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(57) ABSTRACT 

An interactive event allows clients to provide feedback to the 
performing artist and/or producers relative to the event being 
observed. Feedback options include shout outs, emotap 
plause, and Voting. Ticket scarcity management system 
adjusts event promotion and ticketed sales methodologies to 
maintain optimal sales conditions for an interactive event. 
Multiple camera angles of an interactive event are simulta 
neously distributed as part of a broadcast to enable Switching 
between cameras by the audience members without interrup 
tion of the presentation of the event. 
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INTERACTIVE LIVE EVENTS 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application is a non-provisional appli 
cation that claims priority and incorporates by reference in its 
entirety provisional U.S. Patent Application No. 61/100,701, 
entitled “Interactive Live Events’ and provisional U.S. Patent 
Application No. 61/100,703 entitled “Interactive Events” and 
provisional U.S. Patent Application No. 61/100,704 entitled 
“Ticket Scarcity Management for Interactive Events” and 
provisional U.S. Patent Application No. 61/100,706 entitled 
“Switching Camera Angles during Interactive Events’ all 
filed on Sep. 26, 2008. 

TECHNICAL FIELD 

0002 Embodiments of the present disclosure generally 
relate to data evaluation, categorization, and presentation. 
More particularly, the embodiments of the present disclosure 
relate to systems which deliver live (events) online via the 
Internet in various media forms and allow both the presenter 
and the observer to interact. 

BACKGROUND 

0003 Attempts to display media on computers date back 
to the earliest days of computing. However, little progress 
was made for several decades, primarily due to the high cost, 
limited capabilities and to a lesser extent compatibilities of 
available computer hardware. Recently consumer-grade per 
Sonal computers have become powerful enough to display 
various types of media, including high quality audio and/or 
Video streams. 

0004 Streaming multimedia represents one method of 
media distribution. In essence streaming multimedia is mul 
timedia that is broadcast by a streaming provider to an end 
user. Generally, the term streaming specifically refers to the 
delivery method of the data rather than to the content. Unfor 
tunately, streaming typically requires tremendous bandwidth 
and/or latency to cache the data locally. Recent advances in 
computer networks combined with powerful home comput 
ers and modern operating systems have made possible, i.e. 
practical and affordable, the near universal distribution of 
streaming media for ordinary consumers. Universal distribu 
tion represents multimedia that is constantly received by, and 
normally presented to, an end-user while it is being delivered 
by a streaming provider. 
0005. A stream of media can be on demand or live. On 
demand streams are stored on a server for a long period of 
time, and are available to be transmitted at a user's request. 
Live streams may still use a server to broadcast the event, but 
are typically only available at one particular time, such as a 
Video stream of a live sporting event, a political debate, edu 
cational lecture, or a concert. Live streams may be edited and 
converted into on demand streams for later content consump 
tion. Current on demand or live streams lose any possibility 
for constructive feedback from the streaming targets. Essen 
tially, live online presentations to large streaming audiences 
generally only provide unidirectional information in a man 
ner that is difficult to facilitate observer participation. On 
demand performances are presented after the fact, preventing 
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the presenter and/or observer(s) from directly altering the 
previously recorded presentation. 

SUMMARY 

0006. In view of the problems in the state of the art, 
embodiments of the invention are based on the technical 
problem of optimizing interactive live events, categorization, 
and presentation in an online environment. While the internet 
already allows many services for one way communication 
and event broadcast, there have been no options for providing 
realtime, two way interactivity between audience members 
and the people creating the event. Systems and methods pre 
sented in this disclosure provide this very type of interactivity 
to create truly compelling live events on the internet. 
0007 Various types of relative feedback options may 
include shout outs, emotapplause, and Voting. Shout outs are 
a text messages sent from the audience members to the per 
formers and audience members. The intent of the shout out is 
for the audience members to be able to send a directed mes 
sage or question to the performers. In addition to the per 
former seeing the message at the performance venue, the 
audience members also see a Subset of the messages, thus 
providing a sense of community among all of the audience 
members. Because the number of audience members could be 
very large for a worldwide internet event, there is no guaran 
tee that all messages will be presented to the performers but 
due to the mechanism of transferring shout out messages, a 
good random sampling of messages from all audience mem 
bers will be presented to both the performers and other audi 
ence members. 
0008 Emotapplause is a mechanism of sending non-ver 
bal communication from the audience members to the per 
formers. By clicking graphical representations of the emot 
applause (Such as clapping hands, a heart, etc) a message is 
sent to a centralized service that aggregates all of the feedback 
from the audience. The performers then see a graphical rep 
resentation of the aggregated feedback. The actual experience 
by the performer changes based on how many audience mem 
bers are using that emotapplause image at that moment, So if 
70% of the audience was clapping and 10% of the audience 
was sending kisses, the visualization might include very large 
clapping hands, or perhaps many clapping hands and a 
Smaller representation of kissing lips. 
0009. One of the best ways to keep an audience engaged in 
an event is to give them some control of how the event 
unfolds. Providing a voting mechanism allows them to decide 
what song is played next, what topic is covered next or the 
audience decision on the outcome of some sporting event or 
any number of other mechanisms for impacting the flow of 
the event based on popular vote. An event producer may use 
the ranked lists generated for the client/user interface in a 
variety of ways including to present audience feedback for a 
candidate or performer and to alter a previously recorded 
presentation for the individual observer. An Event producer, 
candidate, political party or campaign management may 
solicit feedback by an observer(s) according to a variety of 
factors including prior event experience, ability to speak or 
debate on various issues available repertoire from a per 
former, relative quality of received feedback, and real time 
education of audience trends. Producers political parties, and 
or campaign management may also maintain and/or improve 
participant (performer, candidate and/or audience, user, 
observer) satisfaction by reviewing the event rankings. 
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0010. In one embodiment of the present disclosure relates 
to systems, which can deliver, live political meetings online 
via the internet in various media forms and allow both the 
candidate and the observers attending the interactive event to 
interact. 
0011 Presently, candidates can stream a live presentation 
to an audience live or on demand. however, a live and on 
demand system to interact with users allowing the candidate 
to modify the messaging to better address the particular inter 
ests of a specific audience, as a live town hall meeting pro 
vides, have been restricted to telephone callins or email both 
of which gate the amount of interaction to very few partici 
pants. 
0012. One illustrated and described method provides large 
scale, real-time interactivity between distributed audience 
members on the internet and political candidates in an inter 
active event. Multiple types of interaction are possible, 
including direct text communication in the form of shoutouts 
as well as non-verbal communication, Such as Emotapplause, 
that represents real-world feedback mechanisms like 
applause, fists in the air, thumbs up, thumbs down, dollar 
signs, confused faces, peace signs, or angry faces, among 
others. 
0013 Another illustrated and described method would 
allow users or observers to vote on topics that most interest 
them providing real time feedback to a moderator in an inter 
active production center where the candidate is speaking from 
or network operations center connected to the production 
center so that the candidate can be informed in near or real 
time of the audiences reactions to his or her messaging so that 
the candidate can tailor his or her messaging to the topics of 
most concern to the users or observers attending the event 
online. This would be most useful to candidates who want to 
optimize their time with prospective constituents by allowing 
those attending the live event to, in part, fashion the outcome 
or messaging of the event therefore ensuring a a higher prob 
ability of positive engagement with those users by speaking to 
issues that are of high concern to them and getting real time 
feedback as to the positions that the candidate is taking and 
how those positions rank with the online audience. 
0014 Feedback may be generated via a client side module 
to input data on relative engagement quality of the candidates 
speaking ability and or communication skills and relative 
emotional response from the perspective of the observer. 
After receiving input, the rank-value of a particular monitored 
response can be calculated and presented back to the candi 
date. In one embodiment, that ranking can be shown or used 
to sort lists in Some embodiments. Monitored responses may 
include a topic list compiled of proposed social, security, 
health, foreign affairs or any political issues for the candidate 
to consider, subject matter for further discussion, desired 
topics for debate, questions regarding covered material or 
stated positions, and relative emotional responses to the con 
tent currently being presented. These customized lists or rela 
tive feedback of the monitored responses may be used to 
attract additional observers and/or alter the issues of the can 
didate to that audience(s). 
0.015 Yet another illustrated and described method would 
allow the candidate and or their campaign management to 
gate the event online and issue tickets, free and or paid for 
fundraising, locally regionally or nationally and with a set 
capacity. 
0016 Yet another way that an audience member of the 
broadcast controls how the interactive event is presented 
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includes selecting which stream(s) they want to watch of the 
broadcast event. More specifically, multiple camera angles of 
an interactive event are simultaneously transmitted as part of 
a broadcast in the form of multiple synchronized streams of 
audio and/or visual information. The client interface enables 
Switching between cameras to be made by the online audi 
ence members of the broadcast without interruption of the 
presentation of the event. Selection of one of the streams may 
also direct interactive feedback portions generated by the 
selecting audience member towards the selected object/indi 
vidual. Alternatively, interactive feedback generated by the 
audience member may be directed globally to the producers 
of the event and selectively to the performers and other audi 
ence members of the event. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0017 Non-limiting and non-exhaustive exemplary 
embodiments of the present disclosure are described with 
reference to the following drawings in which: 
0018 FIG. 1 illustrates a block diagram view of a portion 
of an interactive client interface of an online interactive event 
environment during presentation of the event in accordance 
with various embodiments of the present disclosure; 
0019 FIG. 2 illustrates a block diagram view of computer 
systems in a multi-client online interactive event environment 
in accordance with at least one embodiment; 
0020 FIG. 3 illustrates a block diagram view of compo 
nents contained in an interactive client system configured in 
accordance with at least one embodiment; 
0021 FIG. 4 illustrates a block diagram view of computer 
systems in an online interactive event environment in accor 
dance with at least one embodiment; 
0022 FIG. 5 illustrates a block/flow diagram view of a 
portion of computer systems to filter feedback in an exem 
plary online interactive event environment in accordance with 
at least one embodiment; 
0023 FIG. 6 illustrates a block/flow diagram view of a 
portion of computer systems in an exemplary online interac 
tive multi-channel event environment in accordance with at 
least one embodiment; 
0024 FIG. 7 illustrates a flow diagram view of a portion of 
a method of operation for interactive event data evaluation, 
categorization, and presentation in accordance with at least 
one embodiment; 
0025 FIG. 8 illustrates a flow diagram view of a method of 
a portion of operation for ticketing data evaluation, categori 
Zation, and promotion for an interactive online event in accor 
dance with at least one embodiment; 
0026 FIG. 9 illustrates a flow diagram view of a method of 
a portion of operation for ticket scarcity data evaluation, 
categorization, and promotion in accordance with various 
embodiments; 
(0027 FIG. 10 illustrates a block/flow diagram view of a 
portion of computer systems to distribute content across mul 
tiple channels in an exemplary online interactive event envi 
ronment in accordance with at least one embodiment; 
(0028 FIGS. 11A and 11B illustrate block diagram views 
of portions of interactive event promoter interfaces during 
establishment of an eventinaccordance with various embodi 
ments of the present disclosure; 
(0029 FIG. 12A-12C illustrate block diagram views of 
portions of user interfaces associated with pre-event ticketing 
in accordance with various embodiments; 
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0030 FIGS. 13A and 13B illustrate block diagram views 
of portions of user interfaces, each generated to market/pro 
mote event ticket sales in accordance with various embodi 
ments; 
0031 FIG. 14A-14D illustrate block diagram views of 
portions of user interfaces configured to entice online audi 
ence participation via virtual interactivity with a live event in 
accordance with various embodiments; and 
0032 FIG. 15 illustrates a block diagram view of a portion 
of an interactive client interface of an online interactive event 
environment for various after party presentations associated 
with an online interactive event in accordance with various 
embodiments of the present disclosure. 

