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BASKETBALL TRAINING SYSTEM

CROSS-REFERENCE TO RELATED
APPLICATION(S)

This application claims priority to U.S. Provisional Appli-
cation No. 62/419,177 filed on Nov. 8, 2016, and entitled
“BASKETBALL TRAINING SYSTEM,” the contents of
which are hereby incorporated by reference in their entirety.

BACKGROUND

This disclosure relates generally to sports training, and in
particular to basketball return systems with a user interface.

Training in sports involves the development of skills as
well as physical conditioning. The game of basketball
requires physical strength and conditioning, and also
requires special skills. Successful development of those
skills requires repetition during practice.

Although it is a team sport, basketball presents opportu-
nities for an individual player to practice and improve his or
her game without the need for other players to be present. A
player can develop ball handling skills and shooting skills
through individual practice.

Basketball players develop their shooting skills by shoot-
ing the basketball from various locations on the court. If a
second player is not present to rebound, the shooter must
rebound his or her own shots. The rebounding process can
waste time that could otherwise be used in taking more
shots. Over the past several decades, a number of ball
collecting devices have been developed to collect basket-
balls shot at the basketball goal (i.e. the backboard and the
attached hoop). The ball collecting devices generally include
netting and a frame for supporting the netting around the
basketball goal. The ball collecting devices are often used
with a ball delivery device, which directs the ball back to the
player.

Motorized ball delivery devices can return basketballs to
a shooter at various locations on a basketball court. The ball
delivery device can have programs that determine which
direction to return balls to the player, how many times to
return the ball, etc.

Successtul shooting of a basketball can be affected by a
number of factors, including a player’s form or technique in
shooting. In some cases, poor form or technique may have
less effect when the player is taking uncontested shots from
similar distances, but may limit the player’s ability to score
in game conditions when the player is guarded by another
player and often must attempt shots from varying positions
on the court having varying distances from the basketball
goal.

As players advance in skill and experience, they are often
confronted with the realization that the speed of the game
gets “faster,” and that he or she will need to consistently
score under increasing pressure and from various positions
on the court. Continuing to practice under conditions that do
not effectively simulate the level of movement required of
the shooter and the variety of shot locations frequently
encountered in game conditions can result in some improve-
ment in the player’s shooting, but may ultimately limit the
player’s success as the player rises through the levels of play
from, e.g., junior varsity to varsity, from high school varsity
to college, and from college to professional basketball.

SUMMARY

In one example, a basketball training system includes a
server computer and a ball delivery machine. The server
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computer executes a workout module that manages opera-
tion of a graphical user interface that presents a graphical
representation of at least a portion of a basketball court and
receives user inputs that define a workout program that
includes selected ball delivery locations relative to the
graphical representation. The ball delivery machine is con-
figured to receive the workout program, and deliver basket-
balls to the selected ball delivery locations.

In another example, a method includes executing, by a
server computer, a workout module that manages operation
of a graphical user interface that presents a graphical rep-
resentation of at least a portion of a basketball court. The
method further includes receiving, at the graphical user
interface, user inputs that define a workout program that
includes selected ball delivery locations relative to the
graphical representation, and delivering the workout pro-
gram to a ball delivery machine having a ball collector and
a mechanical ball returner connected to the ball collector for
receiving balls from the ball collector and returning balls to
a player. The method further includes delivering, by the ball
delivery machine, basketballs to the selected ball delivery
locations according to the workout program.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a side view of a basketball training machine that
includes a ball collection system and a ball delivery system
that delivers basketballs to selected ball delivery locations
included in a workout program defined via a graphical user
interface.

FIG. 2 is a front perspective view of the ball delivery
system of FIG. 1.

FIG. 3 is a rear perspective view of the ball delivery
system of FIG. 1.

FIG. 4 is a block diagram of the control system of the ball
delivery system.

FIG. 5 is a block diagram of a basketball training system
that includes a basketball training machine communicatively
coupled with a server that executes a workout module to
generate a workout program executed by the basketball
training machine.

