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Description
BACKGROUND

[0001] Many prior art systems and processes deter-
mine user content preferences based on the user’s prior
viewing pattern and/or history. Typically, content (inter-
changeably referred to herein as a media content event)
presents theme-based visual and audio content to a user
for their enjoyment and/or for informative purposes. Ex-
amples of such theme-based content includes movies,
films, serial programming, sporting events, documenta-
ries, newscasts, religious programs, commercials (typi-
cally of short duration with advertising content), or the
like. Serial programming may present a continuing plot
and/or theme, often with the same cast of actors, in a
sequential episode-by-episode basis thatis available pe-
riodically. Advertisements, commercials or the like may
be interspersed within the media content event. Content
may also be audio only content, such as a song, concert,
commentary, or the like.

[0002] Asiswellknowninthe arts, the user’s prior view-
ing pattern and/or history can be analyzed to identify
characteristics of the content that the user has previously
viewed. Then, a comparison of the identified character-
istics of the prior viewed content may be used to identify
patterns of the user’s viewing habits and/or preferences
such that one or more particular genres of favored con-
tent can be identified. A genre is a category of artistic
composition, as in audio visual content, music or litera-
ture, that is characterized by similarities in form, style,
and/or subject matter. Such identified genre can then be
defined as a user preference for that particular user.
[0003] The benefits of knowing user preferences are
well known. For example, once user-preferred content
that the user has not yet consumed is identified, the user
can be informed about the availability of the identified
user-preferred content. For example, a future scheduled
broadcast of one or more of the identified user-preferred
content can be indicated to the user who may then
choose to view and/or record the content when the con-
tentis broadcast. Some systems may even automatically
configure a user device to record the identified user-pre-
ferred content during the broadcast of the content. Alter-
natively, or additionally, one or more of the identified user-
preferred content may be available on a pay for view
basis, arental, and/or on a premium based service. Here,
the user may decide to pay to view and/or subscribe to
a service to obtain access to the identified user-preferred
content.

[0004] Such prior art systems and processes identify
user preferences based on historical viewing patterns or
activities of the user. That is, the prior art systems and
processes determine user genre preferences based on
"what" content the user has previously consumed (inter-
changeably referred to herein as "viewing" or the like).
[0005] A deficiency in such prior art systems and proc-
esses is that there is a likelihood in failing to identify par-
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ticular content that the user may otherwise be interested
in viewing when that content does not relate to an iden-
tified user genre preference determined from "what" con-
tentthe user has previously consumed. More particularly,
the prior art systems and processes have not determined
"why" the user may prefer such genre-based content.
That is, the user’s personal experiences have not been
taken into account during the determination of the user
preference.

[0006] To illustrate, consider a user who has an iden-
tified user genre preference for action type content (ac-
tion movies, action serial programs, or the like). This par-
ticular identified user genre preference is based upon the
user having previously consumed a plurality of action
genre content. Further, consider situations where the pri-
or art systems and processes have not determined that
the user might like to consume a media content event
associated with aromantic comedy genre (since the user
has not previously viewed, or has only previously viewed
a relatively small number of, romantic drama genre con-
tent). Here, it is very likely that the prior art systems and
processes may fail to identify and recommend a partic-
ular media content event that is classified, atleastin part,
to be a romantic drama genre media content event be-
cause this romantic comedy genre media content event
is not associated with the action genre content that has
been determined to be a user genre preference. Howev-
er, it may be that the user may actually want to consume
this particular media content event even though it is not
one of the user’s genre preferences.

[0007] Further, the particular media content event that
is not recommended may have one or more story ele-
ments that may be of high interest to the user. A story
element is a textual description of a thematic aspect of
the media content event that includes the following com-
ponents: the characters, the setting, the plot, the conflict
and the resolution. Thus, the particular media content
event would not be recommend to the user even though
that particular media content event may have one or more
story elements that are of high interest to the user.
[0008] Accordingly, thereis aneedinthearttoimprove
prior art systems and processes that are limited to iden-
tifying user preferences based on "what" particular con-
tent the user has previously consumed.

SUMMARY

[0009] Media content recommendation systems and
methods are operable to recommend one or more media
content events to a user based on identified changes in
the user’s emotional state during a life event that is ex-
perienced by the user.

[0010] The invention is defined in the independent
claims to which reference is now directed. Preferred fea-
tures are set out in the dependent claims.
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BRIEF DESCRIPTION OF THE DRAWINGS

[0011] Preferred and alternative embodiments are de-
scribed in detail below with reference to the following
drawings:

FIGURE 1 is a block diagram of an embodiment of
the user content preference identification system;
FIGURE 2 is a block diagram of an embodiment of
an emotional state monitor (ESM);

FIGURE 3 is a hypothetical image of a duration of
EEG information provided by an Electroencephalog-
raphy (EEG) sensor;

FIGURE 4 is a block diagram of an example user
content preference identification device; and
FIGURE 5 is a block diagram of an embodiment of
the user content preference identification system
that is operable to control a media device.

DETAILED DESCRIPTION

[0012] FIGURE 1 is a block diagram of an embodiment
of the user content preference identification system 100.
The exemplary user content preference identification
system 100 comprises an emotional state monitor (ESM)
102, a plurality of electronic portal devices 104, and at
least one user content preference identification device
106.

[0013] An exemplary embodiment of the user content
preference identification system 100 identifies at least
one media content event based on the user’s prior view-
ing emotional experiences and/or based on the user’s
past life experiences that elicited a change in the user’s
emotional state. Thatis, embodiments of the user content
preference identification system 100 initially determine
"why" a user may have an emotional preference, emo-
tional dislike, and/or emotional disinterest based on the
user’s past emotional experiences. The user’s emotional
preferences, dislikes, and/or disinterests may be based,
in part, on the user’s emotional experience when viewing
a particular media content event. Alternatively, or addi-
tionally, the user's emotional preferences, dislikes,
and/or disinterests may be determined, in part, based on
the user’s real world life experiences that are associated
with the user’s emotions experienced during a real world
event that they have personally experienced.

[0014] Then, embodiments of the user content prefer-
ence identification system 100 identify one or more user
content preferences, user content dislikes, and/or user
content disinterests based on the user's emotional ex-
periences that define their emotional preferences, dis-
likes, and/or disinterests. Based on the user content pref-
erences, user content dislikes, and/or user content dis-
interests that are determined from the user’s emotional
preferences, dislikes, and/or disinterests, embodiments
of the user content preference identification system 100
then identify one or more media content events that have
one or more characteristics that are related to the cause
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of the user’'s emotional preferences, dislikes, and/or dis-
interests. Preferably, the identified media content events
have not yet been consumed by the user (that is, the
identified media content events have notyetbeen viewed
by the user).

[0015] The identified media content events that may
be of particular interest to the user (based on their deter-
mined emotional content preferences) that the user may
wish to consume are then recommended to the user.
Conversely, one or more of the identified media content
events may be of little to no interest (based on their de-
termined content disinterests), and/or may be disfavored
or disliked by the user (based on their determined content
dislikes). Here, recommendations may optionally identify
media content events that are of little to no interest to, or
even likely to be disliked by, the user. In some implemen-
tations, a combination of a plurality of different user con-
tent preferences, content dislikes, and/or content disin-
terests may be used to identify a particular recommended
media content event.

[0016] The ESM 102 is configured to monitor biomet-
rics of the user (who is wearing the ESM 102). The de-
tected user biometrics indicate a current emotional state
of the user. In an example embodiment, the ESM 102
includes an Electroencephalography (EEG) sensor 108.
EEG is an electrophysiological monitoring method to
record electrical activity of the user’s brain. The EEG sen-
sor 108 is typically noninvasive, with one or more elec-
trodes (not shown) placed along the inner surface of the
ESM 102 so as to be in physical contact with the user’s
scalp. The EEG sensor 108 measures voltage fluctua-
tions resulting from ionic current within the neurons of
the brain. The detected ionic currents are indicative of
the user’s emotional state. Embodiments of the user con-
tent preference identification system 100 are able to iden-
tify event-related changes in the ionic current potentials
based on a spectral analysis of the ionic current content
of the EEG by analyzing, in the frequency domain, the
type of neural oscillations (popularly called "brain
waves") that are observed in EEG signals detected by
the EEG sensor 108. Appropriate manners of determin-
ing emotional states are described in the art and will not
be discussed in further detail. Alternatively, or addition-
ally, other types of biometric sensors may be used to
detect the emotional state of the user. Again, appropriate
manners of determining emotional states using such sen-
sor data are described in the art and will not be discussed
in further detail.

[0017] The ESM 102 further includes at least one im-
age capture device 110 that is oriented in an outward
direction and in alignment with the user’s eyes. The im-
age capture device(s) 110 captures images that corre-
spond to the visual field of view that is currently being
seen by the user. Accordingly, embodiments of the user
content preference identification system 100 are config-
ured to obtain image information that can be used to iden-
tify one or more objects that are in the field of view of the
user’s current vision. Preferably, the image capture de-
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vice 110 is operable to capture real-time video image
data. Alternatively, the image capture device 110 may
capture a series of stillimages (each separated by some
duration).

[0018] In some embodiments, multiple image capture
devices 110 may be used to provide a sufficiently large
field of view for the analysis of the captured image infor-
mation when objects thatthe user has seen are identified.
Alternatively, or additionally, the additional image cap-
ture devices 110 may be used to capture images that are
outside of the field of view of the user, such as behind
the user, above the user, below the user, and/or to the
sides of the user. Some embodiments may employ a 360°
camera or the like. The use of a plurality of differentimage
capture devices 110 oriented in differing directions en-
hances the ability of the user content preference identi-
fication system 100 to more accurately discern objects
that may have elicited a currently detected emotional re-
action from the user, particularly if the objects are not
actually being viewed by the user.

[0019] The information from the EEG sensor 108 and
the captured image information from the image capture
device 110 each include time information that is used to
synchronized the EEG sensor 108 information and the
image capture device 110 information with each other.
For example, a time stamp or the like may be used to
identify a relative time of information acquisition by the
EEG sensor 108 and the image capture device 110. The
time information may optionally indicate real time. Ac-
cordingly, when the user experiences an emotional event
(as indicated from an increased EEG activity level, for
example), objects seen by the user at that same time, or
just before a detectable change in the users’ emotional
state, may be identified from the captured image infor-
mation provided by the image capture device 110. Then,
aninference may be made by the usercontentpreference
identification system 100 that a particular object, when
viewed by the user, is likely to elicit a particular emotional
response from the user.

[0020] The ESM 102 may optionally include at least
one microphone 112. The microphone(s) 112 detects
sounds that are being heard by the user. Accordingly,
embodiments of the user content preference identifica-
tion system 100 can obtain audio information that can be
used to identify one or more sounds in the immediate
vicinity of the user that were heard by the user at that
same time, or just before a detectable change in the us-
ers’ emotional state. Some embodiments may have a
plurality of microphones 112 to detect the sounds that
are being heard by the user. Differences in sound detect-
ed at different ones of microphones 112 may be used to
compute (triangulate) the location and/or direction of the
source of the detected sound. In some embodiments,
one or more of the microphones may be directional mi-
crophones that detect sound in a limited orientation from
the microphone 112 so that the location and/or direction
of the source of the detected sound.

[0021] The audio information from the microphone 112
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may also include time information that is used to syn-
chronized the EEG sensor 108 information and the image
capture device 110 information with the audio information
provided by the microphone 112. For example, a time
stamp or the like may be used to identify a relative time
ofinformation acquisition by the microphone 112 (relative
to the information provided by the EEG sensor 108 and
the image capture device 110). The time information may
optionally indicate real time. Accordingly, when the user
experiences an emotional event (as indicated from an
increased EEG activity level, for example), sounds heard
by the user at that same time may be identified from the
audio information provided by the microphone 112. Then,
aninference may be made by the user content preference
identification system 100 that a particular sound, when
heard by the user, is likely to elicit a particular emotional
response from the user.

[0022] At least one of the portals 104, such as the ex-
ample portal 104a, is communicatively coupled to the
ESM 102. Preferably, a portal 104 is communicatively
coupled to the ESM 102 via a wireless signal 114, such
as aninfrared or radio frequency signal. Alternatively, or
additionally, a wire-based connector may be used to
communicatively couple a portal 104 to the ESM 102.
[0023] The receiving portal 104 is communicatively
coupled to the user content preference identification sys-
tem 100 via a suitable communication network 116. In
some embodiments, a plurality of portals 104 are geo-
graphically distributed about a region of interest that the
user is likely to be located in. The plurality of portals 104
increase the likelihood that the user's ESM 102 is com-
municatively coupled to at least one portal 104 at sub-
stantially all times. In some embodiments, when a plu-
rality of portals 104 are concurrently receiving commu-
nications from the ESM 102, a selected one of the portals
104 communicated the received information to the user
content preference identification device 106. If the user
is moving, wherein a currently communicating portal 104
becomes out of range of the ESM 102, then communi-
cations can be handed off to another receiving ESM 102
(such communication hand off processes are well known
in the arts). That is, the information provided by the ESM
102 can then be received by at least one portal 104 re-
gardless of the user’s current geographic location.
[0024] The information received from the ESM 102
may then communicated from the portal 104 to the user
content preference identification device 106 where an
analysis of the user’s emotional information is processed
such that the user’'s emotional preferences, emotional
dislikes, and/or emotional disinterest is determined. The
portal 104 may be a special purpose device configured
to communicatively couple to one or more ESMs 102.
Alternatively, or additionally, the portal 104 may be a leg-
acy mobile device (such as a smart phones, cellular
phones, notebook computers, laptop computers, person-
al computers, wearable devices, or personal device as-
sistants) a cell tower device of a cellular telephone sys-
tem, an internet WiFi hot spot, a blue tooth receiver, or
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another suitable legacy device or system that enables
the ESM 102 to communicate the user’s emotional state
information, captured image information, and/or detected
audio information to the user content preference identi-
fication device 106.

[0025] In the various embodiments, the user content
preference identification device 106 may concurrently be
communicatively coupled to a plurality of different portals
104, and thus to a plurality of different ESMs 102. Ac-
cordingly, information from a plurality of ESMs 102 being
worn by different users can concurrently provide infor-
mation to the user content preference identification sys-
tem 100 so that a the emotional state of a plurality of
different users are monitored.

[0026] Summarizing, the ESM 102 continuously cap-
tures, in real time, information that is associated with,
and that is indicative of, the user’s current emotional
state. Further, information pertaining to the user’s life ex-
perience is captured by the ESM 102 as image informa-
tion corresponding to what the useris seeing and/or audio
information corresponding to sound that the user is hear-
ing. The information associated with the user’s emotional
state and their life experience is communicated from the
ESM 102 to the portal 104, and then to the user content
preference identification system 100. This information is
analyzed, and over time, the user content preference
identification device 106 learns "why" a user may have
an emotional preference, dislike, and/or disinterest about
a life experience of a real world event and/or a viewed
media content event.

[0027] The user content preference identification sys-
tem 100 may then identify one or more emotional-based
user content preferences, emotional-based user content
dislikes, and/or emotional-based user content disinter-
ests based upon anticipated emotional responses of the
user if that media content event is consumed by the user.
These identified emotional-based content preferences,
dislikes, and/or disinterests are then used to identify one
or more media content events that the user may be in-
formed about. Preferably, the identified media content
events have notyetbeen consumed (viewed) by the user.
The identified media content events may then be indicat-
ed to the user as a recommended media content event
(which may be a recommendation to view if some aspect
of the media content event corresponds to a user’'s emo-
tional preference, a recommendation to not view if some
aspect of the media content event correspondstoa user’'s
emotional dislike, or a recommendation to disregard if
some aspect of the media content event corresponds to
a user’s emotional disinterest).

[0028] Preferably, the recommended media content
events are communicated to an electronic media device
118 with a display. The recommended media content
events can be visually indicated to the user on the display
using any suitable textual format and/or other visual for-
mat. The display may be a component of, or communi-
catively coupled to, smart phones, cellular phones, note-
book computers, laptop computers, personal computers,
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wearable devices, or personal device assistants. Alter-
natively, or additionally, the recommended media con-
tent events are communicated to an electronic media de-
vice 118 thatis communicatively coupled to a media pres-
entation system 120 with a display, wherein the recom-
mended media content events can be indicated to the
user on the display. The recommendations may be com-
municated to the media device 116 via the communica-
tion network 116.

[0029] In response to viewing the recommended me-
dia content events on the display, the user may choose
to consume one or more of the recommended media con-
tent events. That is, the user may choose to view and/or
record one or more of the recommended media content
events(when at least one attribute of the recommended
media content event corresponds to a user's emotional
like). Alternatively, the user may choose to not consume
one or more of the recommended media content events,
particularly when the user content preference identifica-
tion system 100 indicates to the user that they are likely
to dislike the recommended media content events (when
at least one attribute of the recommended media content
event corresponds to a user’s emotional dislike) and/or
are likely to be disinterested in the recommended media
content events (when at least one attribute of the recom-
mended media content event corresponds to a user’s
emotional disinterest).

