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METHODS AND SYSTEMS FOR
RECORDING STATISTICS ASSOCIATED
WITH A SPORTING EVENT

RELATED APPLICATIONS

[0001] The present application claims priority under 35
U.S.C. § 119(e) to U.S. Provisional Patent Application No.
62/661,592, filed Apr. 23, 2018. The contents of the provi-
sional patent application are hereby incorporated by refer-
ence in their entirety.

BACKGROUND INFORMATION

[0002] Statistics are increasingly being used in sports to
evaluate individual and/or team performance, to determine
strengths/weaknesses of players, and/or to develop strategies
for facing opposing players/teams. Typically, recording sta-
tistics associated with a sporting event (e.g., a soccer match,
a football game, a basketball game, etc.) includes either
manually recording statistics by hand (e.g., by using a pen
and paper to record statistics during a sporting event) or
sending a video recording of the sporting event to a third
party that analyzes the video recording of the sporting event
and generates statistical data. However, manually recording
statistics associated with a sporting event is often cumber-
some, inaccurate, limited in scope, and difficult to imple-
ment when there is a fast pace of play during the sporting
event. For example, conventional statistics recording soft-
ware tools support recording of only a limited set of statistics
(e.g., basic statistics for a single participant in a sporting
event), are useful for only one type of sporting event, are
cumbersome to use, and/or do not support recording of a
robust set of statistics at a fast pace as required by certain
sporting events. Although utilizing a third party to generate
statistical data based on a video recording of the sporting
event typically results in a more accurate data set, such
services are costly, typically do not provide statistics for
individual players, and usually require one or more days
before the statistics are available for consumption.

BRIEF DESCRIPTION OF THE DRAWINGS

[0003] The accompanying drawings illustrate various
embodiments and are a part of the specification. The illus-
trated embodiments are merely examples and do not limit
the scope of the disclosure. Throughout the drawings, iden-
tical or similar reference numbers designate identical or
similar elements.

[0004] FIG. 1 illustrates an exemplary sports statistics
recording system according to principles described herein.
[0005] FIGS. 2-49 illustrate exemplary graphical user
interfaces that may be provided for display on a display
screen of a mobile computing device according to principles
described herein.

[0006] FIGS. 50 and 51 illustrate exemplary methods for
recording statistics associated with a sporting event accord-
ing to principles described herein.

[0007] FIG. 52 illustrates an exemplary computing device
according to principles described herein.

DETAILED DESCRIPTION OF PREFERRED
EMBODIMENTS

[0008] Methods and systems for recording statistics asso-
ciated with a sporting event are described herein. The
methods and systems described herein may be particularly
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beneficial for recording individual and/or team statistics
associated with a sporting event in a convenient and intuitive
way, even when there is a fast pace of play during the
sporting event.

[0009] As used herein, a “sporting event” may include any
type of sports activity for which it may be desirable to record
statistics. For example, a sporting event may refer to a soccer
match, a football game, a baseball game, a tennis match, a
hockey game, a basketball game, or any other individual or
team-based sport. In certain examples, the sporting event
may be a live sporting event and methods and systems
described herein may {facilitate recording statistics in real
time during the live sporting event. Alternatively, the meth-
ods and systems described herein may facilitate recording
statistics during playback of a video (e.g., a playback of a
live video or a recording) of the sporting event.

[0010] The systems and methods described herein may
facilitate recording any suitable type of statistic. In certain
examples, the statistics recorded may be different depending
on the type of sporting event. For example, statistics
recorded for a soccer match may be different from statistics
recorded for a basketball game. Exemplary types of statistics
that may be recorded are described herein.

[0011] As will be described in more detail below, methods
and systems described herein may facilitate recording sta-
tistics associated with a sporting event by providing one or
more improved graphical user interfaces that allow a user of
a mobile computing device (e.g., a smart phone, a laptop
computer, a tablet computer, etc.) to enter different user
inputs during the sporting event to indicate various occur-
rences (e.g., plays, penalties, etc.) during the sporting event.
To illustrate, a sporting event statistics recording system
such as is described herein may provide, during a sporting
event, a graphical user interface for display on a display
screen of a mobile computing device. The graphical user
interface may include an icon representative of a participant
(e.g., a player) in the sporting event. The sporting event
statistics recording system may define multiple different
types of user inputs that may be provided by a user of the
mobile computing device in relation to the icon. The sport-
ing event statistics recording system may further define
associations between the different types of user inputs and
different sporting event occurrences that are represented by
the different types of user inputs. Accordingly, during a
sporting event, the sporting event statistics recording system
may detect different types of user input that are provided by
a user in relation to the icon and record statistics represent-
ing corresponding sporting event occurrences that have
occurred during the sporting event.

[0012] As an example, for a soccer match, the icon may be
displayed on a touchscreen display of a mobile computing
device and may represent a player participating in the soccer
match, and the sporting event statistics recording system
may be configured to detect a touchscreen tap type of gesture
on the icon, a touchscreen swipe type of gesture originating
on the icon and moving in a particular direction across a
touchscreen display, and in some examples a touchscreen
press-and-hold type of gesture on the icon. The sporting
event statistics recording system may be configured to
record certain statistics in response to detecting these types
of inputs in relation to the icon. For example, the sporting
event statistics recording system may record a ball posses-
sion event in response to a tap type of gesture on the icon
(e.g., the player represented by the icon gained possession of
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the ball), a specific action performed by the player during
live play in response to a swipe type of gesture that origi-
nates on the icon and moves away from the icon in a
particular direction (e.g., the player attempted a shot on goal
for a swipe to the left, missed an opportunity for an upward
swipe, executed a successful one-on-one move for a down-
ward swipe, or crossed the ball across the face of the goal for
a swipe to the right), or a specific action performed by the
player that causes a stop in play or causes play to resume
(e.g., the player committed a foul, was called offsides, or
played the ball back in with a throw-in, a corner kick, or [fegg
kick).

[0013] Accordingly, during a sporting event, the sporting
event statistics recording system may detect a first user input
associated with the icon and determine that the first user
input is associated with a first action (e.g. a pass of a ball)
performed during the sporting event. The sporting event
statistics recording system may record a first statistic for the
sporting event based on the participant represented by the
icon and the first action associated with the user input
associated with the icon. The sporting event statistics record-
ing system may detect, during the sporting event, a second
user input associated with the icon. The second user input
may be a different type of input from the first user input. The
sporting event statistics recording system may determine in
any suitable manner that the second user input is associated
with a second action performed during the sporting event.
The sporting event statistics recording system may then
record a second statistic for the sporting event based on the
participant represented by the icon and the second action
associated with the second user input associated with the
icon.

[0014] The user inputs detected by the sporting event
statistics recording system may correspond to any suitable
user input that may be provided by a user to a mobile
computing device. For example, the user inputs may corre-
spond to touch inputs provided on a touch screen of the
mobile computing device.

[0015] As mentioned, in certain examples, the sporting
event statistics recording system may detect the first user
input by detecting a tap input provided by a user of the
mobile computing device on the icon. For example, the user
may tap the icon displayed on the display screen of the
mobile computing device to indicate that the participant has
received or passed a ball.

[0016] As also mentioned, in certain examples, the sport-
ing event statistics recording system may detect the second
user input by detecting a swipe input in which the user of the
mobile computing device swipes from the icon representa-
tive of the participant during the sporting event in one of a
plurality of predefined directions on the display screen of the
mobile computing device. Each direction included in the
plurality of predefined directions may correspond to a dif-
ferent action option that may be selected to indicate an
action performed by the participant during the sporting
event. For example, the user may swipe from the icon to the
right side of the display screen to indicate that the participant
performed a first type of play, the user may swipe from the
icon to the top side of the display screen to indicate that the
participant performed a second type of play, the user may
swipe from the icon to left side of the display screen to
indicate that the participant performed a third type play, and
the user may swipe from the icon to the bottom side of the
screen to indicate that the participant performed a fourth
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type of play. Exemplary types of plays that may indicated by
a given swipe user input are described in more detail herein.
[0017] In certain examples, the sporting event statistics
recording system may detect a third user input associated
with the icon. The third user input may be a different type of
input from the first user input and the second user input. For
example, the third user input may correspond to a touch and
hold user input in which the user of the mobile computing
device touches and holds the touch input on the icon for a
predetermined amount of time. Based on the third user input,
the sporting event statistics recording system may provide
an additional graphical user interface for display on the
display screen of the mobile computing device. The addi-
tional graphical user interface may include a plurality of
icons, each icon included in the plurality of icons represen-
tative of further actions that may be selected to indicate an
action associated with the participant during the sporting
event. Specific examples of icons that may be provided for
display in the additional graphical user interface are
described herein.

[0018] In certain examples, the sporting event statistics
recording system may detect a fourth user input in which a
user of the mobile computing device selects one of the
plurality of icons represented in the additional graphical user
interface. The fourth user input may correspond to any
suitable user input that may be used to select one of the icons
represented in the additional graphical user interface. Based
on the fourth user input, the sporting event statistics record-
ing system may record a third statistic associated with the
selected one of the plurality of icons.

[0019] In certain examples, in response to the selection of
the one of the plurality of icons in the additional graphical
user interface, the sporting event statistics recording system
may provide the first graphical user interface for display
again on the display screen of the mobile computing device.
[0020] In certain examples, to facilitate entering statistics,
the sporting event statistics recording system may provide
one or more graphical user interfaces for display on a display
screen of the mobile computing device based on a sporting
event context in which an action is performed during the
sporting event. As used herein, a “sporting event context”
refers to a specific circumstance or set of circumstances in
which an action is performed during a sporting event. The
specific circumstance or set of circumstances associated
with a sporting event context may give rise to different
statistics that may be recorded by sporting event statistics
recording system. For example, a first set of statistics may be
associated with a first sporting event context, a second set of
statistics may be associated with a second sporting event
context, and a third set of statistics may be associated with
a third sporting event context. To illustrate, when the sport-
ing event is a soccer match, a first sporting event context
may include circumstances associated with a shot on goal.
The set of statistics associated with such a shot on goal
sporting event context may include, for example, where the
shot went in relation to the goal posts, whether the shot was
blocked and if so by who/what, whether the shot went out of
play or back into play, whether the shot resulted in a goal,
etc. On the other hand, a second sporting event context may
include circumstances associated with a side line out of
bounds play. The set of statistics associated with such a side
line out of bounds sporting event context may include, for
example, who kicked the ball out of bounds, where the ball
was kicked out of bounds, who threw the ball back into play,
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etc. Sporting event statistics recording system may be con-
figured to record statistics associated with any suitable
number of sporting event contexts as may serve a particular
implementation.

[0021] In certain examples, sporting event contexts may
be defined by and/or identified based on a set of rules
associated with a sporting event. For example, when the
sporting event is a soccer match, a first sporting event
context may be defined by rules associated with an end line
out of bounds play, a second sporting event context may be
defined by rules associated with a handball infraction, a third
sporting event context may be defined by rules associated
with a penalty kick, etc.