DETAILED DESCRIPTION 

0033. In the following detailed description, reference is 
made to the accompanying drawings which form a parthereof 
wherein like numerals designate like parts throughout, and in 
which are shown, by way of illustration, specific embodi 
ments in which the disclosure may be practiced. It is to be 
understood that other embodiments may be utilized and struc 
tural or logical changes may be made without departing from 
the scope of the present disclosure. Therefore, the following 
detailed description is not to be taken in a limiting sense, and 
the scope of a portion of the present disclosure is defined by 
the appended claims and their equivalents. 
0034. Throughout the specification and claims, the fol 
lowing terms take at least the meanings explicitly associated 
herein, unless the context clearly dictates otherwise. The 
meanings identified below are not intended to limit the terms, 
but merely provide illustrative examples for use of the terms. 
The meaning of “a,” “an and “the may include reference to 
both the singular and the plural. Reference in the specification 
to “one embodiment” or “an embodiment’ means that a par 
ticular feature, structure, or characteristic described in con 
nection with the embodiment is included in at least one 
embodiment of the disclosure. The meaning of “in” may 
include “in” and “on.” The appearances of the phrases “in one 
embodiment' or “in an embodiment in various places in the 
specification do not necessarily all refer to the same embodi 
ment, but it may. The term “connected may mean a direct 
electrical, electro-magnetic, mechanical, logical, or other 
connection between the items connected, without any elec 
trical, mechanical, logical or other intermediary therebe 
tween. The term “coupled can mean a direct connection 
between items, an indirect connection through one or more 
intermediaries, or communication between items in a manner 
that may not constitute a connection. The term “circuit' or 
“circuitry” as used in any embodiment described herein, can 
mean a single component or a plurality of components, active 
and/or passive, discrete or integrated, that are coupled 
together to provide a desired function and may include, for 
example, singly or in any combination, hardwired circuitry, 
programmable circuitry, state machine circuitry, and/or firm 
ware that stores instructions executed by programmable cir 
cuitry. The term “signal can mean at least one current, Volt 
age, charge, data, or other such identifiable quantity. 
0035. In an effort to clarify comparative phrases used in 
the specification and the claims of this disclosure, please note 
that the following phrases take at least the meanings indicated 
and associated herein, unless the context clearly dictates oth 
erwise. The phrase “A/B” means “A or B. The phrase “A 
and/or B' means “(A), (B), or (A and B). The phrase “at least 
one of A, B and C’ means “(A), (B), (C), (A and B), (A and C), 
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(Band C) or (A, B and C)’. The phrase “(A) B means “(AB) 
or (B), that is 'A' is optional. 
0036. In addition, the various embodiments depicted in 
FIG. 2 through FIG. 10 are block diagrams and flow diagrams 
that illustrate in more detail the present invention. The block 
diagrams often illustrate certain embodiments of modules for 
performing various functions of the present invention. In 
general, the represented modules include therein executable 
and operational data for operation within a system as depicted 
in FIG. 2 in accordance with the present invention. The flow 
diagrams are useful in describing a method and/or various 
operations by enabling one skilled in the art to develop pro 
grams, including instructions to carry out the methods on 
Suitably configured computer systems and electronic devices. 
Various operations of the system may be described as mul 
tiple discrete operations in turn, in a manner that may be 
helpful in understanding embodiments of the present inven 
tion; however, the order of description should not be con 
Strued to imply that these operations are order dependent. 
0037. As used herein, the term executable code, or merely 
“executable.” is intended to include any type of computer 
instruction and computer executable code that may be located 
within a memory device and/or transmitted as electronic sig 
nals over a system bus or network. An identified module of 
executable code may, for instance, comprise one or more 
physical or logical blocks of computer instructions which 
may, for instance, be organized as an object, procedure, or 
function. Nevertheless, the executables of an identified mod 
ule need not be located together, but may comprise disparate 
instructions stored in different locations which together com 
prise the module and achieve the purpose stated for the mod 
ule. Indeed, an executable may be a single instruction, or 
many instructions, and may even be distributed over several 
different code segments, among different programs, and 
across several memory devices. Similarly, operational data 
may be identified and illustrated herein within modules, and 
may be embodied in any Suitable form and organized within 
any suitable type of data structure. The operational data may 
be collected as a single data set, or may be distributed over 
different locations including over different storage devices, 
and may at least partially exist merely as electronic signals on 
a system bus or network. 
0038 Referring now to FIG. 1, a block diagram view of a 
portion of an interactive client interface 100 of an online 
interactive event environment is illustrated showing portions 
of the presentation during an interactive event in accordance 
with various embodiments of the present disclosure. The 
illustrated interactive client interface 100 incorporates a vari 
ety of user interfaces 1410, 1420, 1430, and 1440 into the 
event presentation, each of which are discussed and described 
in greater detail in FIGS. 14A, 14B, 14C, and 14D below. 
0039. The interactive client interface 100, in one embodi 
ment, may include a video presentation of the event, and 
audio presentation of the event, or some combination thereof. 
In one embodiment, the video presentation may be individu 
ally selected by audience members. Selection allows the 
event attendee to choose the position of their virtual seat in the 
performance hall. For example, in the illustrated embodiment 
an audience member may have a specialized interest in 
watching the lead singer/drummer/bass, David, or in watch 
ing the entire live mix of the band, Disturbed. In various 
embodiments, the selection of the video presentation may 
include choice of camera angle, perspective, and/or relative 
distance (e.g., Zoom in/out). 
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0040. In addition, the illustrated embodiment also shows 
event sponsorship of the event. Accordingly, this sponsorship 
may be sold in accordance with a variety of advertising 
mechanisms, including but not limited to per event, per song, 
per minute, per impression, or some combination thereof. In 
one embodiment, an event sponsor may present customized 
logos and marketing material targeted for the audience of the 
event. On embodiment provides promotional links on the 
presentation page of event. When clicked, another window 
may open without interrupting the stream. Alternatively, a 
sponsorship link may change the look of the event interface. 
Other more subtle methods of promotion also considered 
within the scope of the disclosure include use of a watermark 
and/or background images and/or desktop/window wallpaper 
of promotional material. 
0041 Referring now to FIG.2 a block diagram of a portion 
of computer systems in a multi-client online interactive event 
environment 200. The environment 200 includes both a vari 
ety of operating systems and a variety of network devices. 
Operating systems within a given environment 200 may 
include, but are not limited to, multiple clients (Event server 
257, Client A 213, Client B 215, and Client C 217) that may 
attach via communication network 240 to a interactive event 
platform 230 using a variety of consumer devices including, 
but not limited to, general purpose computer systems, per 
Sonal digital assistants, digital media players, mobile tele 
phones, video equipment, application specific devices, and 
other digital communication devices. A more detailed 
description of the various operating environments (e.g., 213, 
215, 217, and 257) typically used in the interactive event 
environment 200 are described in greater detail in FIG. 3. A 
performance studio 255 provides event content, such as 
executable code and operational data 220 to the production 
center 253, the servers 257, and/or the persistent storage 259, 
directly and indirectly. 
0042. In one embodiment, the interactive event platform 
230 includes a ticketing management system 260 to promote 
269, sell 263, and admit 266 clients to the event. In one 
embodiment, the ticketing management system 260 evaluates 
the value of an event and artificially establishes ticket sales 
thresholds including size of event and various event promo 
tion thresholds to help determine the type of promotion used 
for an event. 
0043. Events are configured with two parameters, ticket 
limit and scarcity limit. As used herein, the term ticket limit is 
intended to indicate when a predetermined quantity of tickets 
is granted the event/show becomes “sold out' and new tickets 
are not available. In one embodiment the ticket limit may 
include a stage variable limit, which would allow for a show 
to expand, but only after certain sales thresholds have been 
satisfied. As used herein, the term scarcity limit is intended to 
indicate the relative count of remaining tickets to the ticket 
limit after a quantity tickets are granted. In one embodiment, 
promotion messages with the relative event scarcity limit are 
displayed to encourage additional sales. 
0044 FIG. 2 also illustrates at least one computer system 
257 in which executable and operational data 220, operating 
in accordance with various embodiments of the present inven 
tion, may be hosted and transmitted to one or more stations in 
a communication network 240. The communication network 
240 may comprise a local area network (LAN) and/or a wide 
area network (WAN). Each network may be wired, wireless, 
or some combination thereof. The communication network 
240 may also comprise an interconnected system of net 
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works, one particular example of which is the Internet and the 
World Wide Web supported on the Internet. 
0045 Referring now to FIG. 3, a computer system is 
shown for implementing at least one embodiment of the 
invention, the system including a computing device 300 in 
which executable and operational data may be hosted and 
transmitted to one or more interactive stations via a commu 
nication network of the previously described online interac 
tive event environment 200. Computing device 300 may be 
configured as a client, a server, a mobile device, or any other 
computing device that interacts with data in a network based 
collaboration system. 
0046. In a very basic configuration, computing device 300 
typically includes at least one processing unit 320. In one 
embodiment, the processing unit 320 includes at least one 
processor. As such, the term “processor, as used herein, 
should be interpreted to mean an individual processor, firm 
ware logic, reconfigurable logic, a hardware description lan 
guage logic configuration, a state machine, an application 
specific integrated circuit, a processing core co-disposed in an 
integrated circuit package with at least one other processing 
core and/or component, or combinations thereof. 
0047. The processing unit 320 may be operably connected 
to system memory 310. Depending on the exact configuration 
and type of computing device, system memory 310 may be 
non-volatile memory 311 (such as ROM, flash memory, etc.), 
volatile memory 314 (such as RAM), or some combination of 
the two. System memory 310 typically includes Basic Input/ 
Output System (BIOS) firmware code 312, an operating sys 
tem 315, one or more applications 316, and may include 
program modules and data 317. A configuration library 318 
(e.g., registries), which contain code and data to be shared and 
changed in a modular or database fashion to provide services 
to applications 316 and programs 317 is also often included in 
system memory 310. 
0048 Computing device 300 may have additional features 
or functionality. For example, computing device 300 may 
also have a dedicated graphics rendering device. Such as 
video adapter 330 coupled with at least one display monitor 
335. Computing device 300 may also have a variety of human 
input device(s) (HID) 359 such as keyboard, mouse, pen, 
Voice input device, touch input device, and the like. In a 
broader sense, human input device (HID) 359 may also 
include various output devices such as a display monitor 335, 
speakers, printer, and the like. Computing device 300 may 
utilize a variety of ports via port interface 350 to share data 
including wireless ports 353, parallel ports 355, and serial 
ports 357. Each of these port types may include further vari 
eties, for example serial ports may include a Universal Serial 
Bus (USB) port and/or a FireWire/IEEE 1394 port. 
0049. In various embodiments, computing device 300 
may also include a storage drive interface 340 for communi 
cation with additional data storage devices (removable and/or 
non-removable) Such as, for example, magnetic disk drives 
342, optical disk drives 343, hard disk drives 344, tape drives, 
and other storage devices. Such additional storage is illus 
trated in FIG. 3 by removable magnetic storage 341 and 
removable optical storage 349 and non-removable storage 
(hard disk drive 344). 
0050 Computer storage media may include volatile and 
nonvolatile, removable and non-removable media imple 
mented in any method or technology for storage of informa 
tion, such as computer readable instructions, data structures, 
program modules, or other data. System memory 310, remov 
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able storage and non-removable storage are all examples of 
computer storage media. Computer storage media includes, 
but is not limited to, RAM, ROM, EEPROM, flash memory or 
other memory technology, CD-ROM, digital versatile disks 
(DVD) or other optical storage, magnetic cassettes, magnetic 
tape, magnetic disk storage or other magnetic storage devices, 
or any other medium which can be used to store the desired 
information and which can be accessed by computing device 
300. Any such computer storage media may be used to store 
desired information, such as operating system 345, one or 
more applications 346, programs 347, and/or registries and 
configuration libraries 348 accessible to computing device 
3OO. 

