mance. The method comprises monitoring a live perfor-
mance, generating different sets of teasers for the live perfor-
mance and reporting the different sets of teasers to the
subscribers. The different sets of teasers includes different
teasers for different categories of subscribers.

[0133] One embodiment of the disclosed technology
includes a method for generating teasers for a live perfor-
mance. The method comprises receiving different sets of
alerts related to the live performance, accessing one or more
sets of rules for one or more teaser categories, the rules for the
one or more teaser categories define whether one or more of
the alerts are relevant to a respective teaser category, for the
one or more alerts, identifying one or more relevant teaser
categories based on the sets of rules, for the different sub-
scriber categories, identifying a chosen teaser category of the
relevant categories as having a highest priority, for the one or
more alerts, for at least the chosen teaser category, accessing
a set of rules for identifying one or more pre-stored teasers
related to the chosen teaser category, for the different sub-
scriber categories, of the one or more pre-stored teasers iden-
tifying a teaser that is of a higher priority, for the different
subscriber categories and reporting the identified teaser to a
plurality of subscribers.

[0134] One embodiment of the disclosed technology
includes one or more processor readable storage devices hav-
ing processor readable code embodied on the processor read-
able storage devices. The processor readable code programs
one or more processors to perform a method comprising
monitoring a live performance, the monitoring comprising
receiving different sets of alerts related to the live perfor-
mance, accessing one or more sets of rules for one or more
teaser categories, the rules for the one or more teaser catego-
ries define whether one or more of the alerts are relevant to a
respective teaser category, automatically generating different
sets of teasers for the live performance based on the sets of
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rules, the different sets of teasers relate to different subscriber
categories and reporting the different sets of teasers to a
plurality of subscribers.
[0135] One embodiment of the disclosed technology
includes a system for generating teasers for a plurality of live
performances. The system comprises one or more storage
devices storing code, a communication interface, and one or
more processors in communication with the one or more
storage devices and the communication interface. The one or
more processors are configured to be in communication with
a plurality of client devices via the communication interface
based on the code. The code configures the one or more
processors to monitor a live performance, generate different
sets of teasers for the live performance and report the difterent
sets of teasers to a plurality of subscribers, the different sets of
teasers relate to different subscriber categories.
[0136] The foregoing detailed description has been pre-
sented for purposes of illustration and description. It is not
intended to be exhaustive or to limit the claims to the precise
form disclosed. Many modifications and variations are pos-
sible in light of the above teaching. The described embodi-
ments were chosen in order to best explain the principles of
the technology disclosed herein and its practical application,
to thereby enable others skilled in the art to best utilize the
technology in various embodiments and with various modi-
fications as are suited to the particular use contemplated. It is
intended that the scope be defined by the claims appended
hereto.
What is claimed is:
1. A method for generating excitement levels for a live
performance, comprising:
monitoring a live performance;
generating different sets of excitement levels for the live
performance based on the monitoring, the different sets
of'excitement levels relate to different categories of sub-
scribers; and
reporting the different sets of excitement levels to a plural-
ity of subscribers.
2. The method of claim 1 further comprising:
generating different sets of excitement curves for the dif-
ferent categories of subscribers from the different sets of
excitement levels, each excitement curve is a graph of a
set of excitement levels over time, the reporting the
different sets of excitement levels comprises reporting
the excitement curves.
3. The method of claim 2 wherein generating the different
sets of excitement curves comprises:
analyzing an input data stream comprising real-time
updates related to the live performance; and
identifying one or more events of interest in the live per-
formance, based on the analyzing.
4. The method of claim 3 wherein generating the different
sets of excitement curves further comprises:
determining information for performance attributes related
to the input data stream based on the analyzing;
computing different scores for each of the performance
attributes in the input data stream for the different sub-
scriber categories;
applying generic weights to each of the performance
attributes for the different subscriber categories; and
generating the different sets of excitement levels for the
live performance for the different subscriber categories
based on a sum of the scores for each of the performance
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attributes and the generic attribute weights applied to
each of the performance attributes.

5. The method of claim 3 wherein:

the generating the different sets of excitement curves com-

prises analyzing the input data stream over a first time-
interval to generate different sets of final excitement
levels related to the live performance over time, the first
time interval is from a beginning of the live performance
to a current time.

6. The method of claim 5 wherein:

the generating the different sets of excitement curves com-

prises analyzing the input data stream over a second
time-interval to generate different sets of instantaneous
excitement levels related to the live performance over
time, the second time interval is from a time after the
beginning of the live performance to a current time.

7. The method of claim 2 wherein:

the generating the different sets of excitement curves for

the different categories of subscribers comprises gener-
ating an excitement curve for ahome team fan, an excite-
ment curve for a visiting team fan and an excitement
curve for a neutral fan.