[0022] Because different sporting event contexts may give
rise to different recordable statistics, a sporting event statis-
tics recording system may be configured in certain examples
to determine whether an action performed in the sporting
event is performed in a first sporting event context or a
second sporting event context. When the action is performed
in the first sporting event context, sporting event statistics
recording system may provide, during the sporting event, a
first graphical user interface flow for display on the display
screen of the mobile computing device. When the action is
performed in the second sporting event context, sporting
event statistics recording system may provide, during the
sporting event, a second graphical user interface flow for
display on the display screen of the mobile computing
device.

[0023] As used herein “a graphical user interface flow”
refers to a series of graphical user interfaces that may be
sequentially provided for display on a display screen to
facilitate recording statistics associated with a particular
sporting event context. For example, the first graphical user
interface flow may include a first series of graphical user
interfaces and the second graphical user interface flow may
include a second series of graphical user interfaces. Each
graphical user interface included in the first series of graphi-
cal user interfaces may be configured to facilitate a user of
the mobile computing device entering information associ-
ated with a different statistic associated with the first action
when the first action is performed in the first sporting event
context. Similarly, each graphical user interface included in
the second series of graphical user interfaces may be con-
figured to facilitate the user of the mobile computing device
entering information associated with a different statistic
associated with the first action when the first action is
performed in the second sporting event context. Exemplary
graphical user interface flows are described herein.

[0024] The methods and systems described herein may
allow spectators, parents, and/or coaching personnel to
conveniently, intuitively, and quickly indicate actions that
occur during a sporting event and review recorded statistics
in real time, at predetermined times during the sporting
event, and/or at any suitable time after the sporting event.
The methods and systems described herein may facilitate
recording of a robust set of statistics, by way of intuitive
graphical user interfaces and user interface input mecha-
nisms, in ways that support real time recording of robust
statistics for a sporting event that requires fast statistics
recording to keep up with a fast pace of play, in ways that
minimizes introduction of statistical errors, and/or in ways
that do not require a user to experience an overly challenging
learning curve or to be overly burdened while recording
statistics. The methods and systems described herein may
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provide additional or alternative benefits as may serve a
particular implementation. Various embodiments will now
be described in more detail with reference to the figures. The
disclosed methods and systems may provide one or more of
the benefits mentioned above and/or various additional
and/or alternative benefits that will be made apparent herein.
[0025] FIG. 1 illustrates a sporting event statistics record-
ing system 100 (“system 100”") that may facilitate recording
statistics in accordance with methods and systems described
herein. As shown, system 100 may include, without limita-
tion, a statistics facility 102 and a storage facility 104
selectively and communicatively coupled to one another.
The facilities may be communicatively coupled one to
another by any suitable communication technologies.
[0026] While facilities 102 and 104 are shown to be
separate facilities in FIG. 1, any of those facilities may be
combined into a single facility or split into additional
facilities as may serve a particular implementation. Addi-
tionally or alternatively, one or more of the facilities 102 and
104 may be omitted from and external to system 100 in other
implementations. Facilities 102 and 104 of system 100 may
include or be otherwise implemented by one or more com-
puting devices configured to perform one or more of the
operations described herein. In such implementations, sys-
tem 100 may be referred to as a computer-implemented
system 100. Facilities 102 and 104 will now be described in
more detail.

[0027] Storage facility 104 may be configured to store data
generated and/or used by statistics facility 102. For example,
storage facility 104 may store statistics data 106 represen-
tative of statistics generated based on one or more user
inputs provided by way of graphical user interfaces accord-
ing to principles described herein.

[0028] Storage facility 104 may store user data 108 asso-
ciated with one or more end users of a statistics recording
service, such as data representing user profiles of the users.
The user profiles may include any information associated
with the statistics recording service (e.g., players, teams,
coaches, schedules, etc.) as well as any other applicable
information. Storage facility 104 may store any other suit-
able information in other implementations.

[0029] Statistics facility 102 may provide one or more
graphical user interface views to facilitate recording statis-
tics associated with a sporting event. The graphical user
interfaces may be provided for display in any suitable form.
For example, statistics facility 102 may be configured to
provide a website, a client application user interface (e.g., a
user interface provided by a client application such as a
“mobile app” installed and running on a mobile computing
device), and/or any other suitable form of user interface. In
certain examples, the graphical user interfaces described
herein may be provided as part of a cloud-based application
implemented by statistics facility 102.

[0030] FIG. 2 shows an exemplary graphical user interface
202 that may be provided by system 100 (e.g., statistics
facility 102) for display on a display screen 204 of a mobile
computing device 206. As shown in FIG. 2, graphical user
interface 202 includes a plurality of icons 208 (e.g., icons
208-1 through 208-N) that represent participants in a sport-
ing event. Any suitable number of icons 208 may be
provided for display in graphical user interface 202 as may
suit a particular implementation.

[0031] Each icon 208 may be configured to receive a
plurality of types user inputs to facilitate system 100 record-
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ing statistics associated with the sporting event. For
example, icon 208 may be configured to receive a first type
of user input, a second type of user input, and a third type
of user input. Each of the types of user inputs may be
different from the others and may be utilized in any suitable
manner, such as described herein, to facilitate recording
statistics associated with a sporting event. To illustrate, the
first type of user input may correspond to a tap user input.
During the sporting event, a user of mobile computing
device 206 may, for example, tap icon 208-1 to indicate that
the participant (e.g., player) represented by icon 208-1
received possession of the ball. Subsequently, the user of the
mobile computing device 206 may tap icon 208-2 to indicate
that the ball was passed from the participant represented by
icon 208-1 to the participant represented by icon 208-2.
Based on these touch inputs, system 100 may record one or
more statistics associated with the actions performed by the
participants during the sporting event. For example, system
100 may record the time of possession by the participant
represented by icon 208-1 and/or that the pass to the
participant represented by icon 208-2 was successful.
[0032] The second type of input may correspond to a
swipe input provided with respect to one of icons 208. For
example, system 100 may detect a swipe input being pro-
vided with respect to icon 208-1. Upon detecting the initia-
tion of the swipe input, system 100 may provide another
graphical user interface to facilitate the user identifying an
action performed by a participant associated with icon
208-1. To illustrate, FIG. 3 shows an exemplary graphical
user interface 302 that may be provided for display on
display screen 204 in response to the user initiating a swipe
input on icon 208-1. As shown in FIG. 3, actions 304 (e.g.,
actions 304-1 through 304-4) are provided on the sides of
display screen 204. During the sporting event, a user may
provide a swipe input in a predefined direction to indicate
that the participant represented by icon 208-1 has performed
one of actions 304. For example, the user may touch icon
208-1 and swipe upward to indicate that the participant
represented by icon 208-1 has performed action 304-2.
Alternatively, the user may touch icon 208-2 and swipe to
the right to indicate that the participant represented by icon
208-1 has performed action 304-3. Similar swipe inputs may
be provided to indicate the other actions 304 shown in FIG.
3. Actions 304 may represent any suitable play that may be
performed by a participant during the sporting event. For
example, action 304-1 may indicate that the participant
represented by icon 208-1 lost the ball due to a challenge by
an opponent.

[0033] After system 100 detects, for example, a swipe
input to the right in FIG. 3, system 100 may provide
graphical user interface 202 for display again on display
screen 204.

[0034] The third type of user input may correspond to a
touch and hold user input in which the user touches and
holds one of icons 208. In response to the touch and hold
input, system 100 may provide one or more additional
graphical user interfaces for display on display screen 204 to
facilitate the user providing further information regarding an
action performed during the sporting event. Exemplary
graphical user interfaces that may be provided for display by
system 100 in response to a touch and hold user input are
described herein.

[0035] As mentioned above, principles described herein
may be applied to record statistics for any type of sporting
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event. FIGS. 4-49 show exemplary graphical user interfaces
that may be provided for display on display screen 204 when
the sporting event is a soccer match. FIG. 4 shows a
graphical user interface 402 that may be provided for display
on display screen 204 prior to the beginning of the soccer
match. When the soccer match starts, the user may select
play icon 404 to begin recording statistics for the soccer
match. As shown in FIG. 4, graphical user interface 402
includes a plurality of icons 406 (e.g., icons 406-1 through
406-11) that represent players for one team and that each
indicate the names and numbers of the players on the field
and their formation.

[0036] Graphical user interface 402 also includes an icon
408 representative of the opposing team. The user of mobile
computing device 206 may perform any suitable user input
with respect to icon 408 to indicate an action performed by
any member of the opposing team. That is, the same actions
performed during the sporting event may be recorded based
on user inputs provided with respect to icon 408 regardless
of which particular player on the opposing team performed
the action. For example, if the opposing team has posses-
sion, each pass of the ball may be indicated by a tap on icon
408. If the opposing team makes three consecutive passes,
system 100 may detect three taps provided on icon 408 by
the user to generate passing statistics for the opposing team.
Accordingly, in certain examples, system 100 may only
record team statistics for the opposing team instead of
individual statistics. Alternatively, certain embodiments may
include providing icons for each of the opposing players on
the other team. In such embodiments, system 100 may also
record individual statistics for players on the opposing team
based on one or more user inputs provided with respect to
the icons representative of the opposing players.

[0037] FIG. 4 also includes an icon 410 that represents out
of'bounds and that may be tapped to indicate that the ball has
gone out of play. For example, if Chaz has possession of the
ball but then kicks the ball out of bounds, the user may enter
any suitable input with respect to icon 410, such as a tap of
icon 410, to indicate that the ball is out of play.

[0038] FIG. 5 illustrates a graphical user interface 502 that
is similar to graphical user interface 402 but that includes
instruction content 504 to inform the user regarding how to
begin recording statistics during the soccer match.

[0039] FIG. 6 illustrates a graphical user interface 602
showing how possession may be indicated during the soccer
match. As shown in FIG. 6, icon 406-1 is crosshatched
indicating that the player named “Chaz” currently has pos-
session of the ball. However, any suitable type of indicator
may be used to show which player has possession at a given
time. For example, icon 406-1 may be highlighted in any
suitable manner in other implementations to indicate pos-
session. FIG. 6 also shows a pause icon 604 that may be used
to pause recording of statistics during the sporting event.

[0040] FIGS. 6 and 7 show various different formations
that may be implemented during the soccer match. System
100 may provide one of the graphical user interfaces shown
in FIGS. 6 and 7 based on an input provided by a user of
mobile computing device 206. The user may select a for-
mation in any suitable manner (e.g., through a menu or
settings screen) such that the formation represented on
display screen 204 matches the formation of the players
currently on the field. The exemplary formations depicted in
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FIGS. 6 and 7 are provided for illustrative purposes only. It
is understood that any suitable type of formation may be
depicted in certain examples.