[0030] Further, embodiments of the user content pref-
erence identification system 100 may optionally indicate
"why" the media content event has been recommended
to the user. That is, supplemental information may be
presented to the user that identifies or describes the pre-
vious and/or anticipated user emotional experiences that
are related to characteristics of a particular recommend-
ed media content event. Thus, the supplemental infor-
mation may assist the user in making a more informed
decision when deciding if they wish to consume (view
and/orrecord) orignore the recommended media content
event

[0031] An example media device 118 may be a set top
box that is configured to receive one or more media con-
tent streams 122 from a content provider. Other non-
limiting examples of media devices 102 include smart
phones, cellular phones, notebook computers, laptop
computers, personal computers, wearable devices, or
personal device assistants (PDAs).

[0032] In some instances, the media device 118 may
be embodied with a portal 104. For example, the illus-
trated media device 118 includes the portal 104b that,
when in proximity to the ESM 102, receives the emotion-
al, image, and audio information being captured by the
ESM 102. The media device 118 may then communicate
the information received from the ESM 102 to the user
content preference identification device 106 via the com-
munication network 116. As another non-limiting exam-
ple, smart phones, cellular phones, notebook computers,
laptop computers, personal computers, wearable devic-
es, or personal device assistants may be used as a portal
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104.

[0033] The communication network 116 is illustrated
as a generic communication system. In one embodiment,
the communication network 116 comprises a cellular tel-
ephone system, such as a radio frequency (RF) wireless
system. Accordingly, the media device 118, a portal 104,
and/or the user content preference identification device
106 may each optionally include a suitable transceiver
to enable wireless communications over the communi-
cation network 116. Alternatively, the communication
network 116 may be a telephony system, the Internet, a
Wi-fisystem, a microwave communication system, a fiber
optics system, anintranet system, a local access network
(LAN) system, an Ethernet system, a cable system, a
radio frequency system, a cellular system, an infrared
system, a satellite system, or a hybrid system comprised
of multiple types of communication media. Additionally,
embodiments of the media device 118, a portal 104,
and/or the user content preference identification device
106 may be implemented to communicate using other
types of communication technologies, such as but not
limited to, digital subscriber loop (DSL), X.25, Internet
Protocol (IP), Ethernet, Integrated Services Digital Net-
work (ISDN) and asynchronous transfer mode (ATM).
Also, embodiments of the media device 118, a portal 104,
and/or the user content preference identification device
106 may be configured to communicate over combination
systems having a plurality of segments which employ
different formats for each segment that employ different
technologies on each segment.

[0034] FIGURE 2is ablock diagram of an embodiment
of an exemplary ESM 102. The ESM 102 comprises a
processor system 202, a user emotional state sensor
108, at least one image capture device 110, at least one
microphone 112, a memory 204, an optional information
buffer 206, an optional transceiver 208, an optional eye
orientation sensor 210, an optional clock 212, and an
optional connector 214. Other embodiments of the ESM
102 may include more components (not shown) and/or
may include fewer components than those shown in FIG-
URE 2.

[0035] Preferably, the components ofthe ESM 102 are
enclosed in a structure or enclosure that is wearable by
the user. In a non-limiting example embodiment, the ESM
102 resembles a pair of glasses that are worn on the
head of the user. Another example may be a helmet-like
device that encloses the user’s head, such as a virtual
reality head set, a head mounted display, or the like. Any
suitable structure or enclosure for the components of the
ESM 102, including multiple enclosures that contain dif-
ferent or common components, may be used by alterna-
tive embodiments of the user content preference identi-
fication system 100. The enclosure of the ESM 102 may
optionally include other components, devices and/or sys-
tems that perform other tasks and functions that are not
related to the user content preference identification sys-
tem 100.

[0036] The EEG sensor 108 includes one or more sen-
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sors that are configured to detect brain wave activity of
the user in real time. The detected brain wave activity is
correlated to the emotional state of the user. Forexample,
if the user enters into an excited state that corresponds
to anticipation, surprise, joy, sadness, disgust, trust, an-
ger, and/or fear, the brain wave activity information pro-
vided by the EEG sensor 108 can be analyzed to ascer-
tain the particular state of the user’'s emotion (anticipa-
tion, surprise, joy, sadness, disgust, trust, anger, and/or
fear) and the degree (amplitude) of the emotion on the
part of the user. Supplemental information, such as an
explicit input by the user, may be used to improve the
determination of the particular emotional state of the us-
er.

[0037] Other embodiments may alternatively, or addi-
tionally, use other types of biometric sensors that sense
various characteristics of the user. Example biometric
sensors may provide information that includes, but is not
limited to, blood pressure information, heart rate infor-
mation, body temperature information, and/or eye pupil
dilation information. Any suitable biometric information
that correlates to the emotional state of the user may be
collected and analyzed by the various embodiments of
the user content preference identification system 100.
Such additional information may improve the accuracy
and reliability of the determined user’s emotional state.
[0038] Some embodiments ofthe ESM 102 include an
eye orientation sensor 210. The eye orientation sensor
210 is an electronic device or system, such as a small
image capture device, that is oriented towards at least
one eye of the user who is wearing the ESM 102. The
eye orientation sensor 210 provides eye orientation in-
formation thatis used to determine the current orientation
of the user’s eye(s). The determined eye orientation can
be used to better locate an object that the user is looking
towards at any given instant in time. For example, if the
user is looking to the left, then objects identified in the
left hand side of the images captured by the image cap-
ture device(s) 110 are likely to be the particular object
that the user was viewing. Similar to the time information
used to coordinate the information provided by the EEG
sensor 108, the image capture device(s) 110 and the
microphone(s) 112, time information is also provided for
the information acquired by the eye orientation sensor
210. Thus, determined eye orientation of the user can be
synchronized with the information provided by the EEG
sensor 108, the image capture device(s) 11, and the mi-
crophone(s) 112. The ESM logic 218 may optionally in-
clude any suitable eye orientation determination logic.
[0039] Timing information is used to synchronize the
information received from the EEG sensor 108 with the
image information received from the image capture de-
vice 110 and the audio information received from the mi-
crophone 112. The timing information may be provided
by the clock 212. Alternatively, one or more of the EEG
sensor 108, the image capture device 110, and/or the
microphone 112 may have their own clock device that
provides timing information. The time information provid-
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ed by the clock 212 may be in real time. Alternatively, or
additionally, the clock information provided by the clock
212 may be a relative indicator that indicates time relative
to the information that is concurrently received from the
image capture device(s) 110, the microphone(s) 112, the
EEG sensor 108 and/or the eye orientation sensor 210.
[0040] Time information received from the clock 212
may be incorporated directly into the emotional state in-
formation received from the EEG sensor 108. The time
information is used to identify the time of an identifiable
emotional state of the user and/or the time that the user’s
emotional state has changed. Time information received
from the clock 212 may also be directly incorporated into
the captured image information that is received from the
image capture device 110. The time information is used
to identify the time of capture of portions of the video,
and/or the time of capture of individual still images or
image frames of a video. Alternatively, or additionally,
time information received from the clock 212 may be di-
rectly incorporated into the audio information provided
by the microphone 112. Accordingly, when the emotional
state information, the captured image information, and
the detected audio information is analyzed by embodi-
ments of the user content preference identification sys-
tem 100, the information can be synchronized together
so that the real life experience of the user may be iden-
tified with a higher degree of accuracy and reliability.
[0041] Alternatively, the time information may be
saved concurrently with corresponding portions of the
received information from the image capture device(s)
110, the microphone(s) 112, the EEG sensor 108 and/or
the eye orientation sensor 210. For example, a relational
database approach may be used to define time bins or
the like that concurrently stores received portions of the
information from the image capture device(s) 110, the
microphone(s) 112, the EEG sensor 108 and/or the eye
orientation sensor 210, wherein the time information pro-
vided by the clock 212 identifies the time associated with
the bin. Any suitable time correlation process may be
used by the various embodiments so that the information
received from the image capture device(s) 110, the mi-
crophone(s) 112, the EEG sensor 108 and/or the eye
orientation sensor 210 can be synchronized together.
[0042] In some embodiments, the information buffer
206 receives and stores information from the image cap-
ture device(s) 110, the microphone(s) 112, the EEG sen-
sor 108, the eye orientation sensor 210, and/or other bi-
ometric sensors. Here, the acquired information is tem-
porarily stored (interchangeably referred to herein as be-
ing buffered or buffering) into the information buffer 206
for at least a predefined duration.

[0043] One skilled inthe art appreciates that life events
that affect the user's emotional state are likely to be ex-
perienced prior to the occurrence of a change in the us-
er's emotional state. For example, if the user becomes
frightened, "whatever life event" that caused the user to
become frightened necessarily had to occur prior to the
time that the user experienced their frightened emotional
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state. To illustrate, assume that a loud, brief and unex-
pected noise occurs in close proximity to the user. The
user was most likely not in a frightened emotional state
prior to the occurrence of the loud and brief noise. Fur-
ther, at the precise instant in time of the occurrence of
the loud and brief noise, the user was most likely not in
a frightened emotional state. Only after the occurrence
of the loud and brief noise does the user enter into the
frightened emotional state because some duration of
time is required for the user to audibly hear and discern
the noise, and then react to their hearing of the noise.
That is, the user becomes frightened only after hearing
the loud and brief noise. This duration (time delay) be-
tween the occurrence of an event experienced by the
user (visual, tactile and/or auditory) and the onset of a
change in the user's emotional state is defined herein as
a perception time delay.

[0044] Because of this inherent perception time delay
in "whatever" life event that elicits an emotional state in
the user, the information provided by the image capture
device 110 and/or the microphone 112 must be available
to the user content preference identification system 100
so that the cause of the user’'s emotional state can be
determined. Accordingly, in embodiments that include
the information buffer 206, information provided by the
image capture device(s) 110, the microphone(s) 112,
and/or the EEG sensor 108 are buffered (temporarily
stored) into the information buffer 206. The stored infor-
mation is retained for at least some predefined duration.
Any suitable memory medium now known or later devel-
oped may be used to buffer the received information for
some temporary duration.

[0045] In such embodiments that include the informa-
tion buffer 206, the processor system 202 (executing the
ESM logic 216 that has been retrieved from the memory
204) monitors the emotional information (the detected
brain wave activity) received from the EEG sensor 108.
When a significant change in the user’s emotional state
is detected (as indicated by a significant change in the
detected brain wave activity of the user), the processor
system notes the time of the occurrence of the change
in the emotional state of the user. Then a duration of time
can be defined that encompasses the time of the occur-
rence of the change in the emotional state of the user (a
time before and a time after the time of the occurrence
of the change in the emotional state of the user). This
determined duration (defined by the determined before
and after times) is used by the processor to retrieve a
corresponding duration of buffered information from the
EEG sensor 108, the image capture device(s) 110, the
microphone(s) 112 that has been stored in the informa-
tion buffer 206.

[0046] In some embodiments that omit the information
buffer 206, the information from the image capture de-
vice(s) 110, the microphone(s) 112, and/or the EEG sen-
sor 108 are communicated fromthe ESM 102 to the portal
104 in real time. The information is then communicated
to the user content preference identification device 106.
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The received information is then buffered or is otherwise
temporarily stored by the user content preference iden-
tification device 106. Alternatively, or additionally, the re-
ceived information from the ESM 102 may be stored for
alonger duration, and even stored permanently, in a per-
sistent memory medium at the user content preference
identification device 106 or at another suitable memory
system or device.

[0047] The ESM 102 preferably includes a transceiver
208 that communicatively couples the ESM 102 with at
least one portal 104. In the various embodiments, trans-
ceiver 208 is a communication device or system config-
ured toreceive and transmitradio frequency (RF) signals.
It is appreciated that any suitable transceiver device or
system may be used, and that the transceiver 208 may
have a variety of components therein which are not de-
scribed or illustrated herein for brevity. For example, but
not limited to, the transceiver 208 may include as com-
ponents a receiver and a transmitter device or system.
Further, such components themselves may be separate
devices or systems. Alternatively, or additionally, the
ESM 102 may include a wire-based connector 214 that
enables the ESM 102 to communicatively couple to a
portal 104 using a wire type connector (not shown).
[0048] The ESM logic 218 includes communication
logic that enables the ESM 102 to communicatively cou-
pled to a plurality of different types of portals 104 using
different communication formats via the transceiver 208
and/or the connector 214. In some situations, the user
may select a particular portal 104 that the ESM 102 will
be communicatively coupled to. For example, the ESM
may be an augmented reality device that has been com-
municatively coupled to a media device 118 (having the
portal 104b) via a view wire-based connector (using the
connector 214), or via a wireless signal (using the trans-
ceiver208). The ESM logic 218 may at other times enable
the ESM 102 to wirelessly connect to a portal 104 that is
configured to communicate over a cellular communica-
tion network 116. The ESM logic 218 may further include
logic that automatically searches for one or more avail-
able portals 104, identify and select a preferred portal
104, and then establish a communication link 114 to that
selected portal 104.

[0049] FIGURE 3 is a hypothetical image of a stream
of EEG information 302 provided by the EEG sensor 108.
Here, each of the brain wave lines 304 corresponds to
an output of one of the sensors of the EEG sensor 108.
Time isillustrated and is referenced from the earliest time
being at the right hand side of the EEG information 302.
[0050] One skilled in the art appreciates that for the
earlier first duration 306, the user was likely in a relatively
relaxed and/or stable emotional state, as evidenced by
the relatively flat brain wave lines 304 during that duration
306. During the later second duration 308, one skilled in
the art appreciates that the user has likely transitioned
into a relatively higher state of emotion, as evidenced by
the relatively large and numerous spikes in the brain
wave lines 304 during that duration 308 (interchangeably
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referred to herein as the emotional response duration
308).

[0051] Further, one skilled in the art appreciates that
because of the inherent perception time delay corre-
sponding to the time or duration required to realize the
change of emotional state of a user after the occurrence
of the life event (or stimulus) that cause the change in
emotional state, that it is likely that during the duration
310, no particular event occurred that would initiate a
change in the user's emotional state (since the change
in emotional state is not apparent during the immediately
following later duration 312). Rather, one skilled in the
art appreciates that some particular life event initially
started to occur during the duration 312 (interchangeably
referred to herein as a life event occurrence duration 312)
that initiated the change in the user’s emotional state (as
evidenced during the increased activity of the brain wave
lines 304 occurring during the later duration 308). The
life event occurring during the duration 312 may last any
duration, and may or may not end prior to the detected
change in the user’s emotional state.

[0052] Inthe various embodiments, a duration 312 that
immediately precedes an increase in activity of the brain
wave lines 304 determinable for the duration 308 (that is
associated with a change in the user’s emotional state)
is predefined. The predefined duration 312 is defined so
that the initial occurrence of the life event is highly likely
to have been initiated at some point in time within the
duration 312. The predefined duration 312 may be spec-
ified by the operators of the user content preference iden-
tification system 100 during the initial configuration of the
ESM 102, though the predefined duration 312 may be
changed at any suitable later time. For example, a dura-
tion of ten seconds, thirty seconds, a minute, two minutes,
several minutes or any other suitable predefined duration
may be used for the predefined duration 312.

[0053] In response to identifying and/or detecting the
initiation of a change in the user’s emotional state (during
the later occurring duration 308), the information previ-
ously acquired by the EEG sensor 108, the image capture
device(s) 110, the microphone(s) 112, and/or the eye
orientation sensor 210 (and the associated time, such as
provided from the clock 212) begins to be accessed for
detailed analysis. As described herein, the information
was initially saved into the information buffer 206 and/or
was streamed out to the user content preference identi-
fication device 106 as the information was being ac-
quired.

[0054] The buffered information is saved until the brain
wave activity lines 304 tend to show that the user is no
longer experiencing a change in their emotions, such as
at the end of the duration 308. At the end of the duration
308, the brain wave lines return to arelatively flat or stable
level, as illustrated during the duration 316. The start of
the duration immediately follows the end of the duration
308. In an example embodiment, the duration 308 may
be a variable duration that is based on its start and con-
cluding with the start of the duration 316. Alternatively,
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the duration 308 may be a predefined duration that is
likely to have captured all of, or substantially all of, the
user’s emotional state change as indicated by the in-
creased activity in the brain wave lines 304.

[0055] Here, embodiments of the user content prefer-
ence identification system 100 will have saved informa-
tion acquired from the EEG sensor 108, the image cap-
ture device(s) 110, the microphone(s) 112, and/or the
eye orientation sensor 210 during the duration 314, in-
terchangeably referred to herein as the life event duration
314. The duration 314 corresponds to the sum of the
predefined duration 312 and the duration 308 character-
ized by the higher level of brain wave activity.