8. The method of claim 7 further comprising

excitement curve for a home team fan is reported to sub-

scribers who have indicated a preference for the home
team;

the excitement curve for a visiting team fan is reported to

subscribers who have indicated a preference for the vis-
iting team; and

the excitement curve for a neutral fan is reported to sub-

scribers who have not indicated a preference for the
home team or the visiting team.

9. The method of claim 1 wherein:

generating the different sets of excitement levels for the

live performance comprises computing different sets of
pre-excitement levels, for the different categories of sub-
scribers.

10. The method of claim 1, wherein identifying one or
more events of interest comprise identifying a nail-biter event
in the live performance and reporting the nail-biter event to
one or more of the subscribers.

11. A method for generating excitement levels for a live
performance, comprising:

analyzing an input data stream comprising real-time

updates related to the live performance;

identifying one or more events of interest in the live per-

formance based on the analyzing;

deriving one or more performance attributes related to the

input data stream; and

generating different sets of excitement levels for the live

performance, based on the one or more performance
attributes, for different subscriber categories such that a
first set of excitement levels is generated for a first cat-
egory of subscribers and a second set of excitement
levels is generated for a second category of subscribers.

12. The method of claim 11 wherein generating the difter-
ent sets of excitement levels for the live performance further
comprises:

computing different scores for each of the performance

attributes in the input data stream, for the different sub-
scriber categories;

applying generic weights to each of the performance

attributes for the different subscriber categories; and
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generating the different sets of excitement levels for the
live performance, for the different subscriber categories
based on a sum of the scores for each of the performance
attributes and the generic attribute weights applied to
each of the performance attributes.

13. The method of claim 11, wherein the one or more
performance attributes comprise at least one of a velocity
attribute, a parity attribute, a novelty attribute, a momentum
attribute and a context attribute related to the live perfor-
mance.

14. The method of claim 11, further comprising:

generating different sets of excitement curves for the dif-

ferent categories of subscribers from the different sets of
excitement levels, each excitement curve is a graph of a
set of excitement levels over time.

15. The method of claim 14, further comprising:

reporting the different sets of excitement curves for the

different categories of subscribers, to a plurality of sub-
scribers in accordance with one or more subscriber pref-
erences.

16. The method of claim 15, wherein:

reporting the different sets of excitement curves comprises

reporting an excitement curve for a home team fan, an
excitement curve for a visiting team fan and an excite-
ment curve for a neutral fan related to the live perfor-
mance.

17. The method of claim 15, wherein:

reporting the different sets of excitement curves comprises

displaying different sets of watch-from-times related to
the live performance for the different sets of excitement
curves, the different sets of watch-from-times deter-
mined based on identifying different sets of peak excite-
ment levels in the different excitement curves for the
different subscriber categories.

18. One or more processor readable storage devices having
processor readable code embodied on the processor readable
storage devices, the processor readable code for program-
ming one or more processors to perform a method compris-
ing:

analyzing an input data stream comprising real-time

updates related to the live performance;

identifying one or more events of interest in the live per-

formance, based on the analyzing;

deriving one or more performance attributes related to the

input data stream;

computing different scores for each of the performance

attributes in the input data stream, for different sub-
scriber categories;
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applying generic weights to each of the performance
attributes for the different subscriber categories; and

generating different sets of excitement levels for the live
performance, for the different subscriber categories
based on a sum of the scores for each of the performance
attributes and the generic attribute weights applied to
each of the performance attributes.

19. The one or more processor readable storage devices of
claim 18 further comprising:

generating different sets of excitement curves for the dif-

ferent categories of subscribers from the different sets of
excitement levels, each excitement curve is a graph of'a
set of excitement levels over time; and

reporting the different sets of excitement curves for the

different categories of subscribers, in accordance with
one or more subscriber preferences.

20. The one or more processor readable storage devices of
claim 19 wherein generating the different sets of excitement
curves comprises analyzing the input data stream over a first
time-interval to generate different sets of final excitement
levels related to the live performance over time.

21. A system for generating excitement levels for a plural-
ity of live performances comprising:

one or more storage devices storing code;

a communication interface; and

one or more processors in communication with the one or

more storage devices and the communication interface,
the one or more processors configured to be in commu-
nication with a plurality of client devices via the com-
munication interface based on the code, wherein the
code configures the one or more processors to monitor a
live performance, generate different sets of excitement
levels for the live performance based on the monitoring
and report the different sets of excitement levels to a
plurality of subscribers, the different sets of excitement
levels are for different categories of subscribers.

22. The system of claim 21 wherein:

the one or more processors generate different sets of excite-

ment curves for the different categories of subscribers
from the different sets of excitement levels, each excite-
ment curve is a graph of a set of excitement levels over
time.

23. The system of claim 21 wherein:

the one or more processors report the different sets of

excitement curves to the plurality of subscribers, based
on one or more subscriber preferences, on one or more
display devices.
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