[0041] FIG. 8 illustrates a graphical user interface 802 that
may be provided for display on display screen 204 at the end
of the first half. System 100 may provide graphical user
interface 802 for display on display screen 204 when a time
limit associated with the first half is exceeded. The user may
then either pause the game clock by selecting icon 804 or
indicate that the first half has ended by selecting icon 806.

[0042] FIG. 9 shows a graphical user interface 902 that
may be provided for display by system 100 at the start of the
second half of the soccer match. Similar to graphical user
interface 402, the user may select play icon 404 to begin
recording statistics for the second half of the soccer match.

[0043] In certain examples, graphical user interfaces such
as those described herein may visually indicate a path of
progression of a play performed during the soccer match.
System 100 may visually depict the path of progression of
the play in any suitable manner within a graphical user
interface. For example, a first type of icon may be provided
for display to indicate the player currently in possession of
the ball and a second type of icon may be provided for
display to indicate which player(s) previously had posses-
sion of the ball. Additionally or alternatively, a first type of
highlighting may be provided for display to indicate the
player currently in possession of the ball and a second type
ot highlighting (e.g., a less pronounced highlighting) may be
provided for display to indicate which player(s) previously
had possession of the ball. Additionally or alternatively, a
first type of crosshatching may be provided for display to
indicate the player currently in possession of the ball and a
second type of crosshatching may be provided for display to
indicate which player(s) previously had possession of the
ball. To illustrate, FIG. 10 shows a graphical user interface
1002 in which the icon 406-10 representing the player
“Sam” is cross-hatched with a first type of crosshatching
(e.g., grid crosshatching) with respect to other icons 406.
The icon 406-7 representing the player “Jace” is also cross-
hatched but the crosshatching is different (e.g., diagonal
crosshatching) than icon 406-2. The type of crosshatching
used on icon 406-10 and icon 406-7 may indicate that Jace
currently has possession of the ball and that Sam passed the
ball to Jace. This may indicate to the user which player is
currently in possession and which player was previously in
possession of the ball. Although FIG. 10 only shows two
icons 406 visually indicating the path of progression of the
play, it is understood that in certain embodiments three or
more differently represented (e.g., differently highlighted,
differently crosshatched, etc.) icons may be used to show the
movement of the ball between players.

[0044] FIG. 11 shows a graphical user interface 1102 that
may be provided for display on display screen 204 at the end
of the second half. System 100 may provide graphical user
interface 1102 for display on display screen 204 when a time
limit associated with the second half is exceeded. The user
may either pause the game clock by selecting icon 1104 or
indicate that the first half has ended by selecting icon 1106.

[0045] FIG. 12 shows an exemplary graphical user inter-
face 1202 that may be provided for display on display screen
204 at the end of the soccer match. Graphical user interface
1202 may include the final score of the soccer match and/or
any other suitable statistics.
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[0046] FIG. 13 shows a graphical user interface 1302 that
may be provided for display on display screen 204 to
indicate that the player named “Chaz” passed the ball to the
player named “Bryant.” Subsequently, Bryant may pass the
ball back to “Chaz.” While Chaz is in possession of the ball,
the user may provide a swipe input originating on the icon
406-1 representing Chaz to indicate that Chaz performed a
particular play with the ball. In response to the swipe input,
system 100 may provide another graphical user interface for
display on display screen 204 to facilitate the user indicating
which one of a plurality of actions was performed by Chaz.

[0047] To illustrate, FIG. 14 shows a graphical user inter-
face 1402 that may be provided for display by system 100
when Chaz has possession of the ball and the user initiated
a swipe input with respect to icon 406-1. System 100 may
determine that the user provided the swipe user input in one
of a plurality of directions with respect to icon 406-1 to
indicate that Chaz performed one of a plurality of plays 1404
(e.g., plays 1404-1 through 1404-4). For example, system
100 may determine that the user swiped upward from icon
406-1 toward play 1404-1 to indicate that Chaz “Missed a
Big Chance.” Alternatively, system 100 may determine that
the user swiped to the right from icon 406-1 toward play
1404-2 to indicate that Chaz performed a “Cross.” Alterna-
tively, system 100 may determine that the user swiped
downward from icon 406-1 toward play 1404-3 to indicate
that Chaz performed a “Successtul 1v1 (dribble).” Alterna-
tively, system 100 may determine that the user swiped to the
left from icon 406-1 toward play 1404-4 to indicate that
Chaz made a “Shot” towards the goal. System 100 may
record an action performed by Chaz during the soccer match
based on the direction of the swipe user input. The exem-
plary plays shown in FIG. 14 are provided for illustrative
purposes. It is understood that, in certain implementations
less than four plays may each be associated with a particular
direction of a swipe user input on display screen 204.
Alternatively, more than four plays may each be associated
with a particular swipe direction on display screen 204. For
example, a diagonal swipe user input from icon 406-1 may
indicate a fifth type of play performed by Chaz. In addition,
plays other than crosses, shots, etc. may be associated with
different swipe user inputs in certain implementations. In
certain examples, system 100 may be configured to allow a
user (e.g., a coach, parent, etc.) to customize which plays to
record and associate with a particular direction of a swipe
user input on display screen 204.

[0048] In certain implementations, system 100 may dis-
play graphical user interface 1402 in response to detecting
an initiation of a swipe input, such as by detecting a touch
input on icon 406-1 and a movement of the touch in any
direction by at least a first predefined threshold distance.
This may allow the user to provide a relatively smaller swipe
input to launch graphical user interface 1402 in order to be
able to view the actions that are associated with particular
swipe directions, which may be helpful for a user who has
not yet memorized the actions associated with the swipe
directions. With graphical user interface 1402 displayed, the
user may provide a relatively larger swipe input in an
available direction to select the corresponding action. Sys-
tem 100 may detect the relatively larger swipe gesture (e.g.,
a swipe that is at least a second predefined threshold
distance) in a particular direction and record the correspond-
ing action as a statistic.
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[0049] In some implementations, while graphical user
interface 1302 in FIG. 13 is displayed, a user may quickly
provide a relatively larger swipe in a direction away from
icon 406-1, and system 100 may detect the swipe and record
the corresponding action as a statistic without displaying
graphical user interface 1402, which may be helpful for a
user who has memorized the actions associated with the
swipe directions and does not want to look at graphical user
interface 1402. This may also help conserve computing
resources by not loading a different graphical user interface
into display memory for each swipe input when the different
graphical user interface may not be helpful to a certain user.
[0050] FIG. 15 shows a graphical user interface 1502 that
may be provided for display on display screen 204 in certain
examples when there has been a stoppage in play. As shown
in FIG. 15, graphical user interface 1502 includes a plurality
of icons 1504 (e.g., icons 1504-1 through 1504-9) that may
be selected in different situations by a user when there has
been a stoppage of play. For example, FIG. 15 shows an
offsides icon 1504-1, a throw in icon 1504-2, a corner kick
icon 1504-3, a foul icon 1504-4, a substitution icon 1504-5,
a kick icon 1504-6, a yellow card icon 1504-7, a red
card icon 1504-8, and a penalty kick icon 1504-9. FIG. 15
also shows a cancel icon 1506 that may be selected to return,
for example, to graphical user interface 1302 shown in FIG.
13. The exemplary icons 1504 shown in FIG. 15 are merely
illustrative of plays/actions that may be performed during a
sporting event. It is understood, that additional or alternative
icons representative of play/actions may be provided for
display in other implementations.

[0051] System 100 may provide graphical user interface
1502 for display at any suitable time based on one or more
inputs provided by the user. In certain examples, system 100
may provide graphical user interface 1502 for display based
on a series of inputs provided by the user. To illustrate an
example, suppose Chaz has possession of the ball while
system 100 provides graphical user interface 1302 for dis-
play on display screen 204. If Chaz kicks the ball out of
bounds, the user may, for example, tap icon 410 to indicate
that the ball has gone out of play. The user may then touch
and hold icon 408 to indicate that the opponent will be
performing some action as a result of the ball going out of
play. In response to the touch and hold input provided by the
user, system 100 may provide graphical user interface 1502
for display on display screen 204. The user may then select
one of a plurality of icons 1504 shown in FIG. 15 based on
where the ball went out of play. For example, the user may
select icon 1504-3 if Chaz kicked the ball out of play over
his team’s end line.

[0052] In certain other examples, system 100 may provide
graphical user interface 1502 for display based on a single
input provided by the user. To illustrate an example, if Chaz
received a yellow card, the user may touch and hold icon
406-1. In response to the touch and hold user input, system
100 may provide graphical user interface 1502 for display
on display screen 204. The user may then select icon 1507-7
to indicate that Chaz received a yellow card.

[0053] System 100 may detect that the user selected one of
icons 1504 and may record a statistic associated with the
selection. After system 100 detects the selection, system 100
may provide, for example, graphical user interface 1302 for
display again on display screen 204.

[0054] Returning to FIG. 14, if system 100 determines that
the user provided a swipe user input to the left from icon
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406-1, system 100 may provide one or more graphical user
interfaces for display that facilitate the user providing infor-
mation regarding the shot on goal. To illustrate, FIG. 16
shows a graphical user interface 1602 that may be initially
provided for display on display screen 204 based on the
swipe user input to the left from icon 406-1. As shown in
FIG. 16, graphical user interface 1602 includes a graphical
representation of the goal posts and a plurality of icons 1604
(e.g., icons 1604-1 and 1604-2) to facilitate the user indi-
cating whether the shot was blocked. FIG. 16 also shows a
cancel icon 1606 that may be used to return, for example, to
graphical user interface 1302 shown in FIG. 13.

[0055] In the example shown in FIG. 16, the user may
select either icon 1604-1 if the ball was blocked back into
play or icon 1604-2 if the ball was blocked out of play. If the
shot was not blocked, the user may either tap within or
outside of the frame of the goal posts to indicate where the
shot went.

[0056] If the user taps within the frame of the goal posts
in graphical user interface 1602, system 100 may provide an
additional graphical user interface for display to facilitate
the user providing further information regarding the shot. To
illustrate, FIG. 17 shows a graphical user interface 1702 that
may be provided for display when the user taps within the
area of the goal posts in graphical user interface 1602. As
shown in FIG. 17, a plurality of icons 1704 (e.g., icons
1704-1 through 1704-7) are provided that allow the user to
indicate what occurred when the shot was on goal. For
example, the user can tap icon 1704-7 to indicate that a goal
was scored. Alternatively, the user can select one of the other
icons 1704 to provide further information about the shot. For
example, the user may select icon 1704-1 to indicate that the
shot hit the frame and went back into play. Alternatively, the
user may select icon 1704-2 to indicate that the shot hit the
frame but went in to score a goal. Additionally or alterna-
tively, the user may touch a region within the goal or outside
of the goal to indicate where the shot went in relation to the
goal posts. For example, the user may tap the display screen
at a location within graphical user interface 1702 to indicate
that the shot went to the upper right corner of the goal posts.
In certain examples, system 100 may provide an icon for
display on the display screen to show the location selected
by the user. In the example shown in FIG. 17, an icon 1706
that depicts two concentric circles indicates a shot location
selected by the user. System 100 is configured to detect the
selection provided by the user with respect to graphical user
interface 1702 and record any suitable statistics associated
with the indicated action.