0051 Computing device 300 may also contain a commu 
nication connection via port interface 350 and/or network 
interface card 360 that allows the device 300 to communicate 
with other remote computing devices 380, such as over a 
communication network. The communication network may 
comprise a local area network (LAN) and/or a wide area 
network (WAN). Each network may be wired or wireless or 
combination thereof. The communication network may also 
comprise other large Scale networks including, but not limited 
to, intranets and extranets, or combinations thereof. In one 
embodiment the communication network is an intercon 
nected system of networks, one particular example of which 
is the Internet and the World Wide Web supported on the 
Internet. 
0052 A variety of configurations may be used to connect 
the computing device 300 to the remote computing devices 
380. For example, although modem 365 is illustrated as con 
necting to the remote computing device 380, a remote server, 
via a WAN and network interface 360 is illustrated as con 
necting via a LAN, both the network interface 360 and/or the 
modem 365 may just as well be coupled to other large scale 
networks including, but not limited to, a global system of 
interconnected computer networks (internet), various intra 
nets and extranets, or combinations thereof. 
0053. The information transmitted as data across the pre 
viously discussed communication connections are examples 
of communication media. Communication media may typi 
cally be embodied by computer readable instructions, data 
structures, program modules, or other data in a modulated 
data signal. Such as a carrier wave or other transport mecha 
nism, and includes any information delivery media. The term 
"modulated data signal” means a signal that has one or more 
of its characteristics set or changed in Such a manner as to 
encode information in the signal. By way of example, and not 
limitation, communication media includes wired media Such 
as a wired network or direct-wired connection, and wireless 
media Such as acoustic, RF, infrared and other wireless 
media. The term computer readable media as used herein 
includes both storage media and communication media. 
0054 Although many of the examples refer to computing 
devices with a single operating system, file system and con 
figuration library, the concepts, principles, and examples dis 
closed below may be extended to provide interactive event 
functionality across several or many operating systems, file 
systems, and/or configurations libraries (e.g., registries). 
Accordingly, it is contemplated that the principles described 
herein may be applied to these and other computing systems 
and devices, both existing and yet to be developed, using the 
methods and principles disclosed herein. 
0055 Referring now to FIG.4, a block diagram of various 
computer systems in an online interactive event environment 
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400 is shown. Computer systems useful for data evaluation, 
categorization, and presentation of interactive events are 
shown in accordance with various embodiments of the 
present disclosure. The online interactive event environment 
400 includes both a variety of operating environments and a 
variety of network devices. Operating environments within 
the online interactive event environment 400 may include, but 
are not limited to, multiple interactive client endpoints that 
may attach via a communication network, Such as the inter 
net, to a production center and/or one or more performance 
studios. In one embodiment, the production center includes 
network operations and a datacenter. In one embodiment, the 
performance studio includes an event studio, an event data 
base, an event interface, and an interactive display. The pro 
duction center and performance studio may be separately 
connected via a private communication network or via a 
virtual private network across a public communication net 
work, Such as the internet. Additionally, in one embodiment, 
the production center and performance studio may physically 
be located at the same location. 
0056. An interactive client endpoint may represent a vari 
ety of consumer devices including, but not limited to, general 
purpose computer systems, personal digital assistants, digital 
media players, mobile telephones, video equipment, applica 
tion specific devices, and other digital communication 
devices. 

0057 Performance studios provide executable code and 
operational data to the interactive client endpoints, directly 
and indirectly via the production center. Interactive client 
endpoints, in accordance with various embodiments, can be 
visitors of the event website, people who own or purchase a 
ticket, employees of the production company running the web 
site, or any other types of people or device that may partici 
pate in the interactive event. Various multimedia devices may 
be used to upload a rich variety of media information for or 
about an event to the event profile. For example, multiple 
cameras or webcams may be used to collect video images of 
an event, conduct a separate web interviews, and/or provide a 
Video preview of an event. Likewise, multiple microphones 
may be used to collect sound from the event and/or associated 
interviews or advertisements. 

0058. In one embodiment, the audience member at the 
interactive clientendpoint joins an ongoing event and initiates 
interactivity with the event by typing a message, clicking or 
otherwise choosing an emotapplause image. Voting for event 
presentation lists, selecting a camera angle, or some other 
method of indicating the message they would like to send. 
The messages are then sent to a centralized internet web 
service that adds user information about that audience mem 
ber Such as their name, image, location, Source, etc. That 
information is then stored in a central database or data store 
Such that the web service can index, search, log and recall 
each request, or aggregated totals of requests. 
0059 Interactive client applications can then periodically 
issue requests for the current Summary state of the interactiv 
ity information. That information includes a set of recent 
shout out messages and their related metadata, the current 
aggregate information for emotapplause items, current Voting 
topics and voting choices, and any other status information 
that is helpful for the client to be able to process this data. 
Because of the potential quantity of requests coming from 
audience members, various caching mechanisms can be used 
to reduce the overhead spent gathering this information on 
every request. To maintain relevancy it is important that the 
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information sent out to clients be very current, so as to main 
tain the feeling of interactivity at the event. In one embodi 
ment, shout out messages are not allowed to be more than 
about 30 seconds old (time they were sent from audience 
member) and preferably represent the most recent messages 
received by the system. The response to the interactive client 
may be encoded in at least one of a variety of different 
formats, including but not limited to, XML, JSON, CSV, and 
the like. 

0060. In one embodiment, when the interactive audience 
client or performance studio client initially receives the data, 
they present the information to the performers or audience 
members in an appropriate way. For the performers, that may 
be showing the name of the audience member, their image, 
location and the shoutout message itself in an interesting 
animation. Some additional options for emotapplause and 
shoutouts are described below in greater detail with reference 
to FIG. 14A and FIG. 14C. 
0061 Referring now to FIG. 5, a block and flow diagram 
view of a portion of a system 500 configured to filter feedback 
in an exemplary online interactive event environment is illus 
trated in accordance with at least one embodiment. The sys 
tem 500 includes one or more performance studios for pro 
ducing the underlying content for the event, a production 
center to produce and monitor the interactive event, and a 
plurality of interactive client endpoints to generate the inter 
active content associated with the underlying content of the 
event. 

0062 Each of the one or more interactive client endpoints 
are configured to receive the data transmitted from the per 
formance studio and transmit user-generated interactive feed 
back associated with the interactive event back to the produc 
tion center and/or the performance studio. In one 
embodiment, the various multimedia streams received by the 
client include camera captured feedback from performing 
artist and fans in the studio audience. Accordingly, the user 
generated interactive content transmitted by the client may 
include Voting results, shout outs, emotapplause, and other 
feedback Solicited and/or generated from the watching audi 
CCC. 

0063. In various embodiments, the performance studio 
may be a customized interactive studio. Such as a Deep Rock 
Drive certified performance studio or a traditional perfor 
mance studio upgraded with interactive equipment. In one 
embodiment, each performance studio includes at least one 
interactive display to receive interact content, Such as Voting 
results, shout outs, emotapplause, and other feedback from 
the watching audience. 
0064. The at least one production center is configured to 
control a variety of network operations and provide a data 
center for the interactive event. In one embodiment, the pro 
duction center monitors the flow of content to the interactive 
clients to maintain a log of the event and ensure quality 
reception of the content sent to the client. Quality levels may 
be adjusted in a variety of ways including bandwidth throt 
tling, data compression, refresh rate manipulation, and 
adjustment of packet size and/or frequency. In one embodi 
ment, the production center may also receive the content 
transmitted by the interactive client for additional processing, 
including interactive content sampling, filtering, and trans 
formation. 
0065. In one embodiment, content may be filtered prior to 
transmission to the performance studio. Filtered content may 
merely be removed from the feedback stream. Alternatively, 
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filtered content may be replaced with alternative content 
expressing a similar intent, but in a more acceptable manner. 
Another form of filtering includes the relative weighting of 
received responses from the interactive client endpoints. This 
allows the performer to get a feel for the response of the 
audience. It will be appreciated by those of ordinary skill in 
the art and others, that a wide variety of alternate and/or 
equivalent implementations of interactive content filtration 
may be substituted for the specific embodiment offiltering as 
shown. 
0.066 Moreover, the illustrated configuration of the sys 
tem 500 may also include a wide variety of alternate and/or 
equivalent implementations. For example, in at least one 
embodiment, the performance studio and the production cen 
ter may be the same location. Moreover, in at least one 
embodiment, Some of the interactive clients may also be 
co-located at the performance studio and/or the production 
Center. 

0067 Referring now to FIG. 6, a block diagram of various 
computer systems in an online interactive event environment 
600 is shown. Computer systems useful for data evaluation, 
categorization, and presentation of interactive events are 
shown in accordance with various embodiments of the 
present disclosure. The online interactive event environment 
600 includes both a variety of operating environments and a 
variety of network devices. Operating environments within 
the online interactive event environment 600 may include, but 
are not limited to, multiple interactive client endpoints that 
may attach via a communication network, such as the inter 
net, to a production center and/or one or more performance 
studios. The online interactive event environment 600 may 
also include a content distribution network for receiving cam 
era angle requests and transmitting requested audio/visual 
streams. The online interactive event may also transmit other 
interactive data, Such as the camera angle requests to the 
production center and/or the content distribution network. 
0068. In one embodiment, the production center includes 
network operations and a datacenter including a logging pro 
cess for monitoring the event. The production center is con 
figured to transceive audio/visual streams and to receive a 
logging channel of the event. In one embodiment, the perfor 
mance studio includes an event studio, an event database, an 
event interface, and at least one interactive display. In one 
configuration, each channel at a designated bandwidth level 
may be associated with a camera and/oran interactive display. 
In one embodiment, a lower bandwidth stream of the event is 
sampled from the high bandwidth stream of the event to 
reduce the number of cameras necessary. As illustrated, the 
production center and performance studio may be separately 
connected via a private communication network or via a 
virtual private network across a public communication net 
work, Such as the Internet. 
0069. An interactive client endpoint may represent a vari 
ety of consumer devices including, but not limited to, general 
purpose computer systems, personal digital assistants, digital 
media players, mobile telephones, video equipment, applica 
tion specific devices, and other digital communication 
devices. 