FIG. 6 is a block diagram of another embodiment of the
basketball training system including the basketball training
machine and a player computing device, each communica-
tively coupled with the server.

FIG. 7 is a block diagram of another embodiment of the
basketball training system including the player computing
device communicatively coupled with the server and the
basketball training machine communicatively coupled with
the player computing device.

FIG. 8 is a block diagram of another embodiment of the
basketball training system including the player computing
device and a coach computing device each communicatively
coupled with the server, and the basketball training machine
communicatively coupled with the player computing device.

FIG. 9 is a block diagram of another embodiment of the
basketball training system including the player computing
device, the coach computing device, and an administrator
computing device each communicatively coupled with the
server, and the basketball training machine communica-
tively coupled with the player computing device.

FIG. 10 is a block diagram of another embodiment of the
basketball training system including the player computing
device, the coach computing device, the administrator com-
puting device, and an expert computing device each com-
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municatively coupled with the server, and the basketball
training machine communicatively coupled with the player
computing device.

FIGS. 11-24 are screenshots of a graphical user interface
managed by a workout module executed by the server.

FIG. 25 is a conceptual diagram illustrating a portion of
the graphical user interface that presents a visual represen-
tation of a portion of a basketball court that is free of indicia
representing predetermined ball delivery locations.

FIG. 26 is a conceptual diagram illustrating the portion of
the graphical user interface displaying selected ball delivery
locations with a graphical icon corresponding to the basket-
ball training machine located beneath a basketball goal.

FIG. 27 A illustrates a first orientation of the portion of the
graphical user interface corresponding to a first viewer
perspective of the portion of the basketball court from a
location nearest to beneath the basketball goal.

FIG. 27B illustrates a second orientation of the portion of
the graphical user interface corresponding to a second
viewer perspective of the portion of the basketball court
from a location nearest to mid court.

DETAILED DESCRIPTION

FIG. 1 shows a side view of basketball training machine
10. Basketball training machine 10 includes two main sys-
tems, ball collection system 12 and ball delivery system 14.
Further description of basketball training machine 10 can be
found in currently-pending patent application Ser. No.
15/148,596, filed on May 6, 2016 and entitled BASKET-
BALL TRAINING SYSTEM.

Ball collection system 12 includes net 16, net frame 18,
base 20, shots made counter 22 (which, in this embodiment,
includes made shots funnel 24, shots made sensor 26, and
counter support frame 28), and upper ball feeder 30. When
machine 10 is used for shooting practice, net 16 is positioned
in front of a basketball backboard (not shown) so that the
basketball hoop and net (not shown) are immediately above
shots made counter 22. The size of net 16 is large enough so
that missed shots (which do not go through the basketball
hoop and net and through shots made counter 22) will still
be collected by net 16 and funneled down to upper ball
feeder 30.

Ball delivery system 14 includes ball delivery machine
32, main ball feeder 34, and ball ready holder 36. The inlet
of main ball feeder 34 is positioned immediately below the
outlet of upper ball feeder 30. Ball delivery machine 32 is
pivotally mounted on base 20. Ball delivery machine 32 is
pivotable about an axis that is aligned with the inlet of main
ball feeder 34 and the outlet of upper ball feeder 30. Balls
drop out of upper ball feeder 30 into main ball feeder 34.
Balls are delivered one at a time from main ball feeder 34
into ball ready holder 36 at the front of ball delivery machine
32. Launch arm 38 (shown in FIG. 2) launches the basketball
out of holder 36 to a location on the floor where the player
catches the ball and shoots. The location on the floor where
the ball is delivered can be changed by pivoting machine 32
with respect to base 20.