[0057] If the user taps outside the frame of the goal posts
in graphical user interface 1602, system 100 may provide an
alternative graphical user interface for display to facilitate
the user providing further information regarding the missed
shot. To illustrate, FIG. 18 shows a graphical user interface
1802 that may be provided for display when the user taps
outside of the goal post area in FIG. 16. As shown in FIG.
18, a plurality of icons 1804 (e.g., icons 1804-1 through
1804-4) are provided that allow the user to indicate what
occurred when the shot was not on goal. For example, the
user may select icon 1804-1 to indicate that the shot went out
of play. Alternatively, the user may select icon 1804-2 to
indicate that the ball was caught by the goalkeeper. As
shown in FIG. 18, an icon 1806 depicting concentric circles
is shown to indicate a user-selected location indicating
where the shot went. System 100 is configured to detect the
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selection provided by the user with respect to graphical user
interface 1802 and record any suitable statistics associated
with the indicated action.

[0058] FIG. 19 illustrates a graphical user interface 1902
that may be provided for display on display screen 204 to
facilitate a user indicating one of a plurality of defensive
actions (e.g., actions 1904-1 through 1904-4) that may be
performed by a goalkeeper. For example, the user may swipe
upward from icon 406-11 toward action 1904-1 to indicate
that the goalkeeper cleared the ball. Alternatively, the user
may swipe downward from icon 406-11 toward action
1904-3 to indicate that the goal keeper made an aerial [EaN.
In a similar manner, the user may select any one of the other
actions 1904 shown in FIG. 19. System 100 may provide
graphical user interface 1902 for display on display screen
204 in response to initiation of a swipe input on icon 406-11
shown in FIG. 13 while the goalkeeper does not have
possession of the ball.

[0059] FIG. 20 illustrates a graphical user interface 2002
that may be provided for display on display screen 204 to
facilitate indicating one of a plurality of offensive actions
2004 (e.g., actions 2004-1 through 2004-4) that may be
performed by a goalkeeper. For example, the user may swipe
upward from icon 406-11 toward action 2004-1 to indicate
that the goalkeeper threw the ball in the air. In a similar
manner, the user may select any one of the other actions
2004 shown in FIG. 20. System 100 may provide graphical
user interface 2002 for display on display screen 204 in
response to initiation of a swipe input on icon 406-11 shown
in FIG. 13 while the goal keeper has possession of the ball.
[0060] FIG. 21 illustrates a graphical user interface 2102
that may be provided for display on display screen 204 to
facilitate the user indicating one of a plurality of defensive
actions 2104 (e.g., actions 2104-1 through 2104-4) that may
be performed by a player during the soccer match. System
100 may provide graphical user interface 2102 for display
on display screen 204 when the user initiates a swipe input
on an icon representing a player while the opponent has
possession of the ball. For example, in graphical user
interface 1302 shown in FIG. 13, the user may initiate a
swipe input with respect to icon 406-10 while the opponent
has possession of the ball to indicate that the player “Sam”
made a defensive play. In response to the initiation of the
swipe input, system 100 may provide graphical user inter-
face 2102 for display on display screen 204. The user may
then swipe in one of a plurality of directions on graphical
user interface 2102 to identify the defensive play performed
by Sam. For example, the user may swipe left from icon
406-10 towards action 2104-4 to indicate that the Sam made
a successful tackle. Other suitable defensive actions may be
defined/indicated in other implementations.

[0061] FIGS. 22-26 show exemplary additional or alter-
native graphical user interfaces that may be provided for
display to facilitate setting up the recording of statistics
associated with a sporting event. FIG. 22 shows an exem-
plary graphical user interface 2202 through which a user
may select how many minutes are in each period (e.g., each
half) of a sporting event. In the example shown in FIG. 22,
the border around the option labeled “35 MIN™ is relatively
darker than the other options to indicate that the user
selected (e.g., through a tap input) “35 MIN” as the amount
of time in each half of the sporting event.

[0062] Different users may have different amounts of
experience associated with entering statistics during a sport-
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ing event. According, in certain examples, system 100 may
provide a graphical user interface for display that includes a
plurality of difficulty options associated with statistics entry.
If a user is relatively new to providing user inputs to record
statistics, the user may select a relatively easy difficulty
option where only a few statistics are recorded. Alterna-
tively, if a user has more experience providing user inputs to
record statistics, the user may select a relatively more
difficult difficulty option where multiple different types of
statistics (e.g., both individual and team statistics) are
recorded. System 100 may provide such a graphical user
interface for display at any suitable time. For example,
system 100 may provide a graphical user interface to facili-
tate selecting a difficulty option during a setup procedure.
Additionally or alternatively, such a graphical user interface
may be provided for display at any suitable time during the
sporting event if the user wants to [Siaeg the difficulty level
associated with entering statistics.

[0063] To illustrate, FIG. 23 shows an exemplary graphi-
cal user interface 2302 that may be provided for display in
certain examples to facilitate a user selecting a difficulty
level for statistics entry. As shown in FIG. 23, graphical user
interface 2302 includes a plurality of different difficulty
options 2304 (e.g., difficulty options 2304-1 through 2304-
3) for entering statistics. As shown in FIG. 23, difficulty
option 2304-1 is a beginner level difficulty option, difficulty
option 2304-2 is an intermediate level difficulty option, and
difficulty option 2304-3 is an advanced level difficulty
option. The user may select any one of difficulty options
2304 to facilitate adjusting which statistics may be recorded
by system 100 during the sporting event. In some examples,
with beginner difficultly option 2304-1, only two types of
team statistics (e.g., possession and scoring) may be
recorded. In some examples, with intermediate difficulty
option 2304-2, as many as eight different types of statistics
may be recorded including, for example, team and indi-
vidual statistics (e.g., individual passes, graphical user inter-
face flows associated with shots, etc.). In certain examples,
with advanced difficulty option 2304-3, as many as sixteen
different types of statistics may be recorded including the
statistics from the other difficulty levels as well as any other
suitable statistics (e.g., tackle statistics, clearance statistics,
goalkeeper statistics, relatively more detailed graphical user
interface flows associated with shots, etc.).

[0064] In response to a selection of one of difficulty
options 2304, system 100 may adjust a difficulty level
associated with the user entering statistics during the sport-
ing event. For example, in graphical user interface 2302
shown in FIG. 23, the border around difficulty option 2304-3
is relatively darker than the border of difficulty options
2304-1 and 2304-2 to indicate the user having selected
difficulty option 2304-3. Such a selection may be made after
the difficulty level was previously set to a beginner level
(e.g., icon 2304-1 was previously selected). As such, system
100 may adjust the number and/or types of graphical user
interfaces that may be provided for display from relatively
more simple graphical user interfaces associated with the
beginner level to relatively more complex graphical user
interfaces associated with the advanced level.

[0065] FIGS. 24 and 25 show additional graphical user
interfaces that may be provided for display by system 100
during a setup procedure. FIG. 24 shows a graphical user
interface 2402 in which a user is asked to select which side
2404 (e.g., side 2401-1 or 2401-2) of the field their team’s
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goal is on. The user may tap either the left side 2404-1 or the
right side 2404-2 in any suitable manner. FIG. 25 shows a
graphical user interface 2502 that includes a relatively
darker border around right side 2402-2 indicating that the
user has selected the right side as the side that his/her team
is on.

[0066] FIG. 26 shows an exemplary graphical user inter-
face that system 100 may provide for display to facilitate
setup of an overtime of a sporting event. Similar to graphical
user interface 2202 shown in FIG. 22, FIG. 26 shows an
exemplary graphical user interface 2602 in which a user may
select how many minutes are in the overtime of a sporting
event. In the example shown in FIG. 26, the border around
the option labeled “5 MIN” is relatively darker than the other
options to indicate the selection made by the user. In
addition to graphical user interface 2602, system 100 may
provide graphical user interfaces similar to graphical user
interfaces 2402 and 2502 shown in FIGS. 24 and 25 so that
the user can indicate which side of the field their team is on
in overtime.

[0067] FIG. 27 shows an exemplary graphical user inter-
face 2702 that may be provided for display based on a user
selection of beginner difficulty option 2304-1 shown in FIG.
23. As shown in FIG. 27, graphical user interface 2702 is a
simplified graphical user interface through which only team
statistics may be recorded. Graphical user interface 2702
includes a plurality of icons 2704 (e.g., icons 2704-1 through
2704-4) that may be used to record the team statistics. For
example, if the user’s team has possession, the user may tap
on icon 2704-1 labeled “My Team” to record passes among
players on the user’s team. If the opposing team has pos-
session, the user may tap on icon 2704-2 labeled “Oppo-
nent” to record passes among players on the opposing team.
Icon 2704-3 labeled “Out” may be used to record statistics
associated with an out of bounds play. When the user taps
icon 2704-3, one or more additional graphical user interfaces
may be provided for display so that the user can enter
information associated with the out of bounds play. Icon
2704-4 labeled “Infractions” may be used to record statistics
associated with fouls, penalties, etc. When the user taps icon
2704-4, one or more additional graphical user interfaces may
be provided for display so that the user can enter information
associated with the infraction. Exemplary graphical user
interfaces that may be provided for display upon selection of
ether icon 2704-3 or icon 2704-4 are described herein.

[0068] As indicated in FIG. 27, when either the opponent
or the user’s team has possession, the user may swipe
downward to indicate that a shot has been made toward a
goal. For example, when the user’s team has possession of
the ball, the user may swipe downward from icon 2704-1 to
indicate that a player on the user’s team has made a shot
toward the opponent’s goal. System 100 may detect the
downward swipe from icon 2704-1 in any suitable manner
and provide one or more graphical user interfaces to facili-
tate the user entering information associated with the shot.
[0069] To illustrate, FIGS. 28-30 depict an exemplary
graphical user interface flow that may be provided for
display by system 100 in response to a swipe downward
from icon 2704-1 in FIG. 27 to indicate a shot. FIG. 28
includes a graphical user interface 2802 having a section
2804 labeled “Out” and a section 2806 that includes the
frame of the goal. In FIG. 28, the user may tap section 2804
to indicate that the shot went out of play. In response to such
a selection, system 100 may provide graphical user interface
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2702 for display again on display screen 204 with the
opponent having possession. Alternatively, the user may tap
section 2806 in FIG. 28 when other circumstances apply to
the shot.