[0056] Accordingly, the information acquired by the
EEG sensor 108, the image capture device(s) 110, the
microphone(s) 112, and/or the eye orientation sensor
210 (and the associated time information, such as pro-
vided from the clock 212) is accessed from the start of
the duration 312 to the end of the duration 308. That is,
the information acquired during the duration 314 is ac-
cessed and then saved for detailed analysis.

[0057] A threshold-based system may be used by
some embodiments to analyze the brain wave lines 304
to identify the onset (start) of an emotional state change
and the end of an emotional state change. When the level
of activity of a brain wave line 304 exceeds the value of
an onset brain wave activity threshold 318, then embod-
iments of the user content preference identification sys-
tem 100 determine that the onset of an emotional state
change is occurring. In some embodiments, a predefined
number of the plurality of brain wave lines 304 must ex-
hibit an increase in the activity levels over the onset
threshold value 318 before the user content preference
identification system 100 determines that an onset of an
emotional state change has occurred. Any suitable
number of brain wave lines 304 may be defined to deter-
mine the onset of the emotional state change.

[0058] Depending upon the physical location of the
particular EEG sensor that acquires information that gen-
erates a particular brain wave line 304, those particular
brain wave lines 304 may be given a greater weighting
factor and/oraloweronsetthreshold value 318 toindicate
that these brain line waves 304 are more likely to be
indicative of an onset of an emotional state of the user.
For example, one skilled in the art understands that par-
ticular regions of the human brain are associated with
different functions. Those regions of the human brain are
known to be associated with emotions, and such regions
may be relatively close to a particular EEG sensor (such
that that particular EEG sensor picks up changes in brain
activity inthatregion of the human brain). The information
acquired by a sensor in close proximity to the area of the
brain associated with emotions may be given more im-
portance (via a greater weighting and/or a lower onset
threshold 318) in the determination of a change (onset)
in the emotional state of the user. In contrast, some re-
gions of the human brain are known to be associated
with motor functions (which, presumably, are not as rel-
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evant to emotions). Accordingly, information acquired by
a sensor in close proximity to those areas of the brain
that are associated with motor functions may be given
less importance (via a lower weighting and/or a higher
onset threshold 318) in the determination of a change in
the emotional state of the user.

[0059] The end of the duration 308 (corresponding to
an end in the change of the user’s emotional state) may
be similarly determined by another predefined threshold
320. When the value of movement in the brain wave lines
304 drops below the value of the threshold 320. Since
after the end of the duration 308, the brain wave lines
304 (or at least tome predefined number of brain wave
lines 304) have returned to a relatively flat or stable level
thatis less than the threshold 320, the end of the duration
308 is then identifiable by embodiments of the user con-
tent preference identification system 100. When deter-
mining the end of the emotional event, embodiments may
use different weighting and/or thresholds 320 for partic-
ular ones of the brain wave lines 304.

[0060] One skilled in the art appreciates that the
amount of data corresponding to the information acquired
by the ESM 102 that has been stored in the information
buffer 206 is ultimately limited by the storage capacity of
the memory medium of the information buffer 206. At
some point in time after the buffering of the acquired in-
formation into the information buffer 2086, if no life event
has been detected (based on an activity change in the
brain wave lines 304), then the earlier acquired informa-
tion may be overwritten, deleted, erased or otherwise
discarded. For example, if no significant change in the
brain wave lines 304 during the duration 308 is detected
(indicating that the user's emotional state has not
changed), at the conclusion of the duration 314, there is
no need to further buffer or save the information (inter-
changeably referred to herein as stale data or stale in-
formation) for that duration 314.

[0061] Accordingly, embodiments of the ESM 102 are
configured to receive a specification that defines a dura-
tion 316 that, in the event no significant activity of the
brain wave lines 304 indicates a potential occurrence
and/or onset of a change in the user’s emotional state,
the stale information for that duration 310 is overwritten
with newer data, is erased, is deleted, or is otherwise
discarded. In an example embodiment, the duration 316
is predefined based on a sum of the amount of time that
is needed to reliably identify the onset of a change in the
user's emotional state based on analysis of the activity
of the brain wave lines 304 occurring during the duration
308. A margin of time may be added when defining the
duration 316 to ensure that relevant information is not
inadvertently overwritten, erased, deleted or discarded
from the information buffer 206.

[0062] In an alternative embodiment, if no significant
activity is detected in the brain wave lines 304 that indi-
cates a potential occurrence and/or onset of a change in
the user's emotional state, then the stale data corre-
sponding to the end of the duration 308 (or data that has



17 EP 3 494 873 A1 18

a time shortly after the end for the duration 310 by some
predefined duration) is overwritten, is erased, is deleted
or is otherwise discarded. The overwriting, erasing, de-
leting or discarding of old stale data may occur as new
data is received from the ESM 102. For example, as a
bit of new data is received from the ESM 102, the oldest
corresponding bit of data may be overwritten, erased,
deleted or discarded from the information buffer 206.
[0063] FIGURE 3alsoconceptuallyillustrates a stream
of image information 318 captured by an image capture
device 110 and a corresponding stream of audio infor-
mation 320 acquired by a microphone 112 of the ESM
102. One skilled in the art appreciates that the illustrated
streams of information are time-wise synchronized with
each other and with the streams of the EEG information
302 having a plurality of brain wave lines 304 as de-
scribed herein.

[0064] Inresponse to determining the occurrence (on-
set) of a change in the user’s emotional state (at the start
of the duration 308), and the resultant determination of
the start time and end time of the duration 314, embod-
iments of the user content preference identification sys-
tem 100 pick out or otherwise access the portions of the
streaming information associated with the duration 314.
The accessed information is then saved for detailed anal-
ysis. The detailed analysis of the information acquired
from the EEG sensor 108, the image capture device(s)
110, the microphone(s) 112, and/or the eye orientation
sensor 210 (and the associated time, such as provided
from the clock 212) during the duration 314 enables the
user content preference identification system 100 to iden-
tify the cause (interchangeably referred to herein as the
life event) that precipitated the change in the user’s emo-
tional state (as evidenced by the increased activity of the
brain wave lines 304 during the duration 308).

[0065] Presumably, the life event which initiated the
change in the user’'s emotional state occurred some-
where during the duration 314, and more particularly, dur-
ing the duration 312. If the life event, at least in part, was
the user viewing a particular object, then an image of the
object will likely be included somewhere in the stream of
image information 322 captured by at least one of the
image capture devices 110 of the ESM 102. Alternatively,
or additionally, any sounds heard by the user that may
have initiated the change in the user’'s emotional state
will have been recorded in the audio stream 324. In some
situations, both objects seen by the user and sounds
heard by the user may have precipitated the change in
the user’s emotional state. Accordingly, such objects and
sounds may be identified from the information saved dur-
ing the duration 314.

[0066] Summarizing, the information acquisition proc-
ess associated with a change in the user’s emotion state
begins with the detection of an onset or occurrence of a
change in activity levels of the brain wave lines 304 ac-
quired by the EEG sensors 108. Then, the duration 314
is defined (as the sum of the duration 308 and the pre-
defined duration 312). Next, the portions of the buffered
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or stored streams of information acquired by the EEG
sensor 108, the image capture device(s) 110, the micro-
phone(s) 112, and/or the eye orientation sensor 210 dur-
ing the duration 312 are accessed and then saved for
detailed analysis. The detailed analysis will result in the
identification of viewed objects or heard sounds that likely
initiated the change in the user’s emotional state.
[0067] To conceptually illustrate how the user content
preference identification system 100 may identify "why"
the user’'s emotional state has changed (based on the
identification of viewed objects or heard sounds that likely
initiated the change in the user’s emotional state), con-
sider the hypothetical situation where the user’s child-
hood friend has grown to become a notoriously well know
and famous football player. One skilled in the art appre-
ciates that when the user watches their friend make a
game score, whether while watching their friend in person
during a live game (referred to herein as a real life event
or real life experience) or while watching their friend in a
televised game (referred to herein as a content life event
or a content life experience), the user will most likely feel
a degree of increased emotional joy and/or satisfaction
when their friend scores during the game. Here, this in-
creased emotion of joy and/or satisfaction will be detect-
able from an analysis of the brain wave lines 304 acquired
while the user is watching their friend’s performance dur-
ing the game.

[0068] At this juncture in the process performed by the
user content preference identification system 100, it is
assumed that there is no prior knowledge that the indi-
vidual (here, the football player) is a close personal friend
of the user. Embodiments of the user content preference
identification system 100 will learn about the user’s
friend, will learn that the user experiences a higher de-
gree of joy and satisfaction (user emotions) when watch-
ing their friend perform in a game, and will then construct
an emotional statement with searchable keywords that
include the identity of the friend. Using the searchable
keywords in the emotional statement identifying the
friend, embodiments will then search media content
events to identify games where their friend may be seen,
and then recommend the identified media content events
to the user.

[0069] For example, once the identity of the friend is
known, the friend may be a player in a televised college
football game. Here, the emotional statement will include
searchable keywords that include the friend’s name
and/or the team name that the friend is a member of.
Legacy prior art contentrecommendation systems based
onuser’s viewing history would not be able to recommend
the televised college game to the user because there will
be no learned knowledge about the user's emotional ex-
periences (such as learning that the user enjoys watching
their friend perform in a game). Later, the player may
become a professional football player. Embodiments of
the user content preference identification system 100 will
be able to identify televised games (based on the team
names and/or player rosters for the named teams) where
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the user’'sfriendis a player, and recommend the televised
game to the user.

[0070] At some point, the user’s friend may be a par-
ticipant in and/or be the topic of a segment of a news
cast program or a documentary program. Embodiments
of the user content preference identification system 100
will be able to identify such news cast programs or doc-
umentary programs where the user’s friend is a subject
and/or participant (based on summary information de-
scribing topics and/or participants in the news cast pro-
grams or documentary programs), and recommend
these media content events to the user.

[0071] As yet another example, the friend of the user
may become an actor in a movie. Embodiments of the
user content preference identification system 100 will be
able to identify such a movie (based on summary infor-
mation about the movie that includes the names of the
actors in the movie) where the user’s friend is an actor,
and then recommend the movie to the user. Legacy prior
artcontentrecommendation systems based on user pref-
erences determined from historical viewing patterns of
the user would never be able to recommend such content
to the user because there will be no learned knowledge
about "why" the user may want to consume that content
(because the experience an increased level of joy watch-
ing their friend).

[0072] Returning to FIGURE 3, the stream of image
information 322 is conceptually illustrated as a series of
serially sequenced video image frames 326. Each video
image frame 326 has image data or information that is
used torender and present a particularimage of the video
captured by the image capture device 110. The video
image frames 326 are serially presentable so as to create
a moving picture (video).

[0073] To identify an object that may be associated
with the change in the user's emotional state, inter-
changeably referred to herein as a candidate object, im-
age frames 326 of the stream of image information 322
over the duration 314 are selected, picked or are other
accessed so that the image data of the selected frame
is analyzed to identify images of objects included in that
selected image frame 328. Preferably, an image frame
328 that resides within the duration 312 is picked for anal-
ysis. The selected image frame 328 is analyzed using
any suitable object recognition process or algorithm now
known or later developed to identify objects shown in the
selected image frame 328.

[0074] One skilled in the art appreciates that it is highly
likely that a plurality of different objects will be identified
from a selected image frame 328. Some of the identified
objects will be candidate objects that may have caused
the change in the user’s emotional state. Other identified
objects will likely not be associated with the change in
the user’s emotional state. Embodiments of the user con-
tent preference identification system 100 are configured
to identify particular objects and their associated charac-
teristics. Some of the identified objects may be known to
potentially be the cause of the change in the user’'s emo-
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tional state. These particular objects may then be desig-
nated as candidate objects. Other identified objects may
be known to not cause a change in the user’s emotional
state, and may then be disregarded for further analysis
as to determining the actual source of the change in the
user’s emotional state.

[0075] Images of each identified candidate object, re-
ferred to herein as candidate object images, are then
saved. Thus, each candidate object image is a smaller
portion of the analyzed image frame. As a plurality of
image frames 326 are selected and any physical objects
in those image frames are identified, many of the identi-
fied objects from a series of selected image frames 326
will be of the same object. Other objects may be identified
in only one of the image frames 326, or in a relatively few
number of the image frames 326. One skilled in the art
appreciates that since the orientation of the image cap-
ture device 110 that acquired the stream of image infor-
mation 322 corresponds to the viewing direction of the
user, that when a large number of image frames 326
each contain an image of a particular object (or plurality
of identified objects), then itis highly likely that the user’s
attention was direct towards that particular object (or plu-
rality of identified objects).

[0076] In view that multiple candidate objects may be
identified from the image frames 326, the object images
of the identified particular candidate object (or plurality
of identified candidate objects) are saved for later pres-
entation to the user. One or more representative candi-
date objectimages will be selected for presentation. The
user will then be asked to identify which of the candidate
objects were the source of their recollected change in
emotional state. Further, the user may be asked to de-
scribe their changed emotional state. Alternatively, or ad-
ditionally, the user may be presented the image frames
326 (as still images and/or as a video) and then asked
to identify the objects that caused a change in their emo-
tional state.

[0077] Returning to the hypothetical example of the us-
er’s personal close friend who is a football player, one
skilled in the art understands that the stream of image
information 322 was captured while the user was watch-
ing their friend playing in the game. Since the stream of
image information was acquired by the image capture
device 110 of the ESM 102, it is understood that the user
would have been watching a live game or a televised
game (a media content event). Regardless of what the
user was viewing (the live game or the televised game),
an image of their friend will be included in many of the
image frames 326 that are within the duration 314.
[0078] For example, the video image frame 328 is se-
lected and is used to generate the image that includes
the image of the football player 330 who is the friend of
the user. Here, a portion 332 (an area of space) of the
image frame 328 has an image of the football player 330.
The image data from the portion 332 is selected and an
object image 334 that includes the football player 330 is
generated there from, and is then saved as a candidate
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object image 332 by embodiments of the user content
preference identification system 100.

[0079] Atthisjuncture,oneskilledinthe artappreciates
thatthe user content preference identification system 100
has not yet identified any particular identifiable objects
as being the source of the change in the user’'s emotional
state. Further, it is highly likely that a plurality of other
object images will be generated of other identifiable ob-
jects that are visible in the analyzed image frames 326.
For example, other players, referees, and/or bystanders
may be identified. Structural objects, such a bleachers
or goals, may be identified. Particular actions may also
be identified from a series of analyzed image frames 326,
such a game score or other important activity. However,
at this juncture, embodiments of the user content prefer-
ence identification system 100 require additional infor-
mation to determine which of the particular identified ob-
jects are associated with the actual source that initiated
the change in the user’s emotional state.

[0080] Insomeembodiments, the informationacquired
from the eye orientation sensor 210 may facilitate iden-
tification of candidate objects that are likely sources of
the change in the user’s emotional state. The information
about the orientation of the user’s eyes may be used to
define a particular region in the analyzed image frames
328 that the user’s attention was directed towards. That
is, the eye orientation sensor 210 may be used to identify
a particular relevant area of an analyzed image frame
328. Objects that are identified which are outside of the
identified area of the user’s viewing direction may be dis-
regarded as being candidate objects. Objects that are
identified which are within the identified area of the user’s
viewing direction may be designated as being candidate
objects

[0081] Additionally, or alternatively, sounds in the au-
dio information acquired by the microphone 112 is simi-
larly analyzed to identify one or more sounds that were
heard by the user. The identified sounds may also be the
source of, or part of the source of, the change in the user’'s
emotional state. Audio clips 336 containing the candidate
sound are generated from the audio stream 324 acquired
during the duration 314 and are saved as candidate audio
sounds. However, at this juncture, embodiments of the
user content preference identification system 100 require
additional information to determine which of the particular
identified sounds are associated with the actual source
that initiated the change in the user’s emotional state.
[0082] Further analysis of the brain wave lines 304 ac-
quired by the EEG sensor 108 allow embodiments of the
user content preference identification system 100 to iden-
tify particular emotional states of the user. More particu-
larly, analysis of the frequency and phases of the neural
oscillations of the plurality of brain wave lines 304 can
provide an index of the dynamic interaction between
brain regions involved in emotion perception. Any suita-
ble methodology of analyzing EEG acquired information
now known orlater developed may be used by the various
embodiments of the user content preference identifica-
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tion system 100 to identify particular emotions of the user.
[0083] In example embodiments, eight different emo-
tions are identified from the acquired EEG information
302. The eightemotional states are anticipation, surprise,
joy, sadness, disgust, trust, anger and fear. Further, the
change in the user’'s emotional state may be viewed in
terms of a range of emotions. Ranges of emotion include
anticipation vs. surprise, joy vs. sadness, disgust vs.
trust, and anger vs. fear. Although identification of other
emotions is possible, these eight emotions are particu-
larly useful is ultimately determining the user’s emotional
preferences, dislikes, and/or disinterests for content.
[0084] Anticipation is defined as an emotional feeling
of excitement about some event that is going to happen,
or is likely to happen, in the near future. Surprise is de-
fined as an emotional feeling of wonder, astonishment,
or amazement, as a result of experiencing an event that
was unanticipated or that occurred unexpectedly. Joy is
defined as an emotional feeling of emotion evoked by
well-being, success, good fortune, or by the prospect of
possessing what one desires. Sadness is defined as an
emotional feeling characterized by feelings of disadvan-
tage, loss, despair, grief, helplessness, disappointment
and sorrow. Disgust is defined as an emotional feeling
of revulsion or profound disapproval aroused by some-
thing unpleasant or offensive. Trust is defined as an emo-
tional feeling that someone is good and honest and will
not harm you, or that someone or something may be
relied upon. Anger is defined as an emotional feeling
characterized by a strong feeling of annoyance, displeas-
ure, or hostility. Fear is defined as an emotional feeling
of an unpleasant anticipation or awareness of danger,
pain, and/or harm. Other embodiments may use fewer
than the eight identified emotions, more than the eight
identified emotions, and/or different emotions.