As is further described below, ball delivery system 14 is
responsive to a graphical user interface that receives user
input to define a workout program that includes selected ball
delivery locations desired by a user. The graphical user
interface presents graphical control elements that enable
user interaction to define the workout program. The graphi-
cal user interface can be managed by a server device,
communicatively coupled with ball delivery system 14 or a
separate computing device, to receive the workout program
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including machine workout instructions executed by ball
delivery system 14 and player workout instructions pre-
sented to the user. In some examples, the graphical user
interface presents a visual representation of at least a portion
of a basketball court that is free of indicia representing
predetermined ball delivery locations on the basketball
court, such as visual markings, buttons, lights, or other
physical or graphically-rendered indications of predeter-
mined ball delivery (or shot) locations. In such examples,
the graphical user interface enables a greater range of ball
delivery locations and player movement that can help to
simulate game-like scenarios and increase an effectiveness
of training.

The graphical user interface is configured to receive
inputs (e.g., gesture input at a touch-sensitive and/or pres-
ence-sensitive device, input from a mouse, keyboard, voice
command, or other input) relative to the visual representa-
tion of the basketball court that identify the selected ball
delivery locations. A control system (shown in FIG. 4) of
ball delivery system 14 provides control commands to ball
delivery machine 32 to cause ball delivery machine 32 to
launch basketballs in directions based upon the selected ball
delivery locations. In certain examples, the control system
provides control commands to ball delivery machine 32 to
cause ball delivery machine 32 to launch basketballs at a ball
delivery speed that is determined (e.g., automatically deter-
mined by the control system) based on a distance between
ball delivery machine 32 and the selected ball delivery
location. The control system, in some examples, provides
control commands to ball delivery machine 32 to cause ball
delivery machine 32 to adjust a trajectory of the delivered
balls as they exit ball delivery machine 32 to enable effective
ball delivery to locations at both shorter and longer distances
from ball delivery machine 32, to enable varying types of
passes (e.g., bounce passes, chest passes, lob passes, or other
types of passes), and/or to accommodate for player height.
As such, ball delivery system 14, responsive to the graphical
user interface, enables a user (e.g., a player, coach, admin-
istrator, training expert, or other user) to define a workout
program via the graphical user interface that is communi-
cated to ball delivery machine 32 for execution and, in
certain examples, enables selection of desired ball delivery
locations that are not limited by indications of predeter-
mined ball delivery locations. In this way, ball delivery
system 14 enables the generation of workout programs by
differing users via one or more computing devices that are
communicatively coupled with a server device that manages
operation of the graphical user interface. While described
herein with respect to basketball training machine 10, it
should be understood that aspects of basketball training
machine 10 can be applied to other ball sports as well. For
instance, basketball training machine 10 can deliver volley-
balls, soccer balls, or other types of balls for training
purposes for such other sports. As such, basketball training
machine 10 can be considered, in some examples, as a ball
sports training machine.

FIG. 2 is a perspective view of ball delivery system 14
from the front and left of ball delivery machine 32. In this
view, ball collection system 12 is not shown. Ball delivery
system 14 includes ball delivery machine 32, to which main
ball feeder 34 and ball ready holder 36 are mounted. Ball
delivery machine 32 includes launch arm 38, bottom plat-
form 40 (which is pivotably mounted to base 20 of ball
collection system 12), and outer shell 42 (which encloses the
ball launching mechanism and controls that operate machine
32). Front face 44 of outer shell 42 includes electronic front
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display 46, pre-launch warning light 48 and front opening
50. Also shown in FIG. 2 are ball ready lever 52 and toggle
arm 54.

Balls that are collected by ball collection system 12 enter
the upper end of main ball feeder 34 and are directed
downward and forward to toggle arm 54, which stops further
ball movement. When toggle arm 54 is actuated, it pivots to
release a single ball to travel further downward and forward
into ball ready holder 36. As shown in FIG. 2, ball ready
holder 36 slopes downward and rearward through opening
50 into ball delivery machine 32. As the ball rolls down ball
ready holder 36 toward launch arm 38, it contacts ball ready
lever 52. When ball ready lever 52 is depressed by a ball in
ball ready holder 36, it provides a ball ready input signal to
the control system of ball delivery machine 32. The ball
ready input signal received by the control system causes the
control system to initiate a motor driven cycle in which
launch arm 38 is engaged and pulled backward while a
tension spring is extended. As the cycle continues, launch
arm 38 is released and the spring force drives launch arm 38
forward to hit the ball and launch it forward out of ball
delivery machine 32 and ball ready holder 36.