0070 Performance studios provide executable code and 
operational data to the interactive client endpoints, directly 
and indirectly via the production center. Interactive client 
endpoints, in accordance with various embodiments, can be 
visitors of the event website. people who own or purchase a 
ticket, employees of the production company running the web 
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site, or any other types of people or device that may partici 
pate in the interactive event. Various multimedia devices may 
be used to upload a rich variety of media information for or 
about an event to the event profile. For example, multiple 
cameras or webcams may be used to collect video images of 
an event, conduct a separate web interviews, and/or provide a 
Video preview of an event. Likewise, multiple microphones 
may be used to collect sound from the event and/or associated 
interviews or advertisements. 

0071. In one embodiment, the audience member at the 
interactive clientendpoint joins an ongoing event and initiates 
interactivity with the event by typing a message, clicking or 
otherwise choosing an emotapplause image. Voting for event 
presentation lists, selecting a camera angle, or some other 
method of indicating the message they would like to send. 
The messages are then sent to a centralized internet web 
service that adds user information about that audience mem 
ber Such as their name, image, location, Source, etc. That 
information is then stored in a central database or data store 
Such that the web service may index, search, log and recall 
each request, or aggregated totals of requests. 
0072 Interactive client applications can then periodically 
issue requests for the current Summary state of the interactiv 
ity information via a logging channel. That information 
includes a set of recent shout out messages and their related 
metadata, the current aggregate information for emotap 
plause items, current Voting topics and Voting choices, and 
any other status information that is helpful for the client to be 
able to process this data. 
0073 Turning now to FIGS. 7-10, methods and various 
operations of the interactive event system, in accordance with 
at least one embodiment, are described in terms offirmware, 
software, and/or hardware with reference to flowcharts and/or 
flow diagrams. More specifically, FIG. 7 is a flow diagram 
view illustrating a portion of a method of operation for inter 
active event data evaluation, categorization, and presentation 
in accordance with at least one embodiment. FIG. 8 is a flow 
diagram view illustrating a method of a portion of operation 
for ticketing data evaluation, categorization, and promotion 
for an interactive online event in accordance with at least one 
embodiment. FIG. 9 is a flow diagram view illustrating a 
portion of a method of operation for ticket Scarcity data evalu 
ation, categorization, management, and event promotion in 
accordance with at least one embodiment. FIG. 10 is a block/ 
flow diagram view illustrating a portion of a method of dis 
tributing content across multiple channels in an online inter 
active event environment including various computer 
systems in accordance with at least one embodiment. 
0074. Describing a method and/or various operations by 
reference to a flowchart enables one skilled in the art to 
develop programs, including instructions to carry out the 
methods on Suitably configured computer systems and elec 
tronic devices. In various embodiments, portions of the 
operations to be performed by an electronic device or com 
puter system may constitute circuits, general purpose proces 
sors (e.g., micro-processors, micro-controllers, an ASIC, or 
digital signal processors (DSPs)), special purpose processors 
(e.g., application specific integrated circuits or ASICs), firm 
ware (e.g., firmware that is used by a processor Such as a 
micro-processor, a micro-controller, and/or a digital signal 
processor), state machines, hardware arrays, reconfigurable 
hardware, and/or software made up of executable instruc 
tions. The executable instructions may be embodied in firm 
ware logic, reconfigurable logic, a hardware description lan 
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guage, a state machine, an application-specific integrated 
circuit (ASIC), or combinations thereof. 
0075 With respect to various embodiments using a soft 
ware implementation (e.g., a hardware simulator), at least one 
of the processors of a suitably configured electronic commu 
nication device, such as a computer, executes the instructions 
from a storage medium. The computer-executable instruc 
tions may be written in a computer programming language or 
executable code. If written in a programming language con 
forming to a recognized standard. Such instructions may be 
executed on a variety of hardware platforms and may inter 
face with a variety of operating systems. Although the various 
embodiments are not described with reference to any particu 
lar programming language, it will be appreciated that a vari 
ety of programming languages may be used to implement the 
teachings of the embodiments as described herein. Further 
more, it is common in the art to speak of software in one form 
or another (e.g., program, procedure, process, application, 
etc.) as taking an action or causing a result. Such expressions 
are merely a shorthand way of saying that execution of the 
Software by a device causes the processor of the computer to 
perform an action or a produce a result. 
0076 Referring now to FIG. 7, a flow diagram view of a 
portion of a method of operation 700 for interactive event data 
evaluation, categorization, and presentation is illustrated in 
accordance with at least one embodiment. Initially the event 
is established in block 710. The established event may include 
information about the performers at the event, size (number of 
available tickets), ticket sales thresholds, anticipated playl 
ists, online location of the event, and other particulars about 
the event. In block 720 tickets or admission codes for the 
event are issued based on event information. 

(0077 Once the event opens in block 730, such as the 
beginning of a performance, the method 700 begins to deter 
mine which interactive clients may have access to the data 
being transmitted. Query block 740 handles this by determin 
ing whether the Soliciting client has ticket or admission code. 
If not then the Soliciting client is encouraged to purchase a 
ticket in block 720. If the client has a ticket, then they are 
allowed into the event in block 750. Upon registering with the 
event coordinators, the interactive client will be allowed to 
receive the event stream in block 760, including at least one 
integrated multimedia audio and video stream from the per 
formance studio. In one embodiment, the integrated multi 
media audio and video stream includes multiple synchro 
nized streams, one for each camera angle. 
(0078 Monitoring block 770 determines whether the event 
has concluded. If not concluded, the method 700 continues to 
accept and process interactive inputs from the interactive 
client, Such as requests to change camera angles 782. Voting 
information 784 including votes regarding upcoming playl 
ists, emotapplause 786, and shout outs 788. If the event has 
concluded, the method 700 directs interactive clients towards 
after party presentations 790 associated with the event, which 
may include post videos 794, post photos 796, post notes 798, 
and other post event offerings. In one embodiment, the post 
videos 794 may include the entire event stream for review of 
the interactive client. In one embodiment, the post photos 796 
may include a collection of images from the event and/or 
publicity shots of the performers at the event. In one embodi 
ment, the post notes 798 may include links to additional 
information about the performers at the event, including 
future concerts that may be available. 
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0079 Referring now to FIG. 8, a flow diagram view of a 
portion of a ticket scarcity management system 800 config 
ured to create, evaluate, and categorize ticketing data and to 
promote an event in accordance with at least one embodi 
ment. Initially the event is established in block 810. The 
established event may include information about the perform 
ers at the event, size (number of available tickets), ticket sales 
thresholds, anticipated playlists. online location of the event, 
and other particulars about the event. In block 820, tickets or 
admission codes for the event are issued based on event 
information. These initial setup activities for an event are 
generally not visible to the public. Portions of interactive 
event promoter user interfaces are illustrated in FIGS. 11A 
and 11B and are described in greater detailed below. 
0080. Ticket sales and/or admission code issuance are 
monitored in block 830 by the ticket scarcity management 
system 800 once the event is available to the public for tickets. 
Portions of an interactive event audience user interface where 
tickets for an event are initially available?on sale to the public 
is illustrated in FIG. 12A and described in greater detail 
below. Once a given scarcity threshold has been reached and 
detected by the ticket scarcity management system 800 in 
query block 840, a corrective action may be taken by either 
the event organizer, promoter, or automatically by the ticket 
scarcity management system 800. For example, if tickets 
have sold too fast or too slow the event size may need to be 
modified in query block 850. If the size of the event is 
increased additional admission codes and/or tickets are 
issued by the ticket scarcity management system 800 in block 
820. In one embodiment, if the size of the event needs to be 
decreased then previously issued but unsold tickets may be 
invalidated and/or deleted to desired levels. Alternatively, if 
the ticket limit has been reached and the event has sold out, 
then sales are redirected in block 860 by the ticket scarcity 
management system 800. An example of this type of redirec 
tion is illustrated in FIG. 12C and is described in greater 
detailed below. 