[0070] In response to a selection of section 2806, system
100 may provide a series of additional graphical user
interfaces to facilitate providing further information regard-
ing the shot. To illustrate, FIG. 29 shows a graphical user
interface 2902 that includes a plurality of icons 2904 (e.g.,
icons 2904-1 through 2904-4) associated with the shot. For
example, the user may select icon 2904-1 if the goalkeeper
caught the ball. Alternatively, the user can select one of the
other icons 2904 to provide further information about the
shot.

[0071] After the user selects one of icons 2904, system
100 may automatically provide a graphical user interface for
display that allows the user to select whether the shot was on
goal or not on goal. To illustrate, FIG. 30 shows an exem-
plary graphical user interface 3002 that includes user select-
able areas 3004 (e.g., 3004-1 and 3004-2) associated with
the frame of the goal. As shown in FIG. 30, user selectable
area 3004-1 defines a region outside of the frame of the goal
whereas user selectable area 3004-2 defines a region inside
the frame of the goal. The user may tap user selectable area
3004-1 if the shot was off target or tap user selectable area
3004-2 if the shot was on target. After the user selects one
of user selectable areas 3004, system 100 may provide
graphical user interface 2602 for display again on display
screen 204.

[0072] FIG. 31 illustrates an exemplary graphical user
interface 3102 that may be provided for display by system
100 based on a user selection of either intermediate difficulty
option 2304-2 or advanced difficulty option 2304-3 shown in
FIG. 23. As shown in FIG. 31, graphical use interface 3102
includes a plurality of icons 406 representative of partici-
pants in the sporting event and a plurality of'icons 3104 (e.g.,
icons 3104-1 through 3101-4) to facilitate entering addi-
tional statistics. Unlike graphical user interface 2602 shown
in FIG. 26, graphical user interface 3102 is configured to
facilitate entry of individual player statistics as well as team
statistics. For example, the user may provide any suitable
input, such as those described herein, on icon 406-1 to
facilitate entering statistics based on actions performed by
Chaz during the sporting event. Similarly, the user may
provide any suitable input on icon 3104-1 to facilitate
entering statistics based on actions performed by the oppos-
ing goalkeeper during the sporting event.

[0073] FIG. 31 also includes a substitution icon 3106 that
may be selected by a user to facilitate substituting partici-
pants in a sporting event. To that end, upon selection of
substitution icon 3106, system 100 may provide one or more
graphical user interfaces to facilitate substituting players
during the sporting event. For example, an exemplary
graphical user interface that facilitates substitution may
include a first plurality of icons representative of participants
currently in play within in the sporting event and a second
plurality of icons representative of participants that are not
currently in play within the sporting event (e.g., that are on
the bench). To illustrate, FIG. 32 shows an exemplary
graphical user interface 3202 that may be provided for
display in response to the user selecting substitution icon
3106 in FIG. 31. As shown in FIG. 32, graphical user
interface 3202 concurrently depicts the plurality of icons
406 representing participants currently in play in the sport-
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ing event and a plurality of icons 3204 (e.g., icons 3204-1
through 3204-5) representing participants that are not cur-
rently in play within the sporting event. While graphical user
interface 3202 is displayed, a user may tap one of icons 3204
and one of icons 406 to substitute participants. In the
example shown in FIG. 32, icons 3204-4 and 406-1 are
crosshatched indicating that the user would like to substitute
Erik for Chaz within the sporting event. In response to such
a selection, system 100 may move icon 406-1 to be included
with icons 3204 and move icon 3204-4 to be included with
icons 406 and provided at the position where icon 406-1
used to be. Because icons 406 and icons 3204 are concur-
rently displayed on display screen 204, it is possible to easily
and quickly indicate which substitutions are to be made.

[0074] Although FIG. 32 shows five participants that are
not currently in play within the sporting event, it is under-
stood that less than five or more than five participants may
not currently be in play within the sporting event at a given
time. In examples where there are more than five partici-
pants that are not currently in play, it may not be possible to
show all of the icons representative of the participants not
currently in play on display screen 204 at the same time.
Accordingly, in certain examples, the row of icons 3204
shown in FIG. 32 may scroll horizontally in response to any
suitable user input (e.g., a horizontal swipe) to bring into
view additional icons representative of additional partici-
pants that are not currently in play within the sporting event.

[0075] FIGS. 33-38 represent an exemplary graphical user
interface flow that may be provided for display when an
infraction is committed during the sporting event (e.g., an
infraction sporting event context). System 100 may provide
the graphical user interface flow shown in FIGS. 33-38 for
display based on a user input associated with, for example,
icon 3104-4 shown in FIG. 31. FIG. 33 shows a graphical
user interface 3302 that includes a plurality of icons 3304
(e.g., icons 3304-1 through 3304-6) that are selectable by the
user to indicate what caused the infraction. For example, the
user may select icon 3304-1 if a foul was committed.
Alternatively, the user can select one of the other icons 3304
to provide further information about the infraction.

[0076] Upon selection of one of icons 3304, system 100
may provide a graphical user interface for display to facili-
tate the user indicating who committed the infraction. For
example, FIG. 34 shows an exemplary graphical user inter-
face 3402 that includes a plurality of icons 406 representa-
tive of participants in the sporting event as well as icons
3404-1 and 3404-2 representative of the opposing goal-
keeper and the opposing team, respectively. The user may
select one of icons 406 or 3404 to indicate who committed
the infraction.

[0077] After the user indicates who committed the infrac-
tion, system 100 may provide one or more graphical user
interfaces for display to facilitate indicating where the
infraction was committed within the field of play. For
example, FIG. 35 shows an exemplary graphical user inter-
face 3502 that includes a graphical depiction of an overhead
view of the field of play. The user may provide, for example,
a tap input on the field of play to indicate where the
infraction was committed.

[0078] In certain examples, system 100 may provide an
icon together with the overhead view of the field of play to
indicate the location of the infraction selected by the user.
For example, FIG. 36 shows an exemplary graphical user
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interface 3602 that includes an icon 3604 that indicates
where the user indicated that the infraction occurred.
[0079] After the user indicates where the infraction
occurred, system 100 may provide a graphical user interface
for display to facilitate a user indicating who is taking a [reag
kick associated with the infraction. For example, FIG. 37
shows a graphical user interface 3702 that includes icons
406 and a plurality of icons 3704 (e.g., icons 3704-1 through
3704-4). The user may select, for example, icon 406-1 to
indicate that Chaz will take the kick. Additionally or
alternatively, the user may select icon 3704-3 to indicate
whether there was a yellow card or a red card associated
with the infraction. Icon 3704-4 is provided to facilitate
substituting a player into the sporting event to, for example,
take the [ kick. If the user selects icon 3704-4, system 100
may provide graphical user interface 3202 for display again
on display screen 204.

[0080] FIG. 38 shows a graphical user interface 3802 that
includes a plurality of icons 3804 (e.g., icons 3804-1 through
3804-4) that may be selected by the user to indicate what
type of fit8gkick was taken. For example, the user may select
icon 3804-1 to indicate that the [if8gkick was a pass, the user
may select icon 3804-4 to indicate that the kick was a
cross, etc. System 100 may then record one or more statistics
associated with the selections made by the user with regard
to the graphical user interface flow shown in FIGS. 33-38.
[0081] FIGS. 39-41 depict an exemplary graphical user
interface flow that system 100 may provide for display as a
result of a side line out of bounds play (e.g., a side line out
of bounds sporting event context). System 100 may provide
such a graphical user interface flow in response to a selection
of icon 2704-3 in FIG. 27 or icon 3104-3 in FIG. 31. FIG.
39 shows a graphical user interface 3902 that includes icons
406 and a plurality of icons 3904 (e.g., icons 3904-1 through
3904-4) that are selectable by the user to indicate who is
taking the throw in, to facilitate making one or more
substitutions, and/or to provide further information regard-
ing the out of bounds play.

[0082] FIG. 40 shows an exemplary graphical user inter-
face 4002 that may be provided for display by system 100
after the user makes a selection in graphical user interface
3902 shown in FIG. 39. As shown in FIG. 40, graphical user
interface 4002 includes a graphical depiction 4004 of the
playing field. The user may provide any suitable input on a
boundary of graphical depiction 4004 to indicate where the
ball went out of play. In the example shown in FIG. 40, an
icon 4006 indicates the location indicated by the user where
the ball went out of play.

[0083] FIG. 41 shows an exemplary graphical user inter-
face 4102 that system 100 may provide for display after the
user indicates where the ball went out of play in graphical
user interface 4002. As shown in FIG. 41, the user may
select a box 4104 labeled “Our Team” to indicate that the
team associated with the user was awarded the ball as a
result of the out of bounds play. Alternatively, the user may
select box 4106 labeled “Opposing Team” to indicate that
the opposing team was awarded the ball as a result of the out
of bounds play. System 100 may then record one or more
statistics associated with the selections made by the user
with regard to the graphical user interface flow shown in
FIGS. 39-41.

[0084] FIGS. 42-47 illustrate an exemplary graphical user
interface flow that system 100 may provide for display when
a shot towards a goal is blocked (e.g., a blocked goal
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sporting event context). The blocked shot graphical user
interface flow may be provided, for example, based on a
swipe left from icon 406-1 in FIG. 31 indicating that Chaz
took a shot and a subsequent indication that the shot was
blocked. FIG. 42 includes a graphical user interface 4202 in
which the user is asked “Who blocked the shot?” The user
can then provide any suitable user input to identify which
participant blocked the shot. For example, the user may
select icon 4204 if an opposing player blocked the shot.
Alternatively, if the opposing team made a shot toward the
goal, the user may select one of icons 406 to indicate which
specific player blocked the shot.

[0085] FIG. 43 includes a graphical user interface 4302
through which the user may provide additional information
associated with the blocked shot. For example, graphical
user interface 4302 includes a plurality of icons 4304 (e.g.,
icons 4304-1 through 4304-4) through which the user may
specify whether the shot hit the frame and went back into
play, whether the shot hit the frame and went out of play,
whether the shot hit the frame and was caught by the
goalkeeper, or whether the shot hit the frame and scored a
goal. In addition, the user may indicate in graphical user
interface 4302 where the shot went in relation to the frame.
In the example shown in FIG. 43, an indicator 4306 is
provided to show that the user indicated that the shot hit the
left goalpost.

[0086] FIG. 44 includes a graphical user interface 4402
that depicts an overhead view of the field of play. Through
graphical user interface 4402 the user can indicate where on
the field of play the shot was taken. In the example shown
in FIG. 44, an indicator 4404 is provided to show the
location selected by the user as where the shot was taken
from. FIG. 44 also includes an icon 4406 that may be
selected by a user if an own goal was scored.

[0087] FIG. 45 includes an exemplary graphical user inter-
face 4502 that may additionally or alternatively be provided
when a field player blocks a shot. As shown in FIG. 45,
graphical user interface 4502 includes icons 4504-1 and
4504-2 that a user may alternatively select depending on
whether the field player blocked the shot back into play or
out of play.