[0085] As time progresses, for a particular user, em-
bodiments of the user content preference identification
system 100 generate an emotional database that in-
cludes the acquired identified emotion events (where the
emotional event is associated with one of the eight emo-
tions: anticipation, surprise, joy, sadness, disgust, trust,
anger and fear), identified candidate objects (and infor-
mation to access stored candidate object images) and
identified candidate sounds that may be the source of
the change in the user’'s emotional state, and whether
the acquired change in the user's emotional state oc-
curred as aresult of the user experiencing a real life event
(interchangeably referred to herein as a real life experi-
ence), or, was the result of the user viewing a particular
media content event (referred to herein as a content life
experience or content life event). Further, magnitude or
value information may be saved for each emotional event
that is indicative of the degree of emotion that the user
experience during the emotional event (as determined
from the magnitude of change in the acquired brain wave
lines 304). In an example embodiment, the emotional
database may be visually presented to an observer using
a matrix format (referred to herein as an emotion matrix).
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[0086] For each emotional event, the information will
include any associated emotions of anticipation, sur-
prise, joy, sadness, disgust, trust, anger and/or fear. For
each emotional event, at least one candidate object (and
more likely a plurality of candidate objects) and/or a can-
didate sound (or a plurality of candidate sounds) will be
associated with each emotional event. After a sufficient
number of emotional events have been accumulated,
embodiments may learn which objects and/or sounds are
associated with particular emotions. That is, embodi-
ments of the user content preference identification sys-
tem 100 are able to correlate viewed objects and/or heard
sounds with particular changes in emotional states.
[0087] Returning tothe hypothetical example of the us-
er’s friend who has become a notorious football player,
it is likely that over time the emotional database for the
user will have a plurality of emotional events pertaining
to the user’s friend. Some life events, such as their friend
scoring a game point or performing particularly well dur-
ing a particular game play, may elicit an increase in the
emotions of joy, anticipation, and/or surprise. Alternative-
ly, if there is an accident that involves their friend, the
user may experience an increase in anticipation, sur-
prise, sadness, fear, and/or anger. Regardless of the
change in emotional state of the user during the game,
or over a series of games performed over time, embod-
iments of the user content preference identification sys-
tem 100 will "learn" that the user’s friend is associated
with a change in the user’'s emotional state.

[0088] As noted herein, embodiments of the user con-
tent preference identification system 100 interact with the
user at some point(s) in time to obtain user feedback
regarding their particular experienced emotional states
and to obtain an explanation of "why" the experienced
their emotions. Embodiments will query the user about
particular life events, ask them to recall the experience,
identify their emotions that they were feeling during the
life event, and then identify the viewed objects and/or
heard sounds that precipitated their change in emotional
state.

[0089] Returningtothe hypothetical example of the us-
er’s friend who is a football player, embodiments of the
user content preference identification system 100 will
presentto the user the candidate image objects identified
from the captured images acquired by the image capture
devices(s) 110, and/or present sounds acquired by the
microphone(s) 112. The user will be asked to recall their
emotional experience during the life event, and theniden-
tify one or more candidate objects and/or sounds that
were the cause of the change in their emotional state.
Here, the user would identify their friend shown in the
candidate objectimages. Further, the user may be asked
to identify the pertinent candidate object. Here, the user
may say or provide suitable input that identifies the name
of their friend.

[0090] Other candidate objects not associated with the
change in the user’s emotional state will be identified by
the user as not being relevant to the change in their emo-
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tional state. These candidate objects can then be known
to be objects that will not likely elicit an emotional change
in the user.

[0091] Similarly, sounds may or may not precipitate
and/or contribute to the change in the user’s emotional
state. In such cases, embodiments of the user content
preference identification system 100 "learn" that some
sounds are not likely to elicit an emotional response from
the user. On the other hand, the recorded sounds pre-
sented to the user may cause the user to indicate that
these sounds are associated with their change in emo-
tions. For example, the playing of the user’s national an-
them or team song during the game may cause the user
to experience the emotion of joy and/or satisfaction. The
user may indicates such in response to a query from the
user content preference identification system 100, and
then the user content preference identification system
100 would "learn" that this particular music will likely elicit
an emotional response from the user.

[0092] Alternatively, the user may have experienced
no particular emotional change because of the playing
of the national anthem and/or team song. Such indiffer-
ence may be indicated by the user. (Rather, the user may
have experienced an emotion caused by viewing their
friend who was, coincidentally, viewed while the national
anthem and/or team song was being played.) Thus, em-
bodiments of the user content preference identification
system 100 would "learn" that the user is likely indifferent
to the playing of this particular music.

[0093] Once embodiments of the user content prefer-
ence identification system 100 have identified a particular
object and/or sound that is likely to elicit an emotion from
the user, an emotional statement is defined. The emo-
tional statement is a textual phrase that identifies the ob-
ject and/or sound with particularity. That is, the emotional
statement includes a textual description of the identified
object(s) and/or sound(s) The emotional statement is as-
sociated with one or more emotions and/or may option-
ally include a textual characterization or description of
the emotional state of the user. The emotional statement,
in some embodiments, is referred to as a "whyse" state-
ment. The term "whyse" is a combination of the two terms
"why" and "wise" that indicates that the emotional state-
ment is learned in an intelligent or wise manner that re-
lates to why a user is likely to have an emotional response
to a particular object and/or sound.

[0094] FIGURE 4 is a block diagram of an example
user content preference identification device 106. The
example user content preference identification device
106 comprises one or more processor systems 402, a
memory 404, a transceiver/connector 406, an optional
information buffer 408, and a user emotional database
410.

[0095] The memory404 may be any suitable persistent
memory medium or memory storage device that com-
prises regions for storing various logic modules. The logic
modules, when executed by the processor system 402,
perform the various functions and operations of the user
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content preference identification device 106. The logic
modules include the emotional state monitor (ESM) in-
formation receiving logic 412, the emotional state change
determination logic 414, the image frame selection logic
416, the object identification logic 418, the user query
logic 420, the emotional statement generation logic 422,
the content identification logic 424, and the content rec-
ommendation logic 426. Other logic modules (not de-
scribed) may also reside in memory 404. The logic mod-
ules 412-426 are illustrated and described as separate
logic modules in an example embodiment. However, the
logic modules 412-426 may be integrated with each oth-
er, and/or may be integrated other logic modules that
perform other functions. Further, one or more of the logic
modules 412-426 may reside in separate memory medi-
ums. Additionally, one or more of the logic modules
412-426 may be concurrently executed by multiple proc-
essor systems 402.

[0096] Theuseremotionaldatabase410is a persistent
memory medium that stores various information about
each user. In example embodiments, the user emotional
database 410 is implemented as a relational database
using portions of the memory medium that have been
uniquely associated with each individual user. For exam-
ple, the user 1 information 428-1 is associated with a first
user and the user information 428-2 is associated with a
second user. It is appreciated by one skilled in the art
that information for any number of user may be stored in
the user emotional database 410.

[0097] The information contents for each user, such
as for the exemplary ith user that has been stored in the
user i information 428-i, includes the user's emotional
experiences matrix 430, the user’s emotional statements
432, recommended content 434, and a user identifier
436. The identifier 436 is any suitable identifier that
uniquely identifies the user, such as a name, and ad-
dress, an account number, or other suitable unique per-
sonal identifier.

[0098] The emotional experiences matrix 430 stores
information for each life experience that is identified from
the information provided by the ESM 102 being worn by
the identified user. After a sufficient amount of time of
monitoring a particular user, user informationfrom alarge
number of life experiences for that particular user will be
accumulated and will be stored in the emotional experi-
ences matrix 430 for that user.

[0099] For each life experience for the identified user,
the user’'s emotional experiences matrix 430 stores in-
formation identifying the particular emotion experienced
by the user. The identified emotion (for example, but not
limited to, anticipation, surprise, joy, sadness, disgust,
trust, anger, and/or fear) is stored in the emotion 438
portion of the emotional experiences matrix 430. As not-
ed herein, the user’s particular emotion may be deter-
mined from an analysis of the user’s brain waves 304
(FIGURE 3) acquired from the ESM 102 (FIGURE 1).
[0100] The RL/Content experience 440 is information
thatidentifies whether the life experience occurred in real
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life (RL) or occurred while viewing (consuming) a media
content event (denoted as a content life experience or a
content life event). These emotional change events or
experiences are generically referred to herein as life
events or life experiences, respectively.

[0101] One or more object images 334 are generated
from the analysis of the image information acquired by
the image capture device(s) 110 of the ESM 102 for a
particular real life event (a sub-type of a life event). As
noted herein, the object images 334 are generated in
response to determining that there has been a potential
occurrence and/or onset of a change in the user's emo-
tional state based on the analysis of the brain wave lines
304 during the duration 308. Generated object images
334 are stored in the user’s emotional experiences matrix
430. Further, one or more audio clips 336 acquired by
the microphone(s) 112 may be stored in the user’s emo-
tional experiences matrix 430 for the same real life event.
[0102] In some embodiments, the user emotional da-
tabase 410 may employ a plurality of different memory
mediums that store the user information for the plurality
of different users. Such multiple memory mediums may
be located locally at the user content preference identi-
fication device 106. Alternatively, or additionally, the mul-
tiple memory mediums may be distributed remotely from
the user content preference identification device 106. In
some embodiments, one or more remotely located mem-
ory mediums that store the user information of the user
emotional database 410 may be configured to be com-
municatively coupled with a plurality of different user con-
tent preference identification devices 106. A working en-
vironment having the implemented user content prefer-
ence identification system 100 is anticipated to have
thousands, or even hundreds of thousands, of different
users. Accordingly, a distributed emotional database 410
system and a plurality of user content preference identi-
fication devices 106 working in concert together would
facilitate the processing of life eventinformation received
from a very large number of, or even an unlimited number
of, different users.

[0103] The transceiver/connector 406 of the user con-
tent preference identification system 100 is a communi-
cation structure that communicatively couples the user
content preference identification device 106 to the com-
munication network 116. The transceiver/connector 406
may be configured to receive and transmit wireless com-
munications via a wireless link established to the com-
munication network 116. Alternatively, or additionally, the
transceiver/connector 406 may employ a wire-based
connection to become communicatively coupled to the
communication network 116. Once the user content pref-
erence identification device 106 is communicatively cou-
pled to the communication network, communication links
can be established to a plurality of portals 104 that are
receiving information acquired by one or more ESMs 102.
[0104] Embodiments may be provisioned with the op-
tional information buffer 408. The information buffer 408
may operate similar to the information buffer 206 imple-
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mented in the ESM 102. Accordingly, a plurality of
ESM(s) 102 that communicate on a real time basis, or
on a near real time basis, the information acquired from
the EEG sensor 108, the image capture device(s) 110,
the microphone(s) 112, and/or the eye orientation sensor
210 (and the associated time, such as provided from the
clock 212) is buffered into the information buffer 408. The
processor system 402, executing the emotional state
change determination logic 414, would monitor the re-
ceived information on a real time basis, on a near real
time basis, and/or at a later time, to identify the onset of
an emotional state change in the user. Then, the infor-
mation from the EEG sensor 108, the image capture de-
vice(s) 110, the microphone(s) 112, and/or the eye ori-
entation sensor 210 (and the associated time, such as
provided from the clock 212) for the duration 314 can be
picked from the information buffer 408 for further
processing.

[0105] The information buffer 408 may be a relatively
large capacity type buffer memory device, and/or may
be comprised of multiple buffer memory device units, to
accommodate the information concurrently received
from a relatively large number of different ESMs 102. In
such operating environments, the information received
from a particular ESM 102 includes identifying informa-
tion that identifies that ESM 102 and/or the user who is
wearing the ESM 102. Accordingly, the received infor-
mation can ultimately be associated with a particular us-
er.

[0106] In embodiments where the determination of an
emotional state change is determined at an ESM 102
such that only the information acquired by the EEG sen-
sor 108, the image capture device(s) 110, the micro-
phone(s) 112, and/or the eye orientation sensor 210 (and
the associated time, such as provided from the clock 212)
during the duration 314 is communicated to the user con-
tent preference identification device 106, the information
buffer 408 may be used to temporarily store the received
information. Accordingly, the information may be re-
trieved from the information buffer 408 and be processed
to add the information into that user’'s emotional experi-
ences matrix 430.

[0107] The processor system 402, executing the ESM
information receiving logic 412, processes the incoming
information as it is being received from the plurality of
ESMs 102. Accordingly, the processor system 402, ex-
ecuting the ESM information receiving logic 412, man-
ages operation of the transceiver/connector 406 to man-
age communications to and from the communication net-
work 116, operates to store received information into the
information buffer 408, and then operates to access the
stored information for further processing.

[0108] Itis appreciated by one skilled in the art that the
processor system 402 may be any suitable processor-
based system or device. Further, some embodiments of
the user content preference identification device 106 may
employ multiple processor systems 402. The use of mul-
tiple processor systems would facilitate concurrent
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processing of information received from a plurality of dif-
ferent ESMs 102.

[0109] The processor system 402, executing the im-
age frame selection logic 416, processes the image in-
formation for the duration 314 by selecting one or more
image frames 326 (FIGURE 3). Each selected image
frame 326 is analyzed by the processor system 402 (ex-
ecuting the object identification logic 416) to identify one
or more physical objects shown in the selected image
frame 326. Depending upon the embodiment, the image
frames 326 may be selected on a periodic basis over the
duration 314. For example, every tenth image frame 326
(that is, image frames that are separated by nine inter-
vening image frames 326) may be selected for analysis.
Any suitable predefined number of intervening image
frames may be used in the various embodiments.
[0110] Alternatively, image frames separated by a pre-
defined separation duration may be selected. An exam-
ple separation duration may be every two seconds. Any
suitable predefined separation duration may be used in
the various embodiments.

[0111] Some embodiments may be configured to use
a first number of intervening frames or a first separation
duration to initially identify one or more particular objects
that are shown in each of the selected image frames 326.
A single identifiable object(s) may be identified by the
object recognition analysis of the selected image frames
326. For example, a single predominate object may be
initially identified in the initially selected first plurality of
image frames 326 that are analyzed in accordance with
the object identification logic 416. The user content pref-
erence identification system 100 may then conclude with
reasonable certainty that the identified objectis most like-
ly the candidate object (that precipitated the change in
the user’s emotional state). In such situations, additional
image frames 302 may not need to be analyzed.
[0112] However, if no particular object(s) is identifiable
in the analyzed first plurality of image frames 326, then
more analysis may be required to identify any particular
object(s) that is the likely source of the user’s change in
theiremotional state. Accordingly, then an additional sec-
ond plurality of intervening image frames 302 may be
picked from the duration 314 for further analysis (based
on a smaller number of intervening frames or based on
a shorter second separation duration).

[0113] Conversely, a plurality of different objects may
be initially identified in the selected first plurality of image
frames 326. And, each image frame 326 of the first plu-
rality may show different objects. Accordingly, the user
content preference identification system 100 may not be
able to identify candidate object with any degree of reli-
ability or certainty. Accordingly, analysis of additional im-
age frames 326 will be required to identify one or more
candidate objects that may have precipitated the user’s
emotional state change. The additional second plurality
of image frames 326 can then be selected and analyzed
to identify the physical objects shownin the image frames
326.
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[0114] Once candidate objects have been identified
from the selected analyzed image frames 326, some em-
bodiments are configured to generate object images 334
that are saved into the object images 334 portion of the
emotional experiences matrix 430. Each object image
(such as the exemplary objectimage 334) show the iden-
tified candidate object.

[0115] Alternatively, or additionally, a descriptor of the
identified candidate object may be generated and saved
(thatincludes a life event keyword). For example, a par-
ticular type of dog may be identified as a candidate object
by the object identification logic 418. An image 334 of
the dog and/or a descriptor identifying the type of dog
may be saved into the objectimages 334. If multiple can-
didate objects are identified, then the multiple represent-
ative object images 334 (and any descriptors) are gen-
erated and then saved into the object images 334 portion
of the emotional experiences matrix 430. Alternatively,
the entirety of the image frame 326 that have the one or
more identified candidate objects may be saved.
[0116] Object recognition algorithms are well known in
the arts. Such object recognition algorithms, now known
or later developed, may be used by embodiments of the
user content preference identification system 100 to iden-
tify one or more candidate objects from selected image
frames 326. Further, algorithms now known or later de-
veloped for selecting a portion of an image frame 326
having an identifiable object may be used to generate
the object images 334.