0081. When a time threshold is reached in query block 840 
the ticket scarcity management system 800 determines 
whether corrective action is necessary. In one embodiment 
this corrective action may include modification of the event 
marketing strategy in query block 870. In one embodiment, 
the modified marketing may include adding extra event pro 
motion in block 880. Extra event promotion may include a 
variety of additional electronic marketing approaches. Such 
as adding a message counter to the user interface, where the 
counter displays the number of remaining tickets available 
before the ticket limit is reached, as illustrated in FIG. 12B 
and described in greater detailed below. In various embodi 
ments, this message counter may be included in a popup/ 
widget on the ticketing interface associated with the event 
and/or within electronic correspondence sent to potential and/ 
or existing audience members. In one embodiment, the public 
does not know what the relative scarcity level is, as they can't 
tell the total size of the available ticket pool. 
0082 In one embodiment, adding the extra event promo 
tion in block 88.0 may include a variety of different marketing 
systems including offering purchasers a "Buy One Get N 
Free” system. One configuration parameter on an event is the 
number of promotion tickets that are associated with each real 
ticket. When this parameter is configured to Zero, promotion 
tickets are disabled. When this parameter is set to a non-zero 
value, N, if a user buys a ticket (e.g., not redeeming an 
admission code for free admittance) they are granted N free 
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tickets to give to their friends, as illustrated in FIG. 13B and 
described in greater detailed below. 
I0083. In one embodiment, the user can invite as many 
friends as they want via a Social network, Such as Facebook. 
com, or via other form of electronic correspondence, to join 
them at the show, as illustrated in FIGS. 12A and 12B 
described in greater detailed below. The first N users that 
respond to the invitations are granted free tickets. The remain 
ing responding users are told they missed out on the free 
ticket, but are then given an offer to purchase a ticket. This 
mechanism is designed to encourage people to invite a bunch 
of their friends to help spread the word of an event virally. 
I0084. Referring now to FIG. 9, a flow diagram view of a 
portion of a method 900 of operation for ticket scarcity data 
evaluation, categorization, and event promotion is shown in 
accordance with at least one embodiment. In block 910, a new 
event is created including configuration of a ticket limit and a 
scarcity limit. As previously described, a ticket limit repre 
sents the number of tickets available for the event and a 
scarcity limit indicates the relative count of remaining tickets 
to the ticket limit. Once the parameters of the event are estab 
lished. the event ticketing status is set to selling. The event is 
then listed for public review and each potential attendee is 
invited to "claim Your Ticket' in block 920. So long as the 
ticket count remains larger than the scarcity limit, promotion 
of the event is limited to indicating the number of publicly 
available tickets as illustrated in block 930. Once it is deter 
mined that the ticket count is greater than or equal to the ticket 
limit, the method 900 indicates that the event is sold out in 
block 940. At this point the administrator may update the 
initial settings of the event, such as increasing the ticket limit 
and the scarcity limit associated with the event in block 950. 
In one embodiment, adjusting the settings of the event repre 
sents an allocation of additional resources by the method900. 
Once these values have been increased, the event may be 
opened again to the public in block 920 as previously 
described. 
I0085. Referring now to FIG. 10, a block/flow diagram 
view of a portion of computer systems 1000 configured to 
distribute content across multiple channels in an exemplary 
online interactive event environment in accordance with at 
least one embodiment. The computer systems 1000 include a 
database of event origination material 1010 (live and/or 
recorded on demand), encoding and transmission stations 
1020, content distribution network 1030, and multiple event 
clients 1040 installed on user media devices. At least one user 
media device having a camera/microphone selector 1050. 
I0086. The event origination material is transmitted as raw 
audio/visual data to multiple encoders and transmitters. 
Encoded and Compressed audio/visual streams are delivered 
from the encoders and transmitters to a content distribution 
network 1030. The content distribution network 1030 distrib 
utes multiple streams including a variety of camera angles of 
the interactive event to multiple event clients 1040 installed 
on user media devices. In one embodiment, event clients 1040 
are able to select a desired stream from the multiple streams 
received from the content distribution network and play the 
selected audio/visual stream. The event client 1040 may be 
deployed on a user personal computer, television, personal 
music player, and/or other multimedia electronic device. 
I0087. In various embodiments, the event client 1040 may 
receive all of the potential streams from the content distribu 
tion network and may be configured to operate in at least one 
of three different modes. The first operational mode including 
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rendering only the selected Stream. In this first mode, only one 
stream is being buffered by the client and the other streams are 
either not buffered or ignored/discarded altogether. When a 
stream-switch request is signaled by the event client, the 
target (new) stream is buffered from scratch and the former 
stream is discarded. 

0088. The second operational mode including receiving 
partial or thumbnail non-selected streams, while receiving 
and rendering the full selected Stream. In this second mode, 
one video and/or audio angle is selected and is considered 
primary, and is fully received and displayed. The other swit 
chable streams are buffered slightly, received and reviewed in 
part or at lower bandwidth, and are displayed as animated 
thumbnails. When a stream switch signal is detected from a 
user camera button, the current primary stream becomes sec 
ondary and is relegated to a thumbnail and the target (new) 
stream is inflated to a fuller size and full bit rate reception. 
0089. The third operational mode including receiving full 
streams of all potential camera/microphone angles. In this 
third mode, all of the potential angles are received in full, 
regardless of how they are rendered. Even if secondary (non 
selected) angles are rendered as thumbnails, the fact that the 
full-bit rate streams are receive and fully buffered results in a 
sense of “instant switching from a client perspective. This 
scenario is generally only used in the most optimistic of 
network conditions with sufficient bandwidth availability. 
0090 Referring now to FIGS. 11A and 11B, block dia 
gram views of portions of interactive event promoter user 
interfaces (1100 and 1110) are illustrated. Each user interface 
may be generated by a ticket scarcity management system 
configured forestablishing event ticketing and corresponding 
ticketing schema in accordance with various embodiments. 
0091. In FIG. 11A, portions of user interface 1100 are 
shown illustrating creation of an event. In one embodiment, 
user interface 1100 includes a variety of query fields request 
ing event information from the promoter/producer. The query 
fields are often event specific, but may in various embodi 
ments include an event name query, an event status request, an 