[0088] FIG. 46 includes an exemplary graphical user inter-
face 4602 that may additionally or alternatively be provided
when the shot is off target and is out of play. The user may
select section 4604 if the shot is off target and out of play.
Additionally or alternatively, the user may indicate where in
relation to the frame of the goal the shot went. In response
to such a selection, system 100 may provide icon 4606 for
display.

[0089] FIG. 47 includes an exemplary graphical user inter-
face 4702 that may additionally or alternatively be provided
when the goalkeeper performs some action with respect to a
shot. As shown in FIG. 47, graphical user interface 4702
includes a plurality of icons 4704 (e.g., icons 4704-1 through
4704-4) representative of actions performed by a goal-
keeper. For example, the user may select icon 4704-2 if the
goalkeeper blocked the shot out of play. Alternatively, the
user can select one of the other icons 4704 to provide further
information about the blocked shot. System 100 may then
record one or more statistics associated with the selections
made by the user with regard to the graphical user interface
flow shown in FIGS. 42-47.

[0090] System 100 may provide one or more recorded
statistics for presentation to the user at any suitable time and
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in any suitable manner. For example, system 100 may
provide one or more graphical user interfaces including
recorded statistics for display during a sporting event (e.g.,
during a timeout, during half time, etc.). Additionally or
alternatively, system 100 may provide one or more graphical
user interfaces including recorded statistics for display after
conclusion of the sporting event.

[0091] FIGS. 48 and 49 include exemplary graphical user
interfaces that present statistics recorded by system 100
based on the user inputs provided by the user during a soccer
match. In particular, FIG. 48 shows an exemplary graphical
user interface 4802 in which team statistics may be repre-
sented. One or more additional or alternative graphical user
interfaces may be provided for display to present passing
statistics for each of a plurality of individual players on a
team, offensive statistics for each of a plurality of individual
players on a team, defensive statistics for each of a plurality
of individual players on a team, work rate statistics for each
of a plurality of individual players on a team, and/or any
other suitable statistics or combination of statistics.

[0092] Additionally or alternatively, one or more graphical
user interfaces may be provided for display to show indi-
vidual passing, offense, defense, and work rate statistics for
a player. In certain examples, such statistics may be pro-
vided in the same view for a single player.

[0093] In certain examples, system 100 may provide one
or more graphical user interfaces that include simplified
summaries with a few key recorded statistics. Such simpli-
fied summaries may be provided for display at any suitable
time. To illustrate, FIG. 49 shows an exemplary graphical
user interface 4902 that may be provided for display by
system 100 prior to beginning the soccer match. In response
to a user selection of the “Record” icon shown in FIG. 49,
system 100 may provide graphical user interface 402 shown
in FIG. 4 for display on display screen 204. As shown in
FIG. 49, graphical user interface 4902 may include a number
of key statistics (e.g., passes, turnovers, and shots) that may
be beneficial to review during and/or after the sporting
event. In the example shown in FIG. 49, areas for four key
statistics are provided (e.g., a score area, a passes area, etc.).
Fewer or more statistics may be provided for display in a
simplified summary in certain implementations.

[0094] In certain examples, system 100 may provide a
recording feature configured to allow a user to record audio
and/or video during the sporting event by way of mobile
computing device 206. Such a recording feature may be
implemented in any suitable manner and may be used to
describe any possible action that may occur during the
sporting event. For example, in any one or all of the
exemplary graphical user interfaces described herein, sys-
tem 100 may provide a dedicated recording icon that the user
may select, in any suitable manner, to initiate a recording. To
illustrate, graphical user interface 1702 shown in FIG. 17
may include a dedicated recording icon (not shown) that
allows the user to make an audio recording that describes
further details about a shot made toward the goal. The user
could select the dedicated recording icon and then say, for
example, “Chaz headed the ball into the upper left corner of
the goal.” In other examples, the user could select the
dedicated recording icon and say one or more of “Jace pass
to Sam,” “Sam pass to Dexter,” “Dexter was tackled,”
“Opponent pass,” etc. System 100 may be configured to
analyze the audio recording using any suitable speech rec-
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ognition technology and record one or more statistics asso-
ciated with the information included in the audio recording.
[0095] FIG. 50 illustrates an exemplary method 5000 for
recording statistics associated with a sporting event. While
FIG. 50 illustrates exemplary operations according to some
embodiments, other embodiments may omit, add to, reorder,
and/or modify any of the operations shown in FIG. 50. One
or more of the operations shown in FIG. 50 may be
performed by system 100 and/or any implementation
thereof.

[0096] In operation 5002, a sporting event statistics
recording system (e.g., system 100) may provide a graphical
user interface for display on a display screen of a mobile
computing device. The graphical user interface may include
an icon representative of a participant in the sporting event.
Operation 5002 may be performed in any of the ways
described herein.

[0097] In operation 5004, the sporting event statistics
recording system may detect a first user input associated
with the icon. Operation 5004 may be performed in any of
the ways described herein.

[0098] In operation 5006, the sporting event statistics
recording system may determine that the first user input is
associated with a first action performed by the participant
during the sporting event. Operation 5006 may be performed
in any of the ways described herein.

[0099] In operation 5008, the sporting event statistics
recording system may record a first statistic for the sporting
event based on the participant represented by the icon and
the first action associated with the first user input associated
with the icon. Operation 5008 may be performed in any of
the ways described herein.

[0100] In operation 5010, the sporting event statistics
recording system may detect a second user input associated
with the icon, the second user input being a different type of
input from the first user input. Operation 5010 may be
performed in any of the ways described herein.

[0101] In operation 5012, the sporting event statistics
recording system may determine that the second user input
is associated with a second action performed during the
sporting event. Operation 5012 may be performed in any of
the ways described herein.

[0102] In operation 5014, the sporting event statistics
recording system may record a second statistic for the
sporting event based on the participant represented by the
icon and the second action associated with the second user
input associated with the icon. Operation 5014 may be
performed in any of the ways described herein.

[0103] FIG. 51 illustrates another exemplary method 5100
for recording statistics associated with a sporting event.
While FIG. 51 illustrates exemplary operations according to
some embodiments, other embodiments may omit, add to,
reorder, and/or modify any of the operations shown in FIG.
51. One or more of the operations shown in FIG. 51 may be
performed by system 100 and/or any implementation
thereof.

[0104] In operation 5102, a sporting event statistics
recording system (e.g., system 100) may provide a graphical
user interface for display on a display screen of a mobile
computing device. The graphical user interface may include
an icon representative of a participant in the sporting event.
Operation 5102 may be performed in any of the ways
described herein.
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[0105] In operation 5104, the sporting event statistics
recording system may detect a first user input associated
with the icon. Operation 5104 may be performed in any of
the ways described herein.

[0106] In operation 5106, the sporting event statistics
recording system may determine that the first user input is
associated with an action performed during the sporting
event. Operation 5106 may be performed in any of the ways
described herein.

[0107] In operation 5108, the sporting event statistics
recording system may determine whether the action per-
formed during the sporting event is performed in a first
sporting event context or a second sporting event context.
Operation 5108 may be performed in any of the ways
described herein.

[0108] In operation 5110, the sporting event statistics
recording system may provide for display a first graphical
user interface flow when the action is performed in the first
sporting event context and a second graphical user interface
flow when the action is performed in the second sporting
event context. Operation 5110 may be performed in any of
the ways described herein.

[0109] In operation 5112, the sporting event statistics
recording system may record at least one statistic for the
sporting event based on a second user input provided during
the sporting event in one of the first graphical user interface
flow and the second graphical user interface flow. Operation
5112 may be performed in any of the ways described herein.
[0110] In certain examples, one or more of the following
concepts may be implemented in conjunction with or as part
of the methods and systems described herein.

[0111] In certain examples, system 100 may use statistics
recorded during a sporting event to provide recognition to
participants of the sporting event and/or to drive interaction
between the participants and/or nonparticipants (e.g., par-
ents, coaches, spectators, etc.). To that end, system 100 may
analyze (e.g., after completion of the sporting event) statis-
tics recorded during the sporting event. Based on the statis-
tics recorded during the sporting event, system 100 may
select a set of participants from a plurality of participants in
the sporting event as being candidates to receive recognition
regarding actions performed during the sporting event. For
example, a first participant may have had more shots on goal
than other participants, a second participant may have made
an important defensive play during the sporting event, a
third participant may have scored a decisive goal, etc.
[0112] System 100 may send information associated with
the set of participants in any suitable manner to a plurality
of additional mobile computing devices (e.g., smart phones
associated with parents, spectators, coaches, etc.). The infor-
mation provided to the plurality of additional mobile com-
puting devices may include a request to vote for one or more
participants included in the set of participants. In addition,
the information may include any other suitable information
associated with the one or more participants and/or their
actions performed during the sporting event. For example,
the information may indicate that the first participant made
the most shots on goal during the sporting event, that the
second participant made an important defensive play, and
that the third participant scored a decisive goal. The users of
the additional mobile computing devices may then vote
either for the first participant, the second participant, or the
third participant as being, for example, the player of the
match. In certain examples, the users of the additional
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mobile computing devices may be given a predefined time
frame in which to provide their vote. For example, after
completion of the sporting event, the participants and/or
nonparticipants may be given 30 minutes to provide their
votes.

[0113] System 100 may receive, from the plurality of
additional mobile computing devices, vote information indi-
cating which of the one or more participants included in the
set of participants have received votes to receive the recog-
nition regarding the actions performed during the sporting
event. System 100 may then send the vote information in
any suitable manner to the participants and/or any other
party (e.g., news outlet, social media platform, etc.) such
that at least some of the participants receive recognition for
their performance during the sporting event.

[0114] In certain examples, it may be desirable to generate
regional rankings of teams to make statistics such as those
described herein more relevant and meaningful. This is
helpful because raw statistics analyzed in isolation without
knowing the general level of play at which they were
generated may not be as helpful or meaningful as they could
be. Accordingly, in certain examples, the systems and meth-
ods described herein may include generating regional team
rankings based on surveys that may be provided to coaches
to evaluate the level of play in a particular region. Such
surveys may include asking coaches to name a top number
(e.g., five) of teams in their market, asking the coaches to
de-dupe team names that have been previously entered by
other coaches, and informing the coaches that, for their
“vote” towards a team to be counted, some specified number
of other coaches must independently agree with their assess-
ment by entering in the same name in the top number of
teams. The top teams in a given region may be determined
by combining the total valid votes and relative team ratings
provided by the coaches in any suitable manner. In certain
examples, a time frame given to coaches to participate in the
survey may be short (e.g., one or two days) to possibly
prevent coaches colluding together and ranking their teams
higher than they should be.