[0117] When a plurality of image frames 326 are ana-
lyzed, and when the same object is identified in each
image frame 326 (though the identified object likely is at
a different portion or location in each analyzed image
frame 326), the generated plurality of image objects 324
will be the same, substantially the same, or similar to
each other. Accordingly, some embodiments are config-
ured to save a single representative candidate objectim-
age 334 of the identified candidate object, or alternatively
a limited number of candidate object images 334, into
the emotional experiences matrix 430. Accordingly, em-
bodiments of the user content preference identification
system 100 may be configured to select a representative
one of the generated object images 334 as a candidate
objectimage 334. Alternatively, a selected number of the
generated objectimages 334 may be saved into the user
emotional database 410 so as to better represent the
identified object. For example, a sufficient number of im-
age objects (of the same physical object) may be gener-
ated and then stitched together to emulate a video clip
of the object that the user saw during the associated life
event.

[0118] The audio information is optionally analyzed
during the duration 314 to identify sounds that may have,
in whole or in part, precipitated the onset of the user’'s
change in emotional state. If a candidate sound is iden-
tified, an audio clip 336 having the identified sound is
generated and is stored in the audio clips 336 portion of
the emotional experiences matrix430. Candidate sounds
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may include songs, music, and/or other noise that is per-
ceptible by the user.

[0119] Embodiments of the user content preference
identification system 100 also ascertain if the user expe-
rienced areal life event or if the user was viewing a media
content event during their change in emotional state. A
flag, bit, or the like may be defined and stored into the
RL/Content experience 440 portion of the emotional ex-
periences matrix 430 to indicate a that the user’s change
in emotional state occurred during a real life event or a
content event.

[0120] When the user is viewing and/or listening to a
media content event, the image capture device(s) 110
and/or the microphone(s) 112 of the ESM 102, respec-
tively, acquire image and sound information from the us-
er's perspective. That is, the view of the content being
seen by the user and the sounds of the audio track of the
content being heard by the user are acquired.

[0121] One skilled in the art appreciates that if the life
event is precipitated by consuming a media content
event, that the particular media content event can be
identified in a variety of manners. Once the particular
media content event being consumed during the content
life event is identified, then a wealth of information about
that particular media content event is available that may
be further analyzed to identify possible causes of the us-
er's detected change in emotional state that was expe-
rienced while consuming that particular media content
event.

[0122] Because the time that the user was consuming
the media content event is known or is determinable
based on time information from the ESM 102, embodi-
ments of the user content preference identification device
106 may be optionally configured to identify the particular
media content event that was being consumed by the
user during that life experience. In an example embodi-
ment, the user content preference identification device
106 accesses time of broadcast information (that may be
available from an electronic program guide or the like)
that corresponds to the time of the acquired information
received from the ESM 102. Embodiments then identify
available media content events that the user might have
been consuming during the onset of the detected change
in emotional state during the duration 314. Then, image
and/or sound recognition logic may be able to identify
the physical objects being seen and/or sounds heard by
the user, and then compare the identified object and/or
sound with images and/or sounds contained in a partic-
ular media content event.

[0123] For example, a particular song that has been
identified in the sound being heard by the user (as ac-
quired by the microphone(s) 112) may be included in the
sound track of a media content event. Since information
identifying the music and/or songs of the sound tracks
used in a particular movie (which may be identified in
meta data of the media content event and/or that may be
stored at another remote site that stores information per-
taining to media content events) is available to compare
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with the music and/or songs being heard by the user, the
particular media content event being consumed by the
user during the content life event may be identified.
[0124] Alternatively, or additionally, image analysis
logic may identify an image(s) of one or more actors
(physical objects) being viewed by the user (as acquired
by the image capture device(s) 110). Then, facial recog-
nition logic may process the image information to identify
particular actors being viewed by the user. Information
identifying the actors in a particular movie (which may be
identified in meta data or at another remote site that
stores information pertaining to media content events) is
accessed by the user content preference identification
device 106 to compare with the identified actors being
seen by the user. When the identified actors seen by the
user correspond to the actors of one of the plurality of
media content events that are available for consumption
by the user, then that particular media content event with
the corresponding actors can be determined to be the
media content event that was being consumed by the
user during the content life event.

[0125] Alternatively, or additionally, the image informa-
tion acquired by the image capture device(s) 110 may
present image information in the vicinity of a display that
the user is viewing the media content event on. For ex-
ample, a digital indicator disposed on the surface of the
a component of the presentation system 120 and/or the
media device 118 may visually indicate the current chan-
nel that is being received by the media device 118 that
the user is operating to present the media content event.
Thus, identification of the visual digital display, and sub-
sequent identification of the channel information, may be
done by the user content preference identification device
106 based on analysis of image information acquired by
the ESM 102. The channel information then is correlated
with the information available from an electronic program
guide or the like to identify the particular media content
event being consumed by the user at the time of the con-
tent life event (since the channel identifier indicates that
channel of broadcasting content).

[0126] Alternatively, or additionally, the media device
118 may be in communication with the ESM 102 and/or
the portal 104. The media device 118 may be optionally
configured to communicate identification information that
identifies the currently presenting media content event
and/or the currently received channel. For example the
media device 118 may emit a wireless IR signal, a wire-
lesses RF signal, a Bluetooth signal or the like that is
detectable by the ESM 102 and/or the portal 104. Then,
the information identifying the media content event
and/or the current channel can be provided to the user
content preference identification device 106 for determi-
nation of the media content event being consumed by
the user at the time of the potential occurrence and/or
onset of a change in the user's emotional state.

[0127] Once the particular media content event has
been identified, embodiments of the user content prefer-
ence identification device 106 may access a variety of
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information pertaining to the identified media content
event. For example, textual information describing the
subject and/or theme of the identified media content
event and/or a story line may be accessed (typically from
a remote site that stores information pertaining to media
content events). Actors of the identified media content
event may be determined (potentially identifying actors
that the user likes, dislikes, and/or is neutral about). Set
location information may be acquired (potentially identi-
fying locations that the user likes, dislikes, and/or is neu-
tral about).

[0128] Based ontimeinformation provided by the ESM
102, individual scenes may be optionally identified. Then,
scene information describing attributes of a particular
scene may be obtained. Forexample, actors inthatscene
may be determined (potentially identifying actors that the
user likes, dislikes, and/or is neutral about). Dialogue of
that particular scene may be acquired (potentially iden-
tifying conversational topics that the user likes, dislikes,
and/or is neutral about). Scene props (objects used to
facilitate the filming of the media content event) may be
identified (potentially identifying objects that the user
likes, dislikes, and/oris neutral about). Scene sound track
information may identify the songs and/or music being
presented during that scene (potentially identifying songs
or music that the user likes, dislikes, and/or is neutral
about).

[0129] Summarizing, for each identified emotional
event, embodiments of the user content preference iden-
tification system 100 identify the particular emotion(s)
that the user experienced (stored in the emotion 438 por-
tion of the user’'s emotional experiences matrix 430),
identifies one or more candidate objects that may have
precipitated the change in the user's emotional state
(wherein objectimages and/or descriptors of the physical
object are stored in the object images 334 portion of the
user’'s emotional experiences matrix 430), identifies one
or more sounds that that may have precipitated the
change in the user’s emotional state (stored in the audio
clips 336 portion of the user’s emotional experiences ma-
trix 430), and determines if the user was experiencing a
real life event or was viewing a media content event
(stored in the RL/content experience 440 portion of the
user's emotional experiences matrix 430). Accordingly,
arecord for each particular identified emotional life event
can be generated and saved into the user emotional da-
tabase 410. The database record would specify the emo-
tion, include one or more candidate object images, op-
tionally include one or more audio clips, and include a
specification of the type of life event (a real life event or
a viewing content event).

[0130] Atthisjuncture, oneskilledinthe artappreciates
that an additional level of analysis is required of the in-
formation stored in the user’'s emotional experiences ma-
trix 430 before emotional statements can be determined.
For example, for a particular life event, the objectimages
334 may include a plurality of object images for different
identified physical objects seen in the analyzed image
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frames 326. Further, any identified sounds stored in the
audio clips 336 may, or may not be, involved with the
user’s change in emotional state. There is no good way
to automatically determine which of the particular objects,
and/or whether any of the sounds heard by the user, are
the source of the user’s change in emotional state that
occurred during the life event.

[0131] Accordingly, embodiments of the user content
preference identification system 100 are configured to
query the user about their life experience. An exemplary
embodiment of the user content preference identification
system 100, executing the user query logic 420, may
query the user by first describing to the user one or more
characteristics and/or attributes pertaining to the detect-
ed life event and the determined emotional state of the
user (the determined user’s emotion).

[0132] For example, the user may be shown the can-
didate object images generated during the duration 314.
Candidate objects may be presented as still or video im-
ages on the media presentation system 120 and/or the
media device 118 having a display. Alternatively, or ad-
ditionally, candidate object images may be presented to
the user via a suitable augmented reality device, such
as the ESM 102 that resembles a pair of glasses that are
worn on the head of the user. Another example may be
a helmet-like device that encloses the user’s head, such
as a virtual reality head set, a head mounted display, or
the like.

[0133] Sounds heard by the user at the time of the de-
termined life event may be played back to the user.
Sounds may be presented by the media presentation
system 120 and/or the media device 118 having speak-
ers orearphones. Alternatively, or additionally, candidate
objectimages may be presented to the user via a suitable
augmented reality device, such as the ESM 102 that re-
sembles a pair of glasses that are worn on the head of
the user. Another example may be a helmet-like device
that encloses the user’s head, such as a virtual reality
head set, a head mounted display, or the like.

[0134] Other information may also be provided to the
user. For example, if the user was consuming a media
content event, information identifying the particular me-
dia content event and/or particular scene may be indi-
cated to the user. The scene of the media content event
that was being presented at the time of the potential oc-
currence and/or onset of achange in the user’s emotional
state may be optionally presented to the user.

[0135] The user, after contemplating the presented in-
formation, after viewing the acquired images and/or after
hearing the acquired the acquired sounds, will be asked
to identify any of the presented candidate objects that
may have caused (precipitated) their emotional state
change. The user may also be asked to identify any of
the candidate sounds that may have caused their emo-
tional state change. Additionally, the user will be asked
to confirm whether the type of emotion they experienced
during the life event is the same as the determined emo-
tion, or whether their experienced emotion was different
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from the determined emotion (in which case the emotion
information may be updated).

[0136] Optionally, if the user is wearing their ESM 102,
acquired information may be analyzed while the user is
being queried. For example, if a particular object or sound
being presented to the user during the query again caus-
es a change in the user’s emotional state (as indicated
by an increase in the acquired brain wave lines 304),
then confirmation of the user’s likely response to similar
images and/or sound may be learned by embodiments
of the user content preference identification system 100.
[0137] Further, whenthe useris being presented a plu-
rality of candidate objects during a query, then the infor-
mation acquired by the eye orientation sensor 210 may
be used to identify the particular one(s) of the candidate
objects that the user’s view was directed to during the
query. The user can then be presented the object(s) that
they were looking at (as determined by the acquired eye
sensor information). The user can then view the individ-
ual candidate objectimages one at a time, and their emo-
tional response can be detected (as indicated by an in-
crease in the activity of the acquired brain wave lines 304
during each presented identified sound).

[0138] Alternatively, the plurality of candidate objects
may be presented one at a time in a serial fashion (using
a suitable predefined delay), and the brain wave lines
304 may be analyzed to determine if the user is having
an emotional response to a particular presented candi-
date objectimage. In one embodiment, rather than using
a predefined duration for candidate object image pres-
entation, the user’s brain wave lines 304 can be moni-
tored for an increased activity. If no increased activity in
the acquired brain wave lines 304 is detected during pres-
entation of a particular candidate object image, then the
presented candidate image is not one that elicits an emo-
tional response from the user. On the other hand, if an
increased activity in the acquired brain wave lines 304 is
detected during presentation of a particular candidate
object image, then the presented candidate image can
be identified as one that elicits an emotional response
from the user.

[0139] In addition, or alternatively, an augmented re-
ality avatar (interchangeably referred to herein as a "bot")
may verbally ask the user specific questions during the
query. For example, the bot may ask the user which par-
ticular candidate object(s) which caused their emotional
state change. The bot may ask the user to describe their
emotional response to view in the candidate object(s)
(and/or to sounds). Natural language processing algo-
rithms may then be used to convert the user’s spoken
answer to text, and then to identify the candidate object(s)
that the user identified in response to the bot’'s verbal
query.

[0140] Further, if a detectable emotional change is de-
tected when the user is being presented an audio clip of
candidate sounds, then the audio clip may be parsed into
additional sections with specific identifiable sounds (thus
increasing granularity of the audio information). The user
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can then hear the individual identified sounds one at a
time, and their response can be detected (as indicated
by an increase in the activity of the acquired brain wave
lines 304 during each presented identified sound).
[0141] Summarizing, the user will be asked during the
user query to specify their change in emotions and/or
their emotional state during the life event (which occurred
during the life event duration). The user’s specified emo-
tional state is compared to the determined emotional
state that was determined from the information corre-
sponding to the acquired plurality of brain wave lines ac-
quired during the life event duration 314. The determined
emotional state is correctly determined when the deter-
mined emotional state is the same as the user’s specified
emotional state. In contrast, the determined emotional
state may be changed to the user’s specified emotional
state when the determined emotional state is different
from the user’s specified emotional state.

[0142] Optionally, other information and/or commen-
tary provided by the user will be captured as part of the
user query process. For example, the user may be asked
to explain why they had a particular emotional response
during that life event by the bot. For example, some cul-
tural, religious, or other societal aspect of the user’s life
may be related to the particular emotional response of
the user during the life event that is the subject of the
user query. The user may also provide commentary
about past experiences. For example, the user may have
had a favorite puppy or other pet when they were young.
If the identified object that is associated with the occur-
rence and/or onset of the change in the user’s emotional
state is a dog, and in view of the user's commentary re-
garding fondness for their childhood pet, embodiments
of the user content preference identification system 100
may conclude that the user likes pet dogs (and accord-
ingly, then identify media content events relating to
and/or having story lines pertaining to pet dogs under the
assumption that the user may like such media content
events).

[0143] Based on the user’s responses during the user
query process, the candidate object(s) and/or candidate
sound(s) that precipitated the change in the user's emo-
tional state are identified by the user content preference
identification system 100 based on the user’s specifica-
tion of which particular objects and/or sounds caused
their emotional state change. These objects and sounds
are indicated as being relevant to the user’s change in
emotional state, and are stored and are noted as being
relevant to a user’'s emotion in the emotional experiences
matrix 430 of the user emotional database 410 for that
particular life event.

[0144] The other identified objects and/or sounds
which were not identified by the user as being relevant
to their emotional state change can then be identified as
not being relevant to the user’s emotional state change.
In some embodiments, the information identifying non-
relevant physical objects and/or sounds are stored or re-
tained in the user’'s emotional experiences matrix 430 for
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that particular life event. These physical objects and/or
sounds that the user did not indicate as being relevant
to their changed emotional state may be flagged or oth-
erwise identified as being physical objects and/or sounds
that are of disinterest to the user. In some embodiments,
these non-relevant objects and/or sound may be option-
ally deleted, erased or otherwise discarded.

[0145] Insome instances, one or more of the identified
objects and/or sounds may be identified by the user as
being disliked by the user. In some embodiments, the
information identifying such disliked physical objects
and/or sounds are optionally stored or retained in the
user’s emotional experiences matrix 430 for that partic-
ular life event. These physical objects and/or sounds that
the user indicated as being relevant to their changed
emotional state may be flagged or otherwise identified
as being physical objects and/or sounds that are disliked
by the user. In some embodiments, these disliked objects
and/or sound may be optionally deleted, erased or oth-
erwise discarded.

[0146] In some situations, the user may not respond
to a specific individual query. It may be that the user
chooses not to respond because they have a great emo-
tional reaction to the query (such as question from the
bot, and/or a presented candidate object image or
sound). Here, the user may otherwise experience great
discomfort, anger, fear or other negative emotion such
that they simply refuse to elaborate or articulate an an-
swer to the specific query. Since the user is having an
emotional response (as indicated by the currently ac-
quired brain wave lines 304), embodiments of the user
content preference identification system 100 may learn
thatthatthe useris experiencing a negative type emotion,
and then conclude that particular query. That is, the user
will not be asked related and/or follow up questions,
and/or be presented related candidate object images
and/or sounds.