event start date, an event door opening date, a ticket price, a 
ticket limit, bonus tickets, remaining ticket promotion thresh 
old, event genre, event type, link for Survey of show, and front 
page priority sales and promotion. 
0092. In FIG. 11B, portions of user interface 1110 are 
shown illustrating generation of promotion codes for an 
event. In one embodiment, a scarcity system interacts with a 
promotion code system that generates promotion codes for an 
event. The codes may be created based on criteria established 
during the creation of the event or upon modification by the 
event promoter or other authorized user after creation of the 
event. In the illustrated embodiment, the promotion codes are 
12-digitalphanumeric codes that can be distributed to admit 
people into an event. 
0093. In various embodiments, a promotion code can be 
granted in at least one of three forms. A first type of promotion 
code may work for any user and any event. In one embodi 
ment, this type of promotion code allows a user to log into an 
online interactive event service, select a desired event and 
enter the promotion code to be granted a free ticket. 
0094. A second type of promotion code may work for a 
specific user and any event. In one embodiment, the desig 
nated user is registered and obtains a promotion code of the 
second type which represents free ticket credit that the des 
ignated user can apply to events of their own choosing. 
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0.095 A third type of promotion code may work for a 
specific event and any user. In one embodiment, a user enters 
the promotion code of the third type and is granted a ticket for 
that specific event. Promotion codes of the third type are 
treated differently than the other two types of promotion code 
for the scarcity system. More specifically, when type three 
promotion codes are generated, the ticket scarcity manage 
ment system must count them against the allocated tickets for 
the given event. This is due to the character of the credit being 
extended by the promotion code. Specifically, as the third 
type of promotion code have already been allocated in the 
overall ticket count, tickets can still be redeemed using a type 
three code even for a show that is already sold out. This allows 
promoters to distribute the promotion codes without worry 
ing about potential negative customer experiences as the Vir 
tual seats are held. Alternatively, in one embodiment, the 
promotion code may indicate that the code is valid only so 
long as the event is not yet sold out. This configuration may 
encourage individuals to obtain tickets as soon as possible. 
(0096. Referring now to FIGS. 12A-12C, block diagram 
views of portions of interactive event promoteruser interfaces 
(1230, 1260, and 1290) are illustrated. Each user interface 
may be generated by a ticket scarcity management system 
configured for establishing event ticketing and corresponding 
ticketing schema in accordance with various embodiments. 
(0097. In FIG. 12A, portions of user interface 1230 are 
shown illustrating a countdown Solicitation for an event. The 
countdown solicitation shows the numbers of days, hours, 
minutes, and seconds until admission to the event is allowed. 
In one embodiment, electronic reminders may be sent to 
individuals desiring reminders for the concert. It is to be 
understood that other embodiments may be utilized and struc 
tural or logical changes may be made to the user interface 
without departing from the scope of the present disclosure. 
(0098. In FIG. 12B, portions of user interface 1260 are 
shown illustrating a limited seating Solicitation for an event. 
In one embodiment, an event with a relatively scarce (e.g., 
497 tickets available) seating availability is illustrated in FIG. 
12B. As illustrated, the message counter in the user interface 
displays the number of remaining seats at the event and 
encourages the viewer to claim their seat for the event. In the 
illustrated embodiment, the available seat being offered to the 
user is free, however it is to be understood that other embodi 
ments may be utilized without departing from the scope of the 
present disclosure including the Solicitation, sale, and distri 
bution of tickets for fixed or relative prices. 
(0099. In FIG. 12C, portions of user interface 1290 are 
shown illustrating a sold out event redirection. When an event 
is sold out tickets for admission to the event is no longer 
available, all tickets or admission codes have been distrib 
uted. The user interface 1290 includes a reminder to look for 
other events by the performer. The user interface 1290 also 
Solicits the latecomer to check out other open events. In an 
alternative embodiment a redirection user interface similar to 
1290 may be used for non-ticketed individuals trying to join 
the event once the event is actively playing. If the event is sold 
out, the user might be redirected to other concerts. However, 
if space at the event is still available the user might be redi 
rected to a purchasing user interface that explains the concert 
has already started, but they can purchase admission for the 
remaining time of the event. In one embodiment, the price of 
admission to the event after the start may be prorated based on 
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the anticipated remaining time of the event. Alternatively, 
certain time thresholds might be established to allow indi 
viduals to join the event later. 
0100 Referring now to FIGS. 13A and 13B, block dia 
gram views of portions of interactive event promoter user 
interfaces (1300 and 1350) are illustrated. Eachuser interface 
may be generated by a ticket scarcity management system 
configured forestablishing event ticketing and corresponding 
ticketing schema in accordance with various embodiments. 
0101. In FIG. 13A, portions of user interface 1300 are 
shown illustrating Submission of event promotion codes. 
Once a user has obtained a promotion code for the event, the 
user interface 1300 accepts and verifies the codes. These 
codes may be assigned for a specific concert, artist, presen 
tation, event, and/or series of events. Moreover, the codes 
may have a coupon value or monetary value, which may be 
applied to reduce the purchaser's obligations to the event. 
Alternatively, the promotion codes may also set the ticket 
price. As previously discussed, in the illustrated embodiment, 
the sample promo codes are 12-digitalphanumeric codes that 
can be distributed to admit people into an event for free and/or 
when the event is sold out to the public. In one embodiment, 
these promotion codes may represent reserved or held tickets 
for VIP attendees, radio promotion, front row, friends, family, 
and/or corporate sponsors. 
0102) In FIG. 13B, portions of user interface 1350 are 
shown illustrating a marketing ticket bonus. In the illustrated 
ticket bonus a potential ticket purchaser is offered free admis 
sion for additional friends once they purchase their ticket. 
This and other similar marketing strategies are useful char 
acteristics when the promoter desires to employ non-tradi 
tional ticket distribution for the event. 
0103. It will be appreciated by those of ordinary skill in the 
art and others, that a wide variety of alternate and/or equiva 
lent implementations of extra marketing and promotion 
mechanisms may be substituted for the specific embodiment 
of event promotion as shown. 
0104 Referring now to FIGS. 14A-14D, block diagram 
views of portions of user interfaces (1410, 1420, 1430, 1440) 
are illustrated. Each user interface generated in an interactive 
feedback system configured for compelling live event quality 
via relative interactivity in accordance with various embodi 
mentS. 