Rotation of ball delivery machine 32 relative to base 20 is
driven by a gear motor responsive to commands from the
control system of ball delivery machine 32 that causes
bottom platform 40 to rotate relative to base 20 to cause ball
delivery machine 32 to deliver balls, in sequence, to selected
ball delivery locations. A direction of rotational movement
of bottom platform 40 relative to base 20 is determined and
managed by the control system based on an angular distance
between sequentially-consecutive ball delivery locations.

In certain examples, one or more portions of ball delivery
machine 32 can rotate along a vertical axis of ball delivery
machine 32 (i.e., tilt) to adjust a vertical trajectory (i.e., exit
angle) of balls delivered out of ball delivery machine 32 and
ball ready holder 36. For instance, launching mechanisms of
ball delivery machine 32 (e.g., including launch arm 38 and
ball ready holder 36) can be pivotally mounted to tilt within
ball delivery machine 32 relative to the vertical axis of ball
delivery machine 32. Trajectories of delivered balls can be
controlled (e.g., via tilt commands from a control system) to
account for a distance between ball delivery machine 32 and
a selected ball delivery location. For instance, a higher
trajectory having a larger arc (e.g., a larger vertical angle of
exit trajectory with respect to a horizontal axis extending
along base 40) can be determined (and ball delivery machine
32 vertically rotated to provide such trajectory) for longer
distances between ball delivery machine 32 and a selected
ball delivery location. Similarly, a lower trajectory having a
smaller arc (e.g., a smaller vertical angle of exit trajectory
with respect to the horizontal axis extending along base 40)
can be determined for shorter distances between ball deliv-
ery machine 32 and a selected ball delivery location. The
trajectory can be determined based on both the ball delivery
speed and a selected ball delivery height. As such, ball
delivery machine 32 can control ball delivery speed in
conjunction with the trajectory of ball delivery to deliver
balls to account for varying distances between different
selected ball delivery locations and a position of ball deliv-
ery machine 32.

In certain examples, a trajectory (i.e., exit angle) of balls
launched from ball delivery machine 32 can be determined
(or user selected) to account for user height. For instance, a
higher trajectory having a larger exit angle with respect to
the horizontal axis extending along base 40 (or the ground)
can be selected to deliver balls to, e.g., taller users to enable
such users to catch the ball at an elevation that is between the
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user’s waist and the user’s head. Similarly, a lower trajectory
having a smaller exit angle with respect to the horizontal
axis can be selected to delivery balls to, e.g., shorter users to
enable such users to catch the ball at an elevation that is
between the shorter user’s waist and head. In certain
examples, the trajectory of balls launched from ball delivery
machine 32 can be determined (or user selected) to provide
a type of pass, such as a bounce pass configured to bounce
the ball prior to reaching the ball delivery location, a lob pass
configured to have a large arcing trajectory toward the ball
delivery location, or other types of passes. Indications of
user selected height and/or type of pass can be received at a
user interface operatively connected to the controller, as is
further described below.

Accordingly, ball delivery machine 32 can be controlled
(e.g., by a control system) to pivot both horizontally to
deliver balls to a plurality of selected ball delivery locations
and vertically (i.e., tilt) to adjust the trajectory of the
delivered balls. As such, ball delivery machine 32 can be
automatically controlled to enable training of game-like
scenarios where a user may receive passes at varying loca-
tions and distances on the court as well as varying types of
passes (e.g., chest passes, bounce passes, lob passes, or other
types of passes) and passes having varying delivery speeds
and delivery elevations. Ball delivery machine 32, therefore,
can help to better simulate such game-like scenarios than a
ball delivery machine that is limited to, e.g., fixed trajecto-
ries and ball delivery speeds at predetermined ball delivery
locations, such as at locations spaced around the three-point
line.