[0147] Accordingly, after receiving user feedback ob-
tained during the user query process, the user’s emo-
tional experiences matrix 430 will have, for a plurality of
different life events, an accurate representation of the
factors (what physical object the user saw and/or what
sound the user heard) which precipitated the change in
the user’s emotional state. After similar information is ob-
tained for the user from many life events, even thousands
of or hundreds of thousands of live events, embodiments
of the user content preference identification system 100
will have sufficient information to conclude (learn) what
type of life events the user is likely to respond to, and be
able to predict the emotional level and/or type of emo-
tional response of the user to specific stimuli.

[0148] Furthermore, one skilled in the art appreciates
that the information about what viewed physical objects
and sounds heard by the user that are not relevant to the
user’'s changed emotional state, and/or that are disliked
by the user, may also provide relevant information about
the user. For example, if a sufficient number of other life
events also have similar, or even the same, identifiable
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objects and or sounds that are not relevant to the user’'s
changed emotional state and/or are disliked by the user,
then these objects and/or sounds may be associated with
a disinterest or a dislike, respectively, on the part of the
user.

[0149] For example, an identified sound may be that
of an aircraft passing overhead. Some users may not
have even recalled and/or noticed that an aircraft was in
their vicinity during a plurality of different real life events.
Thus, embodiments of the user content preference iden-
tification system 100, after a sufficient number of life
events thatrecorded sounds of passing aircraft, may con-
clude (learn) that the user is not really interested in air-
craft. In contrast, the user may have consistently become
excited and/orjoyful when they heard the sound of nearby
passing aircraft. Thus, embodiments may conclude
(learn) that the user has a particular like or preference
for aircraft. Conversely, if the user became fearful each
time they heard passing aircraft, embodiments may con-
clude (learn) that the user has a fear (dislike) of aircraft
and/or has a fear of flying in general.

[0150] Based on one or more life experiences, one or
more emotional statements 432 are generated and saved
into the user's emotional experiences matrix 430. An
emotional statement is a descriptive textual phrase that
describes and/or characterizes the user’s anticipated
emotional response to perceived emotional stimuli (view-
ing a physical object and/or hearing a particular sound)
during a future life event. Thatis, the emotional statement
describes a predicted life event that is likely to generate
a particular emotion experience(s) in the user if a similar
life event occurs in the future. Preferably, the emotional
statementdescribes "why" the user is likely to experience
a particular emotional state. Preferably, the emotional
statement identifies with particularity the object(s) and/or
sound(s) that are anticipated to cause an emotional re-
sponse when encountered by the user. The identification
with particularity of the object(s) and/or sound(s) may be
used to define searchable keywords that can be associ-
ated with the identified object(s) and/or sound(s).
[0151] The processor system 402, based on the infor-
mation contained in the user's emotional experiences
matrix 430 and while executing the emotional statement
generation logic 422, generates one or more emotional
statements. These generated emotional statements are
then saved into the emotional statements 432 portion of
the user information 428 of the user’s emotional experi-
ences matrix 430. For any individual user, over time, a
plurality of different emotional statements may be gen-
erated as saved.

[0152] To generate an emotional statement, embodi-
ments of the user content preference identification sys-
tem 100 analyze the contents of the user's emotional
experiences matrix 430 to identify a plurality of life expe-
riences that had the same or similar emotional response
in the user that were caused by the same or similar can-
didate objects and/or candidate sounds (as verified by
the user during the user query process). Based on the
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plurality of identified common life experiences (that elic-
ited in the user the same or similar emotions and that
were caused by the same or similar viewed physical ob-
jects and/or heard sounds), embodiments of the user
content preference identification system 100 determine
and generate the emotional statement for the user. That
is, embodiments conclude (learn) that a particular object
viewed by the user at a future time, and/or that a particular
sound heard by the user at a future time, can be expected
to elicit a particular emotional response. Any suitable
learning algorithm, such as an artificial intelligence algo-
rithm, now known or later developed may be used by the
various embodiments of the user content preference
identification system 100.

[0153] For example, returning to the hypothetical us-
er’s friend who is a football player, an emotional state-
mentsuch as, but notlimited to, "the user enjoys watching
their friend play in a game with the 'team,’ actin a movie,
or be a participant or topic of a news cast program or
documentary" is generated (where the user has previ-
ously provided their friend’s name, and the term "team"
is the name of the particular sports team that their friend
is a member of). The "why" portion of the example emo-
tional statement is that the "user enjoys watching their
friend." The anticipated life events are games, movies,
news cast programs or documentaries (that their friend
is a participant in). An alternative emotional statement
may simply be the user "enjoys seeing their ‘friend’."
Emotional statements may be of any suitable length
and/or complexity.

[0154] Here, embodiments have concluded (learned)
that the user enjoys watching their close friend perform
in a sporting event. During the user query process, the
user presumably identified their friend (the candidate ob-
ject) as being the cause of their emotional state change.
Further, the user presumably identified their friend by
stating their name. Since embodiments of the user con-
tent preference identification system 100 are configured
to generate media content event recommendations
based on learned user emotional experiences, embodi-
ments may fairly conclude that if the named friend is an
actor in a movie and/or is the subject or participant in a
newscast event, then the user will most likely also like
that type of content. Here, the friend’s name and/or team
name may be defined as a life event keyword that is used
for searching for comparable or identical media content
eventkeywords, wherein each of a plurality of media con-
tentevents include at least one media content event key-
word that describes a characteristic of the media content
event.

[0155] Returning to the hypothetical example regard-
ing aircraft, embodiments may generate an emotional
statement that "the user is excited by aircraft" when the
user consistently enjoys or becomes excited when hear-
ing passing aircraft. The learned emotional statement
may be further reinforced by other real life events wherein
the user saw one or more aircraft, such as when the user
has been at an airport, an air show, and/or an aircraft
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museum. Here, the terms aircraft, airport, flying, etc. may
be defined as life event keywords that may be used for
searching for comparable or identical media content
event keywords of media content events to identify rec-
ommended media content events that the user may en-
joy.

[0156] Conversely, embodiments may generate an
emotional statement that "the user fears flying in aircraft"
when the user consistently becomes fearful when hear-
ing passing aircraft. This learned emotional statement
may be further reinforced by other life events wherein
the user saw one or more aircraft, such as when at the
airport, an air show, and/or an aircraft museum, or even
when the user has previously traveled in an aircraft. Fur-
ther, the user's commentary provided during the user
query process may have indicated a dislike for aircraft
and/or flying. Here, the terms aircraft, airport, flying, etc.
may be defined as life event keywords that may be used
for searching for comparable or identical keywords of me-
dia content events to identify media content events that
the user may want to avoid.

[0157] Summarizing, a plurality of emotional state-
ments are generated for each user and are stored into
the emotional statements 432 portion of the user’'s emo-
tional experiences matrix 430. The emotional statements
may span a wide range of emotions and a variety of stim-
uli (viewing a physical object and/or hearing a particular
sound). Emotional statements contain one or more life
event keywords. The emotional statement describes an
attribute or characteristic of the physical object(s) the us-
er saw and/or what sound(s) the user heard during the
duration 308 corresponding to the potential occurrence
and/or onset of a change in the user’'s emotional state.
A life event keyword is a particular term or phrase of an
emotional statement thatis deemed to be particularly rel-
evant to the user’'s changed emotional state. The life
event keyword may be associated with a physical object
seen by ora sound heard by the user during the life event.
After a sufficiently long duration of monitoring a user
wearing an ESM 102, hundreds or even thousands of
different emotional statements and associated life event
keywords may be generated and saved for each user.
[0158] One skilled in the arts appreciates that charac-
teristics and/or attributes describing or pertaining to me-
dia contentevents are available from a variety of sources.
Typically, information is available that includes textual
information describing these various characteristics
and/or attributes of the media content event. The textual
information may define one or more media content event
keywords that described the media content event. The
descriptive information may include the title of the media
contentevent, names of actors, producers, and other par-
ticipants in the production of the media content event,
identification of set locations, and other related informa-
tion. Also, the information may include a description of
the theme of the media content event and/or of individual
scenes, interchangeably referred to herein as story ele-
ments and/or story lines. Example media content event
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keywords include, but are not limited to, actor names,
names of other participants, names of set locations, or
the like.

[0159] This textual descriptive information and/or me-
dia content event keywords may be created by the pro-
ducers of the media content event. Alternatively, or ad-
ditionally, the descriptive information and/or media con-
tent event keywords may be generated by operators of
the user content preference identification system 100
and/or by other interested entities for use by embodi-
ments of the user content preference identification sys-
tem 100. Alternatively, or additionally, media content
event keywords may be defined using an artificial intel-
ligence system.

[0160] Other supplemental information may be asso-
ciated with particular media content events. Forexample,
some embodiments may include information describing
audience reactions to the media content event and/or
individual scenes. Community members of a social me-
dia group may have generated commentary (referred to
herein as "dubs") describing their reaction to and/or view
on the media content event and/or one or more particular
scenes in the media content event. Media content event
keywords may be generated based on this supplemental
information.

[0161] After one or more emotional statements have
been generated and stored, the processor system 402,
executing the content identification logic 424, compares
the life event keywords of the emotional statements with
the media content event keywords for a plurality of dif-
ferent media content events. When the media content
event keywords matches, or substantially matches, one
or more of the life event keywords generated from an
emotional statement of the user, that particular media
content event may be identified as being of interest (or
disinterest, or even dislike) to the user.

[0162] An emotional statement may generically de-
scribe a life experience, wish, or desire of the user. Such
emotional statements may be referred to as "emotional
dubs" herein. For example, during a user query process,
the user may indicate that they always wanted to be an
actor in a movie. The generated emotional dub, for ex-
ample, might be the user has a "dream of being an actor."
Story lines associated with media content event may be
searched so as to identify media content events having
themes and/or story lines about people who became ac-
tors (or people who tried, but failed, to become actors).
Thus, the story line of the media content event would be
the same, or substantially similar to, the user’s emotional
dub.

[0163] The identifiers of the candidate media content
events are saved into the recommended content 434 por-
tion of the user information 428 associated with that par-
ticular user. Other available information may be option-
ally stored. For example, many media content events
have a brief statement describing the thematic content
and/or subject of the media content event. This supple-
mental information may be stored with the identifier of
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the media content event.

[0164] Optionally, access information may be saved
for each candidate media content event. The access in-
formation specifies how and/or when the media content
event is or will be available for consumption by the user.
For example, the access information may indicate that
the media content event is scheduled for a broadcast on
a particular channel at a specific future date and time.
Alternatively, or additionally, the access information may
indicate that the media content event is available from
an on demand or pay for view type system, and optionally
specify the access conditions that must be satisfied so
that the user can access that media content event. Ac-
cess information may indicate that the media content
event is available for purchase on a memory medium
(such as a compact disc, digital video disc, or the like)
and/or for purchase in electronic form from a content pro-
vider.

[0165] Returning to the hypothetical user’s friend who
is a football player, a media content event (a football
game) between two teams, one of which the user’s friend
is a member of, may be available for viewing (either im-
mediately via on-demand or pay per view system, and/or
during an upcoming broadcast). The football game may
be identified when the life event keywords (the friend’s
name or the team name) match the media content event
keywords (the names of players and/or teams participat-
ing in the media content event). Thus, embodiments may
identify that particular media content event (the football
game) as a candidate media content event.

[0166] As another non-limiting example, the user’s
friend may be an actorin a movie. Thus, the friend’s name
(a life event keyword) will match the names of the actors
(media content event keywords) in the movie, and there-
fore identify the movie as being a candidate media con-
tentevent. As yet another example, the user’s friend may
be the subject of a news cast or documentary. Here, the
friend’s name will match the names of individuals (media
content event keywords) who are topics of and/or are
participants in the news cast or documentary. Accord-
ingly, embodiments identify these particular media con-
tent events (the news casts or documentaries) as candi-
date media content events.

[0167] Returning tothe example of the user who enjoys
orbecomes excited by aircraft, media content events per-
taining to aircraft (a media content event keyword) may
be identified as candidate media content events because
the term "aircraft" (a life event keyword) has been asso-
ciated with the user based on a generated emotional
statement for that user. Conversely, if the user fears air-
craft and/or flying, media content events pertinent to air-
craft and/or flying can be identified as being disfavored
by the user.

[0168] After identification of candidate media content
events for a particular user, embodiments of the user
content preference identification system 100 will gener-
ate and communicate emotional-based media content
event recommendations to the user. Here, the processor
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system 402, under the execution of the content recom-
mendation logic426, generates an emotional-based con-
tent recommendation list that is communicated to a user
device. The recommended media content event may be
indicated to the user as a media content event that the
user is likely to enjoy in response to determining that the
emotional state of the user is anticipation, joy, trust or
another emotion that the user is likely to enjoy when con-
suming the recommended media content event. The rec-
ommended media content event may be indicated to the
user as a media content event that the user is likely to
dislike inresponse to determining that the emotional state
of the user is sadness, disgust, anger, fear that the user
is likely to dislike when consuming the recommended
media content event. The recommended media content
event may be indicated to the user as a media content
event that the user is likely to be disinterested in when
determining that the emotional state of the user is not
one of anticipation, joy, trust, sadness, disgust, anger,
fear or other strongly felt emotion that the user is likely
to experience when consuming the recommended media
content event. That is, a recommendation may be for
media content event likes, dislikes and/or disinterests
based on the determined likely user emotional response
when consuming the media content event.

[0169] The emotional-based content recommendation
list presents at least a listing of recommended candidate
media content events that have been recommended for
consumption by the user. Other supplemental informa-
tion, such as supplemental information available from an
electronic program guide (EPG) or the like, may also be
included in the emotional-based content recommenda-
tion list.

[0170] Preferably, the emotional-based content rec-
ommendation list is graphically presented on a display
of the user’s device. Any suitable format for an emotional-
based content recommendation list may be used by the
various embodiments. Further, the emotional-based con-
tent recommendation list may be presented using an in-
teractive format wherein the user may schedule a partic-
ular one of the recommended media content events for
recording and/or forimmediate presentation. Some emo-
tional-based content recommendation lists will allow the
user to set a reminder to view the media content event
at a later time and/or at a particular location and/or par-
ticular user device. For example, the user may interac-
tively make a selection of a particular recommended me-
dia content event using their cell phone or smart phone,
and then set a reminder to watch the selected media
content event at their home using their home media de-
vice (which may be a set top box or the like). The user
may even select the media content event for recording
by their home media device 118 when the media content
event is broadcast at a future date and time indicated in
electronic program guide (EPG) information.

[0171] Embodiments may even indicate on the emo-
tional-based content recommendation list particular me-
dia content events that are expected to be disfavored by
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the user. For example, if the user has a fear of aircraft or
flying, then media content events associated with aircraft
and/or flying may be indicated to the user because em-
bodiments of the user content preference identification
system 100 has learned that the user does not like to
experience the particular emotion associated with that
object and/or sound. Accordingly, the user appreciates
that they may not want to watch and/or record such air-
craft-related media content events.

[0172] As another example, a particular actor may not
be of particular interest to the user. If a media content
event with that actor is scheduled for a broadcast at a
date and time where the user typically views content, the
notification to the user may provide the opportunity for
the user to do something else or seek alternative content
(e.g.,renta DVD movie or the like forhome viewing during
that date and time).

[0173] Summarizing, the life event keywords derived
from the user’s emotional statements are compared with
media content event keywords for available media con-
tentevents. Once a match between one or more life event
keywords and media content event keywords is found,
the identified media content events are identified as can-
didate media content events. That is, candidate media
content events are identified that are likely to elicit a
change in the user’s emotional state that is the same as,
or is similar to, the life events that caused a change in
the user’s emotional state. The candidate media content
events are then used to generate an emotional-based
content recommendation list that identifies the candidate
media content events. Optionally, the emotional-based
content recommendation list provides access informa-
tion to the user describing how and when to access each
recommended candidate media content event. Alterna-
tively, or additionally, the emotional-based content rec-
ommendation list may interactively permit the user to im-
mediately access a media content event, schedule a me-
dia content event for recording, and/or set a viewing re-
minder for the media content event.

[0174] In an example embodiment, the information in
the emotional-based content recommendation list may
be integrated into an EPG. When the user views the EPG
while consuming content, the EPG may indicate recom-
mend media content events that are likely to be of interest
(liked or favored) to the user, may indicate disfavored
media content events that are likely to be disliked by the
user, and/or media content events that are likely to be of
no interest (disinterest) to the user. Suitable icons or other
graphical artifacts may be added to a presented EPG to
indicate an emotional-based content recommendation.
For example, a smiley face icon may be used to indicate
a suggested media content event that the user is likely
to enjoy, and an unhappy face icon may be sued to indi-
cate amedia content eventthatthe useris likely to dislike.
[0175] In summary, the like, dislike and/or disinterest
content recommendations are based on an anticipated
emotional response that is anticipated be experienced
by the user if the user consumes that particular media
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content event. Such emotional-based content recom-
mendations are in contrast to legacy content recommen-
dation systems that identify media content recommen-
dations based on historical user viewing patterns.
[0176] FIGURE 5is ablock diagram of an embodiment
of the user content preference identification system 100
that is operable to control a media device 118, such as,
but not limited to, a set top box (STB). Embodiments of
the user content preference identification system 100
may be implemented in other media devices, such as,
but not limited to, stereos, surround-sound receivers, ra-
dios, televisions (TVs), digital video disc (DVD) players,
digital video recorders (DVRs), cellular phones equipped
with video functionality, personal device assistants
(PDAs), game playing devices, or personal computers
(PCs)thatare configured to present a video-based media
content event that is received in a media content stream
122.