0105. In FIG. 14A, portions of user interface 1410 are 
shown illustrating the Solicitation on an interactive client of 
an event attendee to select and transmit emotapplause via an 
emoticon indicative of a current emotional state of the event 
attendee. Emotapplause is a mechanism of sending non-ver 
bal communication from the audience members to the per 
formers. By clicking graphical representations of the emot 
applause (Such as clapping hands, a heart, etc) a message is 
sent to a centralized service that aggregates all of the feedback 
from the audience. The performers then see a graphical rep 
resentation of the aggregated feedback. The actual experience 
by the performer changes based on how many audience mem 
bers are using that emotapplause image at that moment, So if 
70% of the audience was clapping and 10% of the audience 
was sending kisses, the visualization might include very large 
clapping hands, or perhaps many clapping hands and a 
Smaller representation of kissing lips. Other sample emoti 
cons include a lighter, a unity or rock-on fist, a hang-loose or 
horned devil hand sign, a virtual bra, and clapping. It will be 
appreciated by those of ordinary skill in the art and others, that 
a wide variety of alternate and/or equivalent implementations 
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of emotapplause may be substituted for the specific embodi 
ment of emotapplause shown. For example, emotapplause 
messages may be displayed to the performers based on sta 
tistical aggregation of the number of times each emotap 
plause item is clicked by audience members in accordance 
with one embodiment. It may be appreciated by those of 
ordinary skill in the art and others that a variety of algorithms 
may be used to determine the quantity, size and intensity of 
the animation that is presented to the performers. For 
example, if a statistically larger percentage of the audience is 
clicking one icon in the most recent set of data received from 
the interactive clients, the associated animation may be larger 
than the other animations for the less used emotapplause at 
that moment. Alternatively, in one embodiment, if one form 
of emotapplause is trending up in total number of clicks over 
a number of recent requests for data from the service that 
could result in the corresponding animations also growing in 
size, quantity and/or intensity. Similarly, if a trend is down 
ward, the corresponding animations could shrink in size, 
quantity, and/or intensity. In one embodiment, different ani 
mations may be displayed to indicate some Such large mile 
stone has been hit when detected emotapplause images from 
the audience hit a designated milestone in number or a thresh 
old gauging relative intensity of user actions is reached. In 
one embodiment, multiple animations may be shown simul 
taneously, and/or different display surfaces may show differ 
ent sets of animations where the placement of the display 
Surfaces could indicate a higher or lower priority to the per 
former or audience. In one embodiment, animations on the 
audience member's interface could also show similar anima 
tions based on the activity of the overall audience, so they will 
be able to see how active different emotapplause items are. 
Various embodiments enable animations to be overlaid on the 
Video stream to allow audience members to see exactly what 
the performers are seeing. 
0106. In FIG. 14B, portions of user interface 1420 are 
shown illustrating the Solicitation on an interactive client of 
an event attendee to select and transmit a prioritized interac 
tive playlist. One of the best ways to keep an audience 
engaged in an event is to give them some control of how the 
event unfolds. Providing a voting mechanism allows them to 
decide what Song is played next, what topic is covered next or 
the audience decision on the outcome of some sporting event 
or any number of other mechanisms for impacting the flow of 
the event based on popular vote. Voting can be presented as a 
list of choices below some header describing what is currently 
being voted on. Each choice has an option for the audience 
member to make or change their choice. When they make a 
choice, it is sent to the service which tallies the votes and 
provides Summary information in the client data requests. It 
will be appreciated by those of ordinary skill in the art and 
others, that a wide variety of alternate and/or equivalent 
implementations of Voting mechanisms may be substituted 
for the specific embodiment of Voting on a presented playlist 
as shown. For example, the questions to be voted on can be 
sent in real time by an administrator, based on input by the 
performers. In one embodiment, the Voting results can be 
presented in real-time to performers and/or audience mem 
bers. One embodiment allows past ballot results or voting 
history to be saved for later use and review. 
0107. In FIG. 14C, portions of user interface 1430 are 
shown illustrating the Solicitation on an interactive client of 
an event attendee to provide and transmit a virtual shout out to 
the performer. Shout outs are a text messages sent from the 
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audience members to the performers and audience members. 
The intent of the shout out is for the audience members to be 
able to send a directed message or question to the performers. 
In addition to the performer seeing the message at the perfor 
mance venue, the audience members also see a Subset of the 
messages, thus providing a sense of community among all of 
the audience members. Because the number of audience 
members could be very large for a worldwide internet event, 
there is no guarantee that all messages will be presented to the 
performers but due to the mechanism of transferring shout out 
messages, a good random sampling of messages from all 
audience members will be presented to both the performers 
and other audience members. It will be appreciated by those 
of ordinary skill in the art and others, that a wide variety of 
alternate and/or equivalent implementations of selective 
instant messaging mechanisms may be substituted for the 
specific shout out embodiment shown. For example, in one 
embodiment, messages from audience members may be fil 
tered if the same message is sent multiple times in a row to 
prevent 'spamming of messages to the participants. More 
over, messages from audience members may also be filtered 
based on content and length. In one embodiment, the audi 
ence and/or performers may be shielded from inappropriate 
content or specific topics. In one embodiment, a message can 
be filtered if too long to prevent situations where information 
download would be slowed by extra long messages. One 
variation allows long messages to be parsed and resent sepa 
rately, while another throws out long messages. Determining 
which action should be taken may be based in part on the 
content of the message. 
0108. In one embodiment, specific audience members can 
be blocked from sending messages if they are found to be 
consistently sending inappropriate messages and/or "spam 
ming' messages. When messages are blocked, various 
embodiments allow the audience member to still see their 
message as if they were sent, so that they are unaware that 
messages they send have been blocked. 
0109. In one embodiment, messages that are displayed to 
audience member and/or performers are displayed for a rela 
tive period of time related to the length of the message, so that 
longer messages are displayed longer while short messages 
go by faster. This helps audience and/or artist to both read and 
comprehend messages before they disappear. For example, 
messages like "yay take less time to comprehend than more 
complex messages like “That was amazing, what were you 
thinking when you wrote that Song?” In one embodiment, the 
message animations at event location may be overlaid on the 
Video stream to allow audience members to see exactly what 
the performers are seeing. 
0110. In one embodiment, when the incoming content is 
slow, for example from a low attendance event, the client may 
show messages from farther back in time. However, one 
embodiment monitors and limits the length of time that an old 
message may be used to prevent displayed messages from 
seeming out of context due to latency since the message was 
originally sent. 
0111. In FIG. 14D, portions of user interface 1440 are 
shown illustrating the Solicitation on an interactive client of 
an event attendee to select and transmit a desired event pre 
sentation view to the producer. The selection of the video 
presentation may include choice of camera angle, perspec 
tive, and/or relative distance (e.g., Zoom in/out). In the illus 
trated user interface 1440 each of the white buttons represent 
a unique camera and/or microphone pickup of the live event. 
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As illustrated, user interface 1440 includes multiple perspec 
tives and/or camera angles including whole band perspective 
view 1450, guitar camera 1460, drum camera 1470, and key 
boards camera 1480. By clicking on one of the buttons, the 
Video and audio perspective on the performance of the event, 
which is being streamed over the Internet or broadcast, is 
switched to reflect the requested view. The user interface 
1440 also includes a bandwidth selector 1490, where a low 
bandwidth selection results in the client receiving a sampled 
version of the high bandwidth stream. Video presentation 
selection allows the event attendee to choose the position of 
their virtual seat in the performance hall. 
0112 Selectable and switchable camera angles during an 
online or broadcast event give an Internet- or broadcast-based 
audience member direct involvement in dictating what part or 
parts of the event they see at any given moment during the 
event. The viewing and/or listening to an event, either via the 
traditional television medium or via streamed webcasts, was 
previously limited to a single perspective, or vantage point of 
the event. This would normally be either a fixed position 
viewpoint, or a director's cut version of the event where a 
professional production director would dictate which views, 
which were being relayed to the audience based upon the 
director's estimation of the most desirable view at a given 
time. This provided a very limiting experience for fans who 
wanted more involvement in how the event is consumed. 