FIG. 3 is a perspective view of ball delivery system 14
from the rear and right of ball delivery machine 32. At the
top of shell 42 are Universal Serial Bus (USB) port 56 and
console 58, which allow a user to input information and
select operating modes of ball delivery machine 32, and to
receive outputs including data collected by machine as well
as menus, instructions, and prompts. In some examples, ball
delivery machine 32 may not include console 58 and/or USB
port 56. Rather, in such examples, ball delivery machine 32
may receive and output information via a communication
device (e.g., one or more wired and/or wireless transceivers)
operatively coupled to one or more remote computing
devices, such as mobile phones (including smartphones),
personal digital assistants (PDAs), tablet computers, laptop
computers, desktop computers, server systems, mainframes,
or other remote computing devices.

As illustrated in FIG. 3, at the rear of ball delivery
machine 32 are ball distance adjustment knob 60 and ball
distance pre-select plate 62. Knob 60 and plate 62 are used,
in some examples, to change the spring tension or preload on
the spring that drives launch arm 38. The greater the preload,
the further the distance the ball will be driven by launch arm
38 when it is released. In the embodiment shown in FIG. 3,
plate 62 contains diagonal notched track 64, which includes
five notches at which the tension rod connected to adjust-
ment knob 60 can be positioned. The lower the position of
knob 60, the greater the preload and the farther the ball will
be launched.

In some examples, a delivery speed of balls driven by
launch arm 38 (i.e., a speed at which launch arm 38 propels
balls out of ball delivery machine 32) is set by a ball delivery
speed adjustment actuator (shown in FIG. 4) controlled by
the control system of ball delivery machine 32. For example,
the ball delivery speed adjustment actuator can adjust a
tension of the spring (or other tensioning element) that
drives launch arm 38 forward to hit the ball and launch it
forward out of ball delivery machine 32. In certain
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examples, the ball delivery speed adjustment actuator
adjusts a drawback distance by which launch arm 38 is
pulled backward to modify the spring tension utilized to
propel launch arm 38 forward to hit the ball. In other
examples, launch arm 38 is not propelled forward by a
tensioning element, but rather is motor driven to propel
launch arm 38 forward at a speed corresponding to a
determined ball delivery speed.

The ball delivery speed can be determined by the control
system based on a distance between ball delivery machine
32 and a ball delivery location. For example, the control
system can determine a physical distance between ball
delivery machine 32 and one or more selected ball delivery
locations based on a relative distance between graphically-
rendered locations of ball delivery machine 32 and the one
or more selected ball delivery locations on a visual repre-
sentation of at least a portion of a basketball court, as is
further described below. The control system can determine
the ball delivery speed based on (e.g., proportional to) the
determined physical distances.

In some examples, the control system can modify the ball
delivery speed for each selected ball delivery location. In
other examples, the control system can determine the ball
delivery speed for groups of selected ball delivery locations
within threshold distances from ball delivery machine 32. In
yet other examples, the control system can determine a
single ball delivery speed based on an average of the
distances between ball delivery machine 32 and each of the
ball delivery locations, a maximum of the distances, a
minimum of the distances, or other aggregations of the
distances between ball delivery machine 32 and the selected
ball delivery locations. In some examples, the control sys-
tem may not modify the ball delivery speed. Rather, in such
examples, the ball delivery speed may be manually adjusted
via ball distance adjustment knob 60 (and ball distance
pre-select plate 62).

FIG. 4 is a block diagram of the control system of the ball
delivery system 14. Shown in FIG. 4 are shots made sensor
26, front display 46, pre-launch warning light 48, USB port
56, console 58, ball ready sensor 66, launch drive motor
sensor 68, rotation calibration sensor 70, ball feed sensor 72,
rotation potentiometer 74, ball speed adjustment actuator 76,
tilt adjustment actuator 77, ball feeder toggle motor 78,
rotation motor 80, launch drive motor 82, projection system
83, communication device 84, AC cable 86, power supply
88, fan 90, remote control 92, and controller 94.