[0177] The exemplary media device 118 is communi-
catively coupled to a media presentation system 120 that
includes a visual display device 502, such as a television
(hereafter, generically a TV), and an audio presentation
device 504, such as a surround sound receiver control-
ling an audio reproduction device. The video portion of
a currently presenting media content event is presented
to the user on a display 506 of the visual presentation
device 502. The audio portion of the media content is
reproduced as audible sounds by one or more speakers
508 of the audio presentation device 504. Other types of
output devices may also be coupled to the media device
118, including those providing any sort of stimuli sensible
by a human being, such as temperature, vibration and
the like. In some embodiments, the media device 118
and one or more of the components of the media pres-
entation system 120 may be integrated into a single elec-
tronic device.

[0178] The non-limiting exemplary media device 118
comprises a media content stream interface 510, a proc-
essor system 512, a memory 514, a program buffer 516,
an optional digital video recorder (DVR) 518, a presen-
tation device interface 520, a remote interface 522, a
communication interface 524, and an optional ESM in-
terface 526. The memory 514 comprises portions for stor-
ing the media device logic 528, the electronic program
guide (EPG) information 530, an optional browser 532,
the portal logic 534, and the emotional state change logic
536. In some embodiments, the media device logic 528,
the portal logic 534, and the emotional state change logic
536 may be integrated together, and/or may be integrat-
ed with other logic. In other embodiments, some or all of
these memory and other data manipulation functions
may be provided by using a remote server or other elec-
tronic devices suitably connected via the Internet or oth-
erwise to a client device. Other media devices may in-
clude some, or may omit some, of the above-described
media processing components. Further, additional com-
ponents not described herein may be included in alter-
native embodiments.
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[0179] The functionality of the media device 118, here
a set top box, is now broadly described. In a satellite
broadcast system, a media content provider provides
media content that is received in one or more multiple
media content streams 122 multiplexed together in one
or more transport channels. The transport channels with
the media content streams 122 are communicated to the
media device 118 from a media system sourced from a
remote head end facility (not shown) operated by the
media content provider. The media device 118 is config-
ured to receive one or more broadcasted satellite signals
detected by an antenna (not shown). Non-limiting exam-
ples of other media systems that broadcast a media con-
tentstream 122 include a cable system, aradio frequency
(RF) communication system, and the Internet. Here,
broadcasting refers to the process of communicating one
or more media content streams 122 over a broadcast
communication system (not shown) to a plurality of media
devices 118 that are communicatively coupled to the
broadcast communication system. Often, the media con-
tent is broadcast to hundreds or, or even thousands of,
media devices 102 that concurrently receive the broad-
casting media content stream(s) 122.

[0180] The one or more media content streams 122
are received by the media content stream interface 510.
One or more tuners 510a in the media content stream
interface 510 selectively tune to one of the media content
streams 122 in accordance with instructions received
from the processor system 512. The processor system
512, executing the media device logic 528 and based
upon arequestfor amedia contentevent of interest spec-
ified by a user, parses out media content associated with
the media content event of interest. The media content
event of interest is then assembled into a stream of video
and/or audio information which may be stored by the pro-
gram buffer 516 such that the media content can be
streamed out to components of the media presentation
system 120, such as the visual display device 502 and/or
the audio presentation device 504, via the presentation
device interface 520. Alternatively, or additionally, the
parsed out media content may be saved into the DVR
518 for later presentation. The DVR 518 may be directly
provided in, locally connected to, or remotely connected
to, the media device 118. In alternative embodiments,
the media content streams 122 may stored for later de-
compression, processing and/or decryption.

[0181] From time to time, information populating the
EPG information 530 portion of the memory 514 is com-
municated to the media device 118, viathe media content
stream 122 or via another suitable media. The EPG in-
formation 530 portion of the memory 514 stores the in-
formation pertaining to the scheduled programming of
available media content events. The information may in-
clude, butis not limited to, a scheduled presentation start
and/or end time, a program channel, and descriptive in-
formation. The program’s descriptive information may in-
clude the title of the program, names of performers or
actors, date of creation, and a summary describing the
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nature of the program. Any suitable information may be
included in the program’s supplemental information. The
information may include one or more media contentevent
keywords, and/or may be sued to determine media con-
tent event keywords. Upon receipt of a command from
the user requesting presentation of an EPG display, the
information in the EPG information 530 is retrieved, for-
matted, and then presented on the display 506 as an
EPG 538.

[0182] The exemplary media device 118 is configured
to receive commands from a user via a remote control
540. The remote control 540 includes one or more con-
trollers 542 disposed on the surface of the remote control
540. The user, by actuating one or more of the controllers
542, causes the remote control 540 to generate and
transmit commands, via a wireless signal 544, to the me-
dia device 118. Preferably, each individual one of the
controllers 542 has a specific predefined function that
causes a specific operation by the media device 118
and/or by components of the media presentation system
120. The commands communicated from the remote
control 540 then control the media device 118 and/or
control components of the media presentation system
120. The wireless signal 544 may be an infrared (IR)
signal or a radio frequency (RF) signal that is detectable
by the remote interface 522.

[0183] The processes performed by the media device
118 relating to the processing of the received media con-
tentstream 122 and communication of a presentable me-
dia content event to the components of the media pres-
entation system 106 are generally implemented by the
processor system 52 while executing the media device
logic 528. Thus, the media device 118 may perform a
variety of functions related to the processing and pres-
entation of one or more media content events received
in the media content stream 122.

[0184] The portal logic 534, when executed by the
processor system 512, is configured to receive the infor-
mation acquired by the ESM 102, preferably via the wire-
less signal 114, at the ESM interface 526. Alternatively,
the information from the ESM 102 may be received via
a wire-based connector at the ESM interface 526. The
portal logic 534 is further configured to communicate in-
formation from the media device 118 to the user content
preference identification device 106, via the communica-
tion network 116 that is communicatively coupled to the
media device 118 via the communication interface 524.
Accordingly, the non-limiting example media device is
operable as a portal 104a (FIGURE 1).

[0185] The emotional state change logic 536, when ex-
ecuted by the processor system 512, is configured to
perform a variety of operations pertaining to functions of
the user content preference identification system 100.
The emotional state change logic 534 may include one
or more of the operations and/or functions performed by
the emotional state monitor (ESM) information receiving
logic 412, the emotional state change determination logic
414, the image frame selection logic 416, the objectiden-
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tification logic 418, the user query logic 420, the emo-
tional statement generation logic 422, the content iden-
tification logic 424, and/or the content recommendation
logic 426 implemented in the user content preference
identification device 106 (FIGURE 4). Accordingly, de-
tailed description of the such functions of the emotional
state change logic 534 are not described in detail since
such functions are described in relation to the operation
and functionality of the user content preference identifi-
cation device 106.

[0186] The exemplary media device 532 includes an
optional browser configured to communicatively couple
the media device 118 to a remote site (not shown) and
to access supplemental information pertaining to media
content events and/or to remotely stored EPG informa-
tion. In some embodiments, when the emotional-based
content recommendation listis generated and is present-
ed on the display 506 to the user, the emotional state
change logic 536 can access the media content event
supplemental information for incorporation into the emo-
tional-based content recommendation list. Alternatively,
or additionally, when the EPG 536 is generated and then
presented on the display 506, information pertaining to
the recommendations of the emotional-based content
recommendation list may be integrated into the present-
ed EPG 536.

[0187] In some embodiments, the media device re-
ceives a continuous stream of information acquired by
the ESM 102. In such embodiments, the emotional state
change logic 534 monitors the brain wave lines 304 to
detect a potential occurrence and/or onset of a change
in the user’'s emotional state. The received information
from the ESM 102 has been stored into the program buff-
er 516, into another dedicated buffer memory device (not
shown), or into another suitable memory medium. Then,
the information acquired during the duration 314 may be
optionally communicated from the media device 118 to
the user content preference identification device 106.
The emotional-based content recommendation list from
the user content preference identification device 106 for
the particular user of the media device 112 may be re-
turned to the media device 112.

[0188] In some embodiments, a plurality of different
users are associated with a particular media device 112.
Accordingly, since each of the different users are sepa-
rately providing input information from their personal
ESMs 102, individual or unique emotional-based content
recommendation lists can be generated for reach indi-
vidual user. In practice, the media device receives iden-
tifying information that identifies each particular user, and
can then present the corresponding information in the
emotional-based content recommendation list for that
particular identified user. Some media devices 112 may
be configured to automatically identify particular users.

[0189] If a plurality of users are present, some embod-
iments may be configured to combine the individual emo-
tional-based content recommendation list for each user
into a composite emotional-based content recommenda-
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tion list that indicates recommendations of the plurality
of users. Media content events that are commonly liked,
disliked, or of disinterest to the plurality of user’s may be
presented in a composite emotional-based content rec-
ommendation list. Here, only media content events that
are liked by all of the present users, disliked by all of the
present users, and/or are on no interest to the present
users are incorporated into the composite emotional-
based contentrecommendation list. An example embod-
iment simply compares the media content events identi-
fied in the individual emotional-based content recom-
mendation lists for each present user, and when a match
is found for particular media content events, those match-
ing media content events are incorporated into the pre-
sented composite emotional-based content recommen-
dation list.

[0190] In some embodiments, all media content event
recommendations are indicated to the plurality of users
in the composite emotional-based content recommenda-
tion list. The user’s name or other identifier is included in
the presented composite emotional-based content rec-
ommendation list so that each different user can identify
particular media content event recommendations that
are directed to their emotional characteristics. Alterna-
tively, or additionally, a color scheme may be used to
provide color-based textual information or backgrounds
identifying the recommended media content events,
wherein a particular text color and/or background color
is associated with a particular user.

[0191] The emotional experiences of the user may be
used for other purposes in addition to generating an emo-
tional-based content recommendation list. In a social
community environment, a plurality of users with com-
mon and/or similar experiences may be identified. For
example, a plurality of users who enjoy aircraft may be
identified. Here, a plurality of users may be identified in
the community that have emotional statement with the
same or similar keywords and the same or similar antic-
ipated emotional responses. A social community envi-
ronment platform (the program and system that manages
the social community) supporting the community mem-
bers may then communicate user identification informa-
tion to those identified users (community members) who
have common and/or similar experiences that are likely
to result in common and/or similar emotions. The social
community environment platform may then introduce
these users having a common emotional characteristic
or interest to each other, and optionally facilitate the for-
mation of a community of like-minded users.

[0192] Additionally, or alternatively, the emotional
state information used to identify media content recom-
mendations that have common and/or similar experienc-
es may be shared by the social community environment
platform with the identified like-minded user’s. That is, if
for example a community of aircraft enthusiasts has been
created on the social community environment platform,
and if a new media content event pertaining to aircraft
becomes available, then all of the user's who are mem-
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bers of this community can be advised, through a rec-
ommendation, of the availability of the new media content
event.

[0193] Some alternative embodiments may locally
store some or all of the user information 428 locally in
the user’'s media device 118 and/or in another electronic
device of the user in the memory 514 or in another suit-
able memory medium. Periodic updates may then be re-
ceived from the user content preference identification de-
vice 106 and then stored in the user’s media device 118
and/or in the other electronic device.

Embodiments of the invention may be defined in the fol-
lowing clauses, with preferred features being specified
in the dependent clauses:

1. A method for recommending media content to a
user based on emotions of the user, the method com-
prising:

receiving information acquired by an emotional
state monitor (ESM) being worn by the user, the
ESM acquired information including:

information corresponding to a plurality of
brain wave lines detected by a correspond-
ing plurality of Electroencephalography
(EEG) sensors of the ESM;

image information captured by an image
capture device that is oriented in a direction
of a visual field of view of the user wearing
the ESM; and

buffering the information corresponding to the
acquired plurality of brain wave lines and the
captured image information;

analyzing the information corresponding to the
acquired plurality of brain wave lines to identify
an increase in activity of the plurality of brain
wave lines;

identifying a change in an emotional state of the
user in response to the identified increase in ac-
tivity of the plurality of brain wave lines passing,
or in particular exceeding, a predefined brain
wave activity threshold;

retrieving the buffered acquired information cor-
responding to the acquired plurality of brain
wave lines and the captured image information
over a life event duration,

wherein the life event duration is a sum of
a life event occurrence duration and an
emotional response duration that immedi-
ately follows the life event occurrence du-
ration,

wherein the life event occurrence duration
is a preset period of time defined so that an
initial occurrence of a life event that precip-
itated the change in the emotional state of
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the useris highly likely to have occurred dur-
ing the life event occurrence duration, and
wherein the emotional response duration is
defined during the increased activity of the
plurality of brain wave lines while the in-
creased activity passes, and more specifi-
cally exceeds, the predefined brain wave
activity threshold;

determining an emotional state of the user
based on the information corresponding to the
acquired plurality of brain wave lines acquired
during the retrieved life event duration;
identifying at least one candidate object in the
captured image information captured during the
life event duration, wherein the candidate object
corresponds to a physical object seen by the
user during the life event duration;

defining an emotional statement based on the
determined emotional state of the user and the
identified candidate object, wherein the defined
emotional statement is a textual statement char-
acterizing the determined emotional state of the
user and an object descriptor that describes the
identified candidate object, and wherein the
emotional statement comprises a life event key-
word that describes the identified candidate ob-
ject;

comparing the life event keyword with a plurality
of media content event keywords of a plurality
of media content events, wherein each of the
plurality of media content events include at least
one media content event keyword that describes
a characteristic of the media content event; and
identifying one of the plurality of media content
events as arecommended media content event,
wherein the at least one media content event
keyword corresponds to the life event keyword,
wherein the characteristic of the identified rec-
ommended media content event is associated
with the emotional state of the user during the
life event duration.

2. The method of Clause 1, wherein determining an
emotional state of the user based on the information
corresponding to the acquired plurality of brain wave
lines acquired during the retrieved life event duration
comprises:

determining that the emotional state of the user
is anticipation when the user has an emotional
feeling of excitementabout an eventthatis going
to happen, or is likely to happen, in the near fu-
ture as a result of experiencing a first type of life
event;

determining that the emotional state of the user
is surprise when the user has an emotional feel-
ing of wonder, astonishment, or amazement as
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a result of experiencing a second type of life
event that was unanticipated or that occurred
unexpectedly;

determining that the emotional state of the user
is joy when the user has an emotional feeling of
well-being, success, good fortune, or by the
prospect of possessing what one desires as a
result of experiencing a third type of life event;
determining that the emotional state of the user
is sadness when the user has an emotional feel-
ing characterized by feelings of disadvantage,
loss, despair, grief, helplessness, disappoint-
ment and sorrow as a result of experiencing a
fourth type of life event;

determining that the emotional state of the user
is disgust when the user has an emotional feel-
ing of revulsion or profound disapproval aroused
by something unpleasant or offensive;
determining that the emotional state of the user
is trust when the user has an emotional feeling
that someone is good and honest and will not
harm the user, or that someone or something
may be relied upon as a result of experiencing
a sixth type of life event;

determining that the emotional state of the user
is anger when the user has an emotional feeling
characterized by a strong feeling of annoyance,
displeasure, or hostility as a result of experienc-
ing a seventh type of life event; and
determining that the emotional state of the user
is fear when the user has an emotional feeling
of an unpleasant anticipation or awareness of
danger, pain, or harm as a result of experiencing
an eighth type of life event.

3. The method of Clause 2, further comprising:

generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that the user is likely to enjoy in
response to determining that the emotional state
of the user is anticipation, joy, surprise or trust,
wherein the media content event recommenda-
tion is presented to the user.

4. The method of Clause 3, wherein the media con-
tent event recommendation describes the emotional
state that the user is likely to enjoy.

5. The method of Clause 3 or 4, wherein the media
content event recommendation is presented on a
display using an interactive format that permits the
user to select the recommended media content
event for viewing or recording.

6. The method of any of Clauses 2 to 5, further com-
prising:
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generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that the user is likely to dislike in
response to determining that the emotional state
of the user is sadness, disgust, anger or fear,
wherein the media content event recommenda-
tion is presented to the user; and/or
generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that the user is likely to be disin-
terested in when determining that the emotional
state of the user is not one of anticipation, sur-
prise, joy, sadness, disgust, trust, anger, or fear,
wherein the media content event recommenda-
tion is presented to the user.