[0115] In certain examples, statistics such as those
described herein may be used for more than just personal
development of players. For example, statistics such as those
described herein may be used for professional scouting
purposes and/or any other purpose other than personal
development. This may provide an incentive for players,
coaches, and/or parents to utilize methods and systems such
as those described herein to generate statistics that do not
accurately reflect what actually occurred during the sporting
event. For example, a parent may intentionally provide
incorrect user inputs during a sporting event to make it seem
like their child had more shots on goal. To prevent this, in
certain examples, the systems and methods described herein
may include providing two or more users at each sporting
event that separately and independently utilize methods and
systems such as those described herein to record statistics
during a sporting event. In certain examples, a test environ-
ment may be used to determine a typical range of inter-user
reliability and time stamp skew between users. In so doing,
the statistics for a given sporting event may be considered as
being more reliable and/or verified.

[0116] In certain examples, the methods and systems
described herein may include developing a player metric
that may be used to rank players from all position types. This
may be accomplished by using the formula for the known
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Shapley value as a starting point. The player metric may
include slicing playing data into equal sized chunks of time
(with each chunk of time containing a “coalition” of players
and a “goals per minute” value), computing the Shapley
value, and continuing to randomly draw and compute the
Shapely value using a known “bootstrap with replacement”
algorithm. The algorithm will converge upon a Shapely
value with a confidence interval for each player.

[0117] In certain examples, embodiments may include
automated input of statistics via video analysis. This may be
accomplished in any suitable manner. For example, a drone
may be used to record video of a sporting event such as a
soccer game. The recorded video may be automatically
uploaded to the cloud using any suitable communications
technology. The uploaded video may then be analyzed with
[ learning to produce robust statistics associated with
the sporting event. Additional videos at different viewpoints
may be taken to provide additional data usable to record
statistics. For example, videos of goal posts may be taken to
provide additional data that may be used for generating
highlight clips from key moments as determined by [ReIamniey
learning.

[0118] In certain embodiments, a timestamp-based recon-
struction of a sporting event may be performed based on
different sets of data generated based on different users
entering inputs during a sporting event. For example, a first
user may utilize an application implementing the methods
described herein to track the players and their actions. A
second user may separately utilize an application imple-
menting the methods described herein to track the location
of actions performed during the sporting event. In a post-
game analysis, the two data sets may be sync’d together in
any suitable manner (e.g., through learning) to
create a unified reconstruction of events that occurred during
the sporting event.

[0119] Additionally or alternatively, a ball or other object
used during the sporting event may include a GPS trans-
mitter that may be used to track the position of the ball or
other object during the sporting event. Using FRETSONY learn-
ing, it may be possible to sync the location of the ball or
other object with the recorded statistics. For example, a
sudden ball velocity and trajectory may be used to infer the
precise time and location of events occurring during the
sporting event instead of relying on the timing that the user
enters a user input, which may lag behind the timing of the
action by some amount of time (e.g., several seconds).
[0120] In certain embodiments, one or more of the statistic
recording operations, features, and/or graphical user inter-
faces may be implemented as a component of a software
program, such as a mobile application. In some examples,
such a software program may provide additional operations,
features, and/or graphical user interfaces including, but not
limited to, elements that may be used by a user of the
software program to sign up as a user with a particular role
(e.g., an administrator, a coach, a parent, etc.), to authenti-
cate to the software program (e.g., to use credentials to sign
in), to set up and manage one or more teams, to set up and
manage one or more events (e.g., games, practices, etc.), to
manage a calendar of events (e.g., a calendar of team
events), to set up and manage user roles or permissions for
a team, to prepare for a sporting event (e.g., selecting a
formation and starting players for a soccer match), to
communicate with interested parties (e.g., by sending noti-
fications to players and parents), to chat with other users of
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the software program (e.g., with members of a team), and to
set up and manage a profile for the user.

[0121] In certain embodiments, one or more of the sys-
tems, components, and/or processes described herein may be
implemented and/or performed by one or more appropriately
configured physical computing devices (e.g., a mobile com-
puting device, a server device, a combination of server and
client computing devices, etc.). To this end, one or more of
the systems and/or components described above may
include or be implemented by any computer hardware
and/or computer-implemented instructions (e.g., software)
embodied on at least one non-transitory computer-readable
medium configured to perform one or more of the processes
described herein. In particular, system components may be
implemented on one physical computing device or may be
implemented on more than one physical computing device.
Accordingly, system components may include any number
of computing devices, and may employ any of a number of
computer operating systems.

[0122] In certain embodiments, one or more of the pro-
cesses described herein may be implemented at least in part
as instructions (e.g., a mobile application) embodied in a
non-transitory computer-readable medium and executable
by one or more computing devices. In general, a processor
(e.g., a microprocessor) receives instructions, from a non-
transitory computer-readable medium, (e.g., a memory,
etc.), and executes those instructions, thereby performing
one or more processes, including one or more of the pro-
cesses described herein. Such instructions may be stored
and/or transmitted using any of a variety of known com-
puter-readable media.

[0123] A computer-readable medium (also referred to as a
processor-readable medium) includes any non-transitory
medium that participates in providing data (e.g., instruc-
tions) that may be read by a computer (e.g., by a processor
of a computer). Such a medium may take many forms,
including, but not limited to, non-volatile media, and/or
volatile media. Non-volatile media may include, for
example, optical or magnetic disks and other persistent
memory. Volatile media may include, for example, dynamic
random access memory (“DRAM”), which typically consti-
tutes a main memory. Common forms of computer-readable
media include, for example, a disk, hard disk, magnetic tape,
any other magnetic medium, a compact disc read-only
memory (“CD-ROM”), a digital video disc (“DVD”), any
other optical medium, random access memory (“RAM”),
programmable read-only memory (“PROM™),
erasable programmable read-only memory (“EPROM”),
FLASH-EEPROM, any other memory chip or cartridge, or
any other tangible medium from which a computer can read.

[0124] FIG. 52 illustrates an exemplary computing device
5200 that may be specifically configured to perform one or
more of the processes described herein. As shown in FIG.
52, computing device 5200 may include a communication
interface 5202, a processor 5204, a storage device 5206, and
an input/output (“I/0””) module 5208 communicatively con-
nected via a communication infrastructure 5210. While an
exemplary computing device 5200 is shown in FIG. 52, the
components illustrated in FIG. 52 are not intended to be
limiting. Additional or alternative components may be used
in other embodiments. Components of computing device
5200 shown in FIG. 52 will now be described in additional
detail.
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[0125] Communication interface 5202 may be configured
to communicate with one or more computing devices.
Examples of communication interface 5202 include, without
limitation, a wired network interface (such as a network
interface card), a wireless network interface (such as a
wireless network interface card), a modem, an audio/video
connection, and any other suitable interface.

[0126] Processor 5204 generally represents any type or
form of processing unit (e.g., a central processing unit)
capable of processing data or interpreting, executing, and/or
directing execution of one or more of the instructions,
processes, and/or operations described herein. Processor
5204 may perform operations by executing computer-ex-
ecutable instructions 5212 (e.g., an application, software,
code, and/or other executable data instance) stored in storage
device 5206.

[0127] Storage device 5206 may include one or more data
storage media, devices, or configurations and may employ
any type, form, and combination of data storage media
and/or device. For example, storage device 5206 may
include, but is not limited to, a hard drive, network drive,
flash drive, magnetic disc, optical disc, RAM, dynamic
RAM, other non-volatile and/or volatile data storage units,
or a combination or sub-combination thereof.
data, including data described herein, may be temporarily
and/or permanently stored in storage device 5206. For
example, data representative of one or more executable
applications 5212 configured to direct processor 5204 to
perform any of the operations described herein may be
stored within storage device 5206. In some examples, data
may be arranged in one or more databases residing within
storage device 5206. The storage facility may further include
any other data as may be used by computing device 5200
and/or system 100 to perform one of more of the operations
described herein.

[0128] I/O module 5208 may include one or more 1/O
modules configured to receive user input and provide user
output. One or more /O modules may be used to receive
input for a single virtual reality experience. I/O module 5208
may include any hardware, firmware, software, or combi-
nation thereof supportive of input and output capabilities.
For example, I/O module 5208 may include hardware and/or
software for capturing user input, including, but not limited
to, a keyboard or keypad, a touchscreen component (e.g.,
touchscreen display), a receiver (e.g., an RF or infrared
receiver), motion sensors, and/or one or more input buttons.

[0129] I/O module 5208 may include one or more devices
for presenting output to a user, including, but not limited to,
a graphics [S5INe, a display (e.g., a display screen), one or
more output drivers (e.g., display drivers), one or more
audio speakers, and one or more audio drivers. In certain
embodiments, [/O module 5208 is configured to provide
graphical data to a display for presentation to a user. The
graphical data may be representative of one or more graphi-
cal user interfaces, such as any of the graphical user inter-
face views described herein, and/or any other graphical
content as may serve a particular implementation. /O mod-
ule 5208 may be omitted from certain implementations.

[0130] In some examples, any of the facilities described
herein may be implemented by or within one or more
components of computing device 5200. For example, one or
more applications 5212 residing within storage device 5206
may be configured to direct processor 5204 to perform one
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or more processes or functions associated with mobile
computing device 202 and/or facilities thereof.

[0131] To the extent the aforementioned embodiments
collect, store, and/or employ personal information provided
by individuals, it should be understood that such information
shall be used in accordance with all applicable laws con-
cerning protection of personal information. Additionally, the
collection, storage, and use of such information may be
subject to consent of the individual to such activity, for
example, through well known “opt-in” or “opt-out” pro-
cesses as may be appropriate for the situation and type of
information. Storage and use of personal information may
be in an appropriately secure manner reflective of the type
of information, for example, through various encryption and
anonymization techniques for particularly sensitive infor-
mation.

[0132] In the preceding description, various exemplary
embodiments have been described with reference to the
accompanying drawings. It will, however, be evident that
various modifications and [SiIaeey may be made thereto, and
additional embodiments may be implemented, without
departing from the scope of the invention as set forth in the
claims that follow. For example, certain features of one
embodiment described herein may be combined with or
substituted for features of another embodiment described
herein. The description and drawings are accordingly to be
regarded in an illustrative rather than a restrictive sense.

What is claimed is:

1. A mobile computing device comprising:

a touch screen display;

a memory storing instructions; and

a processor communicatively connected to the memory

and configured to execute the instructions to:

present a graphical user interface view on the touch
screen display, the graphical user interface view
including an icon representative of a participant in a
sporting event; and

detect a first type of user input or a second type of user
input provided in relation to the icon on the touch
screen display,

wherein:

when the first type of user input is detected in relation
to the icon, the processor is configured to execute the
instructions to record a first statistic based on the
participant represented by the icon and a first action
in the sporting event that is predefined to be associ-
ated with the first type of user input; and

when the second type of user input is detected in
relation to the icon, the processor is configured to
execute the instructions to record a second statistic
based on the participant represented by the icon and
a second action, different from the first action, in the
sporting event that is predefined to be associated
with the second type of user input.