Controller 94 is a processor-based controller that coordi-
nates the operation of components of the control system.
Controller 94 includes one or more processors and com-
puter-readable memory encoded with instructions that, when
executed by the one or more processors, cause controller 94
to operate in accordance with techniques described herein.
Examples of one or more processors of controller 94 can
include any one or more of a microprocessor, a controller, a
digital signal processor (DSP), an application specific inte-
grated circuit (ASIC), a field-programmable gate array
(FPGA), or other equivalent discrete or integrated logic
circuitry.

Computer-readable memory of controller 94 can be con-
figured to store information within controller 94 during
operation. Computer-readable memory of controller 94, in
some examples, is described as computer-readable storage
media. In some examples, a computer-readable storage
medium can include a non-transitory medium. The term
“non-transitory” can indicate that the storage medium is not
embodied in a carrier wave or a propagated signal. In certain
examples, a non-transitory storage medium can store data
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that can, over time, change (e.g., in RAM or cache). In some
examples, the computer-readable memory is a temporary
memory, meaning that a primary purpose of the computer-
readable memory is not long-term storage. Computer-read-
able memory, in some examples, includes volatile memory
that does not maintain stored contents when electrical power
to controller 94 is removed. Examples of volatile memories
can include random access memories (RAM), dynamic
random access memories (DRAM), static random access
memories (SRAM), and other forms of volatile memories. In
some examples, computer-readable memory of controller 94
is used to store program instructions for execution by the one
or more processors of controller 94. For instance, computer-
readable memory of controller 94, in some examples, is used
by software or applications running on controller 94 to
temporarily store information during program execution.

Computer-readable memory of controller 94, in some
examples, also includes one or more computer-readable
storage media that can be configured to store larger amounts
of information than volatile memory. In some examples,
computer-readable memory of controller 94 includes non-
volatile storage elements. Examples of such non-volatile
storage elements can include magnetic hard discs, optical
discs, floppy discs, flash memories, or forms of electrically
programmable memories (EPROM) or electrically erasable
and programmable (EEPROM) memories.

Sensors 26, 66, 68, and 72 are used by controller 94 in
coordinating and controller the operation of motors 78, 80,
82, as well as ball speed adjustment actuator 76 and tilt
adjustment actuator 77. Calibration sensors 70 are used by
controller 94 during setup to provide calibration of the signal
from potentiometer 74, which is used to determine the
rotational position of ball delivery machine 32.

Controller 94 utilizes communication device(s) 84 to
communicate with external devices via one or more wired or
wireless communication networks, or both. Communication
device(s) 84 can include any one or more communication
devices, such as network interface cards (e.g., Ethernet
cards), optical transceivers, radio frequency transceivers,
Bluetooth transceivers, 3G or 4G transceivers, and WiFi
radio computing devices.

In operation, controller 94 communicates with, e.g., a
remote computing device to receive a workout program
including indications of positions of selected ball delivery
locations, ball delivery timing (e.g., tempo) information, a
number of balls delivered per location, a type of pass (e.g.,
chest pass, bounce pass, lob pass, or other type of pass), a
selected ball delivery height, and position information of
ball delivery machine 32 relative to a visual representation
of at least a portion of a basketball court presented by a
graphical user interface executed by, e.g., a remote server
device. As is further described below, controller 94 controls
operation of components of the control system, such as ball
speed adjustment actuator 76, tilt adjustment actuator 77,
ball feeder toggle motor 78, rotation motor 80, and launch
drive motor 82 to deliver balls to the selected ball delivery
locations according to the received information. In certain
examples, controller 94 controls operation of projection
system 83 to project optical indications on the basketball
court. For example, projection system 83 can include one or
more light sources (e.g., LEDs, halogen or incandescent
light bulbs, or other light sources) configured to be angularly
controlled to emit visible light at locations and/or patterns on
the basketball court. The one or more light sources can be
colored light sources (or controllable to emit a determined
light color). Controller 94 can control operation of projec-
tion system 83 to project optical indications, such as colored



US 10,596,436 B1

9

or uncolored light spots on the