7. The method of any of clauses 2 to 6, further com-
prising:

generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that the user is likely to be disin-
terested in when determining that the emotional
state of the user is not one of anticipation, sur-
prise, joy, sadness, disgust, trust, anger, or fear,
wherein the media content event recommenda-
tion is presented to the user

8. The method of any preceding clause, wherein the
candidate object in the captured image information
that was captured during the life event duration is a
first candidate object, wherein a second candidate
object is also identified in the captured image infor-
mation that was captured during the life event dura-
tion, the method further comprising:

presenting a first object image to the user,
wherein the first object image includes the first
candidate object;

presenting a second object image to the user,
wherein the second object image includes the
second candidate object; and

receiving a response from the user indicating
that viewing one of the first candidate object or
the second candidate object precipitated the
change in the user’'s emotional state during the
life event duration.

9. The method of Clause 8, further comprising:

generating a user query that asks the user to
select one of the first candidate object or the
second candidate object as precipitating the
change in the user’'s emotional state during the
life event duration,
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wherein the response from the user is a selec-
tion of one of the first candidate object or the
second candidate object.

10. The method of Clause 8 or 9, wherein the infor-
mation corresponding to the acquired plurality of
brain wave lines acquired during the retrieved life
eventdurationis firstinformation, and wherein during
separate presentation of the first candidate object
and the second candidate object to the user, the
method further comprising:

receiving second information acquired by the
ESM being worn by the user while viewing the
presented first candidate object and the second
candidate object, the ESM acquired second in-
formation including second information corre-
spondingto a currently acquired plurality of brain
wave lines detected by the corresponding plu-
rality of EEG sensors of the ESM,

wherein the response from the user indicates
that the first candidate object precipitated the
change in the user’s emotional state during the
life event duration when there is a first change
in activity of the currently acquired brain wave
lines that passes, and more specifically ex-
ceeds, the predefined brain wave activity thresh-
old when the first candidate object is being
viewed by the user, and

wherein the response from the user indicates
that the second candidate object precipitated
the change in the user’s emotional state during
the life event duration when there is a second
change in activity of the currently acquired brain
wave lines that passes, and more specifically
exceeds, the predefined brain wave activity
threshold when the second candidate object is
being viewed by the user.

11. The method of any of Clauses 8 to 10,

wherein the ESM acquired information further in-
cludes eye orientation information acquired by an
eye orientation sensor of the ESM,

wherein the eye orientation information indicates an
orientation of at least one eye of the user during the
life event duration, and

wherein during concurrent presentation of the first
candidate object and the second candidate object to
the user, the method further comprising:

determining orientation of the user’s eye based
on the acquired eye orientation information;
determining whether the user is looking at the
first candidate object or the second candidate
object based on the determined orientation of
the user’s eye;

identifying the first candidate object as precipi-
tating the change in the user’'s emotional state
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during the life event duration if the user is looking
at the first candidate object; and

identifying the second candidate object as pre-
cipitating the change in the user’s emotional
state during the life event duration if the user is
looking at the second candidate object.

12. The method of any preceding clause,

wherein the at least one media content event key-
word is a first media content event keyword,
wherein the ESM acquired information further in-
cludes audio information acquired by a microphone
of the ESM,

wherein the method further comprises:

identifying at least one candidate sound in the audio
captured during the life event duration, wherein the
candidate sound corresponds to a sound heard by
the user during the life event duration,

wherein the object descriptor of the emotional state-
ment describes the sound heard by the user during
the life event duration,

wherein the life event keyword further describes the
sound heard by the user, and

wherein at least one second media content event
keyword corresponds to the sound heard by the user
during the life event duration.

13. The method of Clause 12, further comprising:

presenting an object image to the user, wherein
the object image includes the candidate object;
presenting the candidate sound to the user,
wherein the candidate sound and the object im-
age are presented separately to the user; and
receiving a response from the user indicating
that the viewing of the candidate object or the
hearing candidate sound precipitated the
change in the user’s emotional state during the
life event duration.

14. The method of Clause 13, further comprising:

generating a user query that asks the user to
select one of the candidate object or the candi-
date sound as precipitating the change in the
user’'s emotional state during the life event du-
ration,

wherein the response from the user is a selec-
tion of one of the candidate object or the candi-
date sound.

15. The method of Clause 13 or 14, wherein the in-
formation corresponding to the acquired plurality of
brain wave lines acquired during the retrieved life
eventdurationis firstinformation, and wherein during
separate presentation of the candidate object and
the candidate sound to the user, the method further
comprising:
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receiving second information acquired by the
ESM being worn by the user while viewing the
presented candidate objectand hearing the can-
didate sound, the ESM acquired information in-
cluding second information corresponding to a
currently acquired plurality of brain wave lines
detected by the corresponding plurality of EEG
sensors of the ESM,

wherein the response from the user indicates
that the candidate object precipitated the
change in the user’s emotional state during the
life event duration when there is a first change
in activity of the currently acquired brain wave
lines that passes, and more specifically ex-
ceeds, the predefined brain wave activity thresh-
old when the first candidate object is being
viewed by the user, and

wherein the response from the user indicates
that the candidate sound precipitated the
change in the user’s emotional state during the
life event duration when there is a second
change in activity of the currently acquired brain
wave lines that passes, and more specifically
exceeds, the predefined brain wave activity
threshold when the second candidate object is
being viewed by the user.

16. The method of any preceding Clause, further
comprising:

generating a user query that asks the user to
specify their emotional state during the life event
duration;

comparing the user’s specified emotional state
to the determined emotional state that was de-
termined from the information corresponding to
the acquired plurality of brain wave lines;
confirming that the determined emotional state
is correctly determined when the determined
emotional state is the same as the user’s spec-
ified emotional state; and

changing the determined emotional state to the
user’s specified emotional state when the deter-
mined emotional state is different from the user’'s
specified emotional state.

17. The method of any preceding Clause,

wherein the ESM acquired information further in-
cludes eye orientation information acquired by an
eye orientation sensor of the ESM,

wherein the eye orientation information indicates an
orientation of at least one eye of the user during the
life event duration,

wherein the image information includes images of a
plurality of different physical objects within the visual
field of view of the user,

wherein identifying the at least one candidate object
in the captured image information captured during
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the life event duration further comprises:

determining orientation of the user’s eye based
on the acquired eye orientation information;
identifying a portion of the captured image infor-
mation that corresponds to an area of space that
the user was looking at during the life event du-
ration, wherein the portion of the captured image
information is identified based on the deter-
mined orientation of the user’s eye; and
identifying at least one candidate object in the
identified portion of the captured image informa-
tion captured during the life event duration.

18. The method of any preceding Clause, wherein
the information acquired by the emotional state mon-
itor (ESM) being worn by the user includes time in-
formation provided by a clock of the ESM, wherein
the time information synchronizes the time of the in-
formation corresponding to the plurality of brain wave
lines with the time of the image information captured
by the image capture device.

19. The method of any preceding Clause, wherein
the life eventthat precipitated the change in the emo-
tional state of the user occurred during a real life
event being experienced by the user.

20. The method of any preceding Clause, wherein
the life eventthat precipitated the change in the emo-
tional state of the user occurred during consumption
of a media content event by the user.

Embodiments may also be provided as a system or ap-
paratus for carrying out the methods of any of the above
clauses, and/or software comprising instructions that
when executed by a computing system causes it to carry
out the methods of any of the above clauses.

Claims

A method for recommending media content to a user
based on emotions of the user, the method compris-

ing:

receiving information acquired by an emotional
state monitor (ESM) being worn by the user, the
ESM acquired information including:

information corresponding to a plurality of
brain wave lines detected by a correspond-
ing plurality of Electroencephalography
(EEG) sensors of the ESM;

image information captured by an image
capture device thatis oriented in a direction
of a visual field of view of the user wearing
the ESM; and
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buffering the information corresponding to the
acquired plurality of brain wave lines and the
captured image information;

analyzing the information corresponding to the
acquired plurality of brain wave lines to identify
an increase in activity of the plurality of brain
wave lines;

identifying a change in an emotional state of the
user in response to the identified increase in ac-
tivity of the plurality of brain wave lines passing
a predefined brain wave activity threshold;
retrieving the buffered acquired information cor-
responding to the acquired plurality of brain
wave lines and the captured image information
over a life event duration,

wherein the life event duration is a sum of
a life event occurrence duration and an
emotional response duration that immedi-
ately follows the life event occurrence du-
ration,

wherein the life event occurrence duration
is defined so that an initial occurrence of a
life event that precipitated the change in the
emotional state of the user is highly likely to
have occurred during the life event occur-
rence duration, and

wherein the emotional response duration is
defined during the increased activity of the
plurality of brain wave lines while the in-
creased activity passes the predefined
brain wave activity threshold;

determining an emotional state of the user
based on the information corresponding to the
acquired plurality of brain wave lines acquired
during the retrieved life event duration;
identifying at least one candidate object in the
captured image information captured during the
life event duration, wherein the candidate object
corresponds to a physical object seen by the
user during the life event duration;

defining an emotional statement based on the
determined emotional state of the user and the
identified candidate object, wherein the defined
emotional statement is a textual statement char-
acterizing the determined emotional state of the
user and an object descriptor that describes the
identified candidate object, and wherein the
emotional statement comprises a life event key-
word that describes the identified candidate ob-
ject;

comparing the life event keyword with a plurality
of media content event keywords of a plurality
of media content events, wherein each of the
plurality of media content events include at least
one media contenteventkeyword that describes
a characteristic of the media content event; and
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identifying one of the plurality of media content
events as arecommended media content event,
wherein the at least one media content event
keyword corresponds to the life event keyword,
wherein the characteristic of the identified rec-
ommended media content event is associated
with the emotional state of the user during the
life event duration.

2. The method of Claim 1, further comprising:

generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that the user is likely to enjoy in
response to determining that the emotional state
of the user is anticipation, joy, surprise or trust,
wherein the media content event recommenda-
tion is presented to the user.

The method of Claim 1 or 2, wherein the media con-
tenteventrecommendationis presented on a display
using an interactive format that permits the user to
select the recommended media content event for
viewing or recording.

The method of any preceding Claim, further com-
prising:

generating a media content event recommen-
dation, wherein the recommended media con-
tent event is indicated to the user as a media
content event that:

the user is likely to dislike in response to
determining that the emotional state of the
user is sadness, disgust, anger or fear, or
the user is likely to be disinterested in when
determining that the emotional state of the
user is not one of anticipation, surprise, joy,
sadness, disgust, trust, anger, or fear;

wherein the media content event recommenda-
tion is presented to the user.

The method of any preceding claim, wherein the can-
didate object in the captured image information that
was captured during the life event duration is a first
candidate object, wherein a second candidate object
is also identified in the captured image information
that was captured during the life event duration, the
method further comprising:

presenting a first object image to the user,
wherein the first object image includes the first
candidate object;

presenting a second object image to the user,
wherein the second object image includes the
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second candidate object; and

receiving a response from the user indicating
that viewing one of the first candidate object or
the second candidate object precipitated the
change in the user’s emotional state during the
life event duration.

6. The method of Claim 5, further comprising:

generating a user query that asks the user to
select one of the first candidate object or the
second candidate object as precipitating the
change in the user’s emotional state during the
life event duration,

wherein the response from the user is a selec-
tion of one of the first candidate object or the
second candidate object.

The method of Claim 5 or 6, wherein the information
corresponding to the acquired plurality of brain wave
lines acquired during the retrieved life event duration
is first information, and wherein during separate
presentation of the first candidate object and the sec-
ond candidate object to the user, the method further
comprising:

receiving second information acquired by the
ESM being worn by the user while viewing the
presented first candidate object and the second
candidate object, the ESM acquired second in-
formation including second information corre-
spondingto a currently acquired plurality of brain
wave lines detected by the corresponding plu-
rality of EEG sensors of the ESM,

wherein the response from the user indicates
that the first candidate object precipitated the
change in the user’s emotional state during the
life event duration when there is a first change
in activity of the currently acquired brain wave
lines that passes the predefined brain wave ac-
tivity threshold when the first candidate object
is being viewed by the user, and

wherein the response from the user indicates
that the second candidate object precipitated
the change in the user’s emotional state during
the life event duration when there is a second
change in activity of the currently acquired brain
wave lines that passes the predefined brain
wave activity threshold when the second candi-
date object is being viewed by the user.

The method of any of Claims 5 to 7,

wherein the ESM acquired information further in-
cludes eye orientation information acquired by an
eye orientation sensor of the ESM,

wherein the eye orientation information indicates an
orientation of at least one eye of the user during the
life event duration, and
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wherein during concurrent presentation of the first
candidate object and the second candidate object to
the user, the method further comprising:

determining orientation of the user’s eye based
on the acquired eye orientation information;
determining whether the user is looking at the
first candidate object or the second candidate
object based on the determined orientation of
the user’s eye;

identifying the first candidate object as precipi-
tating the change in the user’s emotional state
during the life event duration if the useris looking
at the first candidate object; and

identifying the second candidate object as pre-
cipitating the change in the user’s emotional
state during the life event duration if the user is
looking at the second candidate object.

The method of any preceding claim,

wherein the at least one media content event key-
word is a first media content event keyword,
wherein the ESM acquired information further in-
cludes audio information acquired by a microphone
of the ESM,

wherein the method further comprises:

identifying at least one candidate sound in the audio
captured during the life event duration, wherein the
candidate sound corresponds to a sound heard by
the user during the life event duration,

wherein the object descriptor of the emotional state-
ment describes the sound heard by the user during
the life event duration,

wherein the life event keyword further describes the
sound heard by the user, and

wherein at least one second media content event
keyword corresponds to the sound heard by the user
during the life event duration.

10. The method of Claim 9, further comprising:

presenting an object image to the user, wherein
the object image includes the candidate object;
presenting the candidate sound to the user,
wherein the candidate sound and the object im-
age are presented separately to the user; and
receiving a response from the user indicating
that the viewing of the candidate object or the
hearing candidate sound precipitated the
change in the user’'s emotional state during the
life event duration.

the method further comprising:

generating a user query that asks the user
to select one of the candidate object or the
candidate sound as precipitating the
change in the user’s emotional state during
the life event duration,
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wherein the response from the user is a se-
lection of one of the candidate object or the
candidate sound.

11. The method of Claim 10, wherein the information

corresponding to the acquired plurality of brain wave
lines acquired during the retrieved life event duration
is first information, and wherein during separate
presentation of the candidate object and the candi-
date sound to the user, the method further compris-

ing:

receiving second information acquired by the
ESM being worn by the user while viewing the
presented candidate objectand hearing the can-
didate sound, the ESM acquired information in-
cluding second information corresponding to a
currently acquired plurality of brain wave lines
detected by the corresponding plurality of EEG
sensors of the ESM,

wherein the response from the user indicates
that the candidate object precipitated the
change in the user’s emotional state during the
life event duration when there is a first change
in activity of the currently acquired brain wave
lines that passes the predefined brain wave ac-
tivity threshold when the first candidate object
is being viewed by the user, and

wherein the response from the user indicates
that the candidate sound precipitated the
change in the user’s emotional state during the
life event duration when there is a second
change in activity of the currently acquired brain
wave lines that passes the predefined brain
wave activity threshold when the second candi-
date object is being viewed by the user.

12. The method of any preceding Claim, further com-

prising:

generating a user query that asks the user to
specify their emotional state during the life event
duration;

comparing the user’s specified emotional state
to the determined emotional state that was de-
termined from the information corresponding to
the acquired plurality of brain wave lines;
confirming that the determined emotional state
is correctly determined when the determined
emotional state is the same as the user’s spec-
ified emotional state; and

changing the determined emotional state to the
user’s specified emotional state when the deter-
mined emotional state is different from the user’'s
specified emotional state.

13. The method of any preceding Claim,

wherein the ESM acquired information further in-
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14.

15.

62

cludes eye orientation information acquired by an
eye orientation sensor of the ESM,

wherein the eye orientation information indicates an
orientation of at least one eye of the user during the
life event duration,

wherein the image information includes images of a
plurality of different physical objects within the visual
field of view of the user,

wherein identifying the at least one candidate object
in the captured image information captured during
the life event duration further comprises:

determining orientation of the user’s eye based
on the acquired eye orientation information;
identifying a portion of the captured image infor-
mation that corresponds to an area of space that
the user was looking at during the life event du-
ration, wherein the portion of the captured image
information is identified based on the deter-
mined orientation of the user’s eye; and
identifying at least one candidate object in the
identified portion of the captured image informa-
tion captured during the life event duration.

The method of any preceding Claim, wherein the in-
formation acquired by the emotional state monitor
(ESM) being worn by the user includes time infor-
mation provided by a clock of the ESM, wherein the
time information synchronizes the time of the infor-
mation corresponding to the plurality of brain wave
lines with the time of the image information captured
by the image capture device.

A system configured to perform the method of any
of claims 1 to 14.
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