2. The mobile computing device of claim 1, wherein the
first type of user input is a touchscreen tap input in which a
user of the mobile computing device taps the icon repre-
sentative of the participant during the sporting event.

3. The mobile computing device of claim 1, wherein:

the second type of user input is a touchscreen swipe input
in which a user of the mobile computing device swipes
from the icon representative of the participant during
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the sporting event in one of a plurality of predefined
directions on the display screen of the mobile comput-
ing device; and

each direction included in the plurality of predefined

directions corresponds to a different action possibly
performed by the participant during the sporting event.
4. The mobile computing device of claim 1, wherein the
processor is further configured to execute the instructions to:
detect, during the sporting event, a third type of user input
associated with the icon, the third type of user input
being a different type of user input from the first type
of user input and the second type of user input; and

provide, in response to the detecting of the third type of
user input associated with the icon, an additional
graphical user interface for display on the touch screen
display, the additional graphical user interface includ-
ing a plurality of icons, each icon included in the
plurality of icons representative of a further action
possibly associated with the participant during the
sporting event.

5. The mobile computing device of claim 4, wherein the
processor is further configured to execute the instructions to:

detect, during the sporting event, a fourth type of user

input in which a user of the mobile computing device
selects one of the plurality of icons represented in the
additional graphical user interface;

record a third statistic associated with the selected one of

the plurality of icons; and

provide, in response to the selection of the one of the

plurality of icons, the graphical user interface for
display again on the touch screen display.

6. The mobile computing device of claim 4, wherein the
third type of user input is a touchscreen touch-and-hold user
input in which a user of the mobile computing device
touches and holds the icon representative of the participant
for a predetermined amount of time.

7. The mobile computing device of claim 1, wherein the
processor is further configured to execute the instructions to:

determine whether the first action in the sporting event is

performed in a first sporting event context or a second
sporting event context; and

provide, during the sporting event and for display on the

touch screen display, a first graphical user interface
flow when the first action is performed in the first
sporting event context and a second graphical user
interface flow when the first action is performed in the
second sporting event context.

8. The mobile computing device of claim 7, wherein:

the first graphical user interface flow includes a first series

of graphical user interfaces;
graphical user interfaces included in the first series of
graphical user interfaces are provided for display in
sequence on the touch screen display when the first
action is performed in the first sporting event context;

the second graphical user interface flow includes a second
series of graphical user interfaces; and

graphical user interfaces included in the second series of

graphical user interfaces are provided for display in
sequence on the touch screen display when the first
action is performed in the second sporting event con-
text.

9. The mobile computing device of claim 8, wherein:

each graphical user interface included in the first series of

graphical user interfaces is configured to facilitate a
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user of the mobile computing device entering informa-
tion associated with a different statistic associated with
the first action when the first action is performed in the
first sporting event context; and

each graphical user interface included in the second series
of graphical user interfaces is configured to facilitate
the user of the mobile computing device entering
information associated with a different statistic associ-
ated with the first action when the first action is
performed in the second sporting event context.

10. The mobile computing device of claim 1, wherein:

the graphical user interface includes a plurality of icons
representative of a plurality of participants in the sport-
ing event, the icon representative of the participant in
the sporting event being included in the plurality of
icons representative of the plurality of participants in
the sporting event;

the first action performed during the sporting event rep-
resents a in possession from an additional
participant included in the plurality of participants to
the participant;

the icon included in the plurality of icons that is repre-
sentative of the participant is provided with a first
indicator and an additional icon included in the plural-
ity of icons that is representative of the additional
participant is provided with a second indicator;

the second indicator is visually different from the first
indicator; and

the first indicator and the second indicator indicate a path
of possession from the additional participant to the
participant.

11. A method comprising:

providing, by a sporting event statistics recording system
during a sporting event, a graphical user interface for
display on a display screen of a mobile computing
device, the graphical user interface including an icon
representative of a participant in the sporting event;

detecting, by the sporting event statistics recording sys-
tem during the sporting event, a first user input asso-
ciated with the icon;

determining, by the sporting event statistics recording
system during the sporting event, that the first user
input is associated with a first action performed by the
participant during the sporting event;

recording, by the sporting event statistics recording sys-
tem during the sporting event, a first statistic for the
sporting event based on the participant represented by
the icon and the first action associated with the first user
input associated with the icon;

detecting, by the sporting event statistics recording sys-
tem during the sporting event, a second user input
associated with the icon, the second user input being a
different type of input from the first user input;

determining, by the sporting event statistics recording
system during the sporting event, that the second user
input is associated with a second action performed by
the participant during the sporting event; and

recording, by the sporting event statistics recording sys-
tem during the sporting event, a second statistic for the
sporting event based on the participant represented by
the icon and the second action associated with the
second user input associated with the icon.
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12. The method of claim 11, further comprising:
detecting, by the sporting event statistics recording sys-
tem during the sporting event, a third user input asso-
ciated with the icon, the third user input being a
different type of user input from the first user input and
the second user input; and
providing, by the sporting event statistics recording sys-
tem in response to the detecting of the third user input
associated with the icon, an additional graphical user
interface for display on the display screen of the mobile
computing device, the additional graphical user inter-
face including a plurality of icons, each icon included
in the plurality of icons representative of a further
action possibly associated with the participant during
the sporting event.
13. The method of claim 11, further comprising:
providing, by the sporting event statistics recording sys-
tem, an additional graphical user interface for display
on the display screen of the mobile computing device,
the additional graphical user interface including a plu-
rality of difficulty options associated with statistics
entry;
determining, by the sporting event statistics recording
system, that a user of the mobile computing device
selects one of the plurality of difficulty options repre-
sented in the additional graphical user interface; and
adjusting, by the sporting event statistics recording sys-
tem based on the selected one of the plurality of
difficulty options, a difficulty level associated with the
user entering statistics during the sporting event.
14. The method of claim 11, further comprising:
providing, by the sporting event statistics recording sys-
tem, an additional graphical user interface for display
on the display screen of the mobile computing device,
wherein the additional graphical user interface concur-
rently includes
a first plurality of icons representative of participants
currently in play within in the sporting event and
a second plurality of icons representative of partici-
pants that are not currently in play within the sport-
ing event;
detecting, by the sporting event statistics recording sys-
tem, a third user input associated with an icon included
in the first plurality of icons and a fourth user input
associated with an icon included in the second plurality
of icons; and
moving, by the sporting event statistics recording system,
the first icon to the second plurality of icons and the
second icon to the first plurality of icons to indicate that
a participant associated with the second icon has been
substituted for a participant associated with the first
icon.
15. The method of claim 11, further comprising:
analyzing, by the sporting event statistics recording sys-
tem after completion of the sporting event, statistics
recorded during the sporting event;
selecting, by the sporting event statistics recording system
based on the statistics recorded during the sporting
event, a set of participants from a plurality of partici-
pants in the sporting event as being candidates to
receive recognition regarding actions performed during
the sporting event;
sending, by the sporting event statistics recording system,
information associated with the set of participants to a
plurality of additional mobile computing devices, the
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information including a request to vote for one or more
participants included in the set of participants; and

receiving, by the sporting event statistics recording sys-
tem from the plurality of additional mobile computing
devices, vote information indicating which of the one
or more participants included in the set of participants
have received votes to receive the recognition regard-
ing the actions performed during the sporting event.

16. A method comprising:

providing, by a sporting event statistics recording system
during a sporting event, a graphical user interface for
display on a display screen of a mobile computing
device, the graphical user interface including an icon
representative of a participant in the sporting event;

detecting, by the sporting event statistics recording sys-
tem during the sporting event, a first user input asso-
ciated with the icon;

determining, by the sporting event statistics recording
system during the sporting event, that the first user
input is associated with an action performed during the
sporting event;

determining, by the sporting event statistics recording
system during the sporting event, whether the action
performed during the sporting event is performed in a
first sporting event context or a second sporting event
context;

providing, by the sporting event statistics recording sys-
tem during the sporting event and for display on the
display screen of the mobile computing device, a first
graphical user interface flow when the action is per-
formed in the first sporting event context and a second
graphical user interface flow when the action is per-
formed in the second sporting event context; and

recording, by the sporting event statistics recording sys-
tem during the sporting event, at least one statistic for
the sporting event based on a second user input pro-
vided during the sporting event in one of the first
graphical user interface flow and the second graphical
user interface flow.

17. The method of claim 16, wherein:

the first graphical user interface flow includes a first series
of graphical user interfaces;

graphical user interfaces included in the first series of
graphical user interfaces are provided for display in
sequence on the display screen of the mobile comput-
ing device when the action is performed in the first
sporting event context;

the second graphical user interface flow includes a second
series of graphical user interfaces; and

graphical user interfaces included in the second series of
graphical user interfaces are provided for display in
sequence on the display screen of the mobile comput-
ing device when the action is performed in the second
sporting event context.
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18. The method of claim 17, wherein:
each graphical user interface included in the first series of
graphical user interfaces is configured to facilitate a
user of the mobile computing device entering a differ-
ent statistic associated with the action when the action
is performed in the first sporting event context; and
each graphical user interface included in the second series
of graphical user interfaces is configured to facilitate
the user of the mobile computing device entering a
different statistic associated with the action when the
action is performed in the second sporting event con-
text.
19. The method of claim 16, further comprising:
providing, by the sporting event statistics recording sys-
tem, an additional graphical user interface for display
on the display screen of the mobile computing device,
wherein the additional graphical user interface concur-
rently includes
a first plurality of icons representative of participants
currently in play within in the sporting event and
a second plurality of icons representative of partici-
pants that are not currently in play within the sport-
ing event;
detecting, by the sporting event statistics recording sys-
tem, a third user input associated with a first icon
included in the first plurality of icons and a fourth user
input associated with a second icon included in the
second plurality of icons; and
moving, by the sporting event statistics recording system,
the first icon to the second plurality of icons and the
second icon to the first plurality of icons to indicate that
a participant associated with the second icon has been
substituted for a participant associated with the first
icon.
20. The method of claim 16, further comprising:
analyzing, by the sporting event statistics recording sys-
tem after completion of the sporting event, statistics
recorded during the sporting event;
selecting, by the sporting event statistics recording system
based on the statistics recorded during the sporting
event, a set of participants from a plurality of partici-
pants in the sporting event as being candidates to
receive recognition regarding actions performed during
the sporting event;
sending, by the sporting event statistics recording system,
information associated with the set of participants to a
plurality of additional mobile computing devices, the
information including a request to vote for one or more
participants included in the set of participants; and
receiving, by the sporting event statistics recording sys-
tem from the plurality of additional mobile computing
devices, vote information indicating which of the one
or more participants included in the set of participants
have received votes to receive the recognition regard-
ing the actions performed during the sporting event.
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