0113. In contrast, one embodiment calls for multiple cam 
era angles of the interactive event to be simultaneously trans 
mitted as part of the broadcast. The simultaneous distribution 
of multiple synchronized streams of audio and/or visual 
information enables Switching between cameras to occur 
without interruption of the presentation of the event. In one 
embodiment, a performance studio might send out multiple 
synchronized concurrent streams. For example, a perfor 
mance studio might transmit four distinct camera angles, each 
at varying quality levels, such as the illustrated high-band 
width and low-bandwidth encodings. 
0114. In one embodiment, the selection of the camera 
angle of the event may also direct interactive portions gener 
ated by the selecting audience member towards the selected 
object/individual. For example, if an audience member 
selected the drummer then the video presentation would 
Switch to a camera angle for the drummer and emotapplause 
and/or shout outs generated by the audience member would 
also be directed towards the drummer. Alternatively, in one 
embodiment, the interactive content generated by an audi 
ence member is transmitted globally to the producers of the 
event and selectively to the performers and other audience 
members of the event. 

0115 Referring now to FIG. 15, a block diagram view of 
a portion of an interactive client interface 1500 of after party 
presentations associated with an online interactive event envi 
ronment is illustrated in accordance with various embodi 
ments of the present disclosure. The interface 1500 shows 
various after party presentations including links to websites 
associated with the presenter, sponsors, upcoming events, 
topical news, photo and video archives, discussion boards, 
and other information associated with the online interactive 
event. In various embodiments, a playback of the event, such 
as a highlight reel, may also be available at the after party 
interactive client interface 1500. The after event interactive 
client interface 1500 may also include a replay of the event 
retrieved from the “vault” or persistent storage 259 as previ 
ously shown and described above in FIG. 2. 
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0116. The above specification, examples and data provide 
a complete description of the manufacture and use of the 
composition of the invention. Although specific embodi 
ments have been illustrated and described herein, it will be 
appreciated by those of ordinary skill in the art and others, that 
a wide variety of alternate and/or equivalent implementations 
may be substituted for the specific embodiment shown in the 
described without departing from the spirit and scope of the 
present disclosure. This application is intended to cover any 
adaptations or variations of the embodiments discussed 
herein. Therefore, it is manifested and intended that the dis 
closure be limited only by the claims and the equivalence 
thereof. 
What is claimed is: 
1. An interactive event system comprising: 
at least one performance studio having at least one inter 

active display; 
at least one production center for broadcasting an interac 

tive event based on event material received from the 
performance studio; 

an authentication center for regulating audience access to 
the interactive event; 

a solicitation agent for obtaining additional audience mem 
bers to the interactive event; 

at least one interactive client, each client having at least one 
interactive display and configured to generate and trans 
mit event feedback to at least one of the production 
center, the performance studio, other audience clients of 
the interactive event, and/or the interactive client; and 

a media storage center for maintaining a history of the 
interactive event for later broadcast. 

2. The interactive event system as recited in claim 1, 
wherein the at least one production center aggregates event 
feedback from the at least one interactive client and transmits 
aggregated feedback to at least one performance studio. 

3. The audience client as recited in claim 1, wherein the 
media storage center maintains the event feedback. 

4. The audience client as recited in claim 3, wherein the 
stored eventfeedback is synchronized with the event material 
received from the performance studio. 

5. A method for participation in interactive online events, 
comprising: 

upon requesting admittance to an online event, receiving a 
stream of the event from the event performance studio; 

displaying at least a portion of the stream of the event; 
transmitting user initiated feedback messages of an inter 

active client directed to at least one of the event produc 
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tion center, the event performance studio, other audience 
clients of the interactive event, and/or back to the inter 
active client; and 

receiving and displaying an aggregated stream offeedback 
messages of the event from the event performance stu 
dio. 

6. The method as recited in claim 5, further comprising 
requesting admittance to an event from an event production 
center and obtaining a ticket for the event from the event 
production center. 

7. The method as recited in claim 5, further comprises 
receiving multiple streams of an event from an event per 

formance studio; 
selecting a stream from the multiple streams; 
displaying the selected stream of the event for user obser 

Vation; 
transmitting user initiated feedback messages of an inter 

active client directed to at least one of the event produc 
tion center, the event performance studio, other audience 
clients of the interactive event, and/or back to the inter 
active client; and 

receiving and displaying an aggregated stream offeedback 
of the event at the event performance studio. 

8. The method as recited in claim 7, wherein selection of a 
portion of the stream also directs interactive feedback por 
tions generated by the selecting audience member towards the 
selected object/individual. 

9. The method as recited in claim 8, wherein interactive 
content generated by an audience member is transmitted glo 
bally to the producers of the event and selectively to the 
performers and other audience members of the event. 

10. The method as recited in claim 10, wherein selection of 
the stream may include selection of a camera angle of the 
event. 

11. A method for participation in interactive online events, 
comprising: 

establishing event parameters including ticketing limits 
and scarcity limits; 

promoting a ticketed online interactive event; 
monitoring ticket sales for the event; 
upon obtaining a dynamic ticket scarcity threshold, adjust 

ing event parameters to maintain optimal sales condi 
tions; and 

enabling interactive features during the online interactive 
event to ticketed observers. 

c c c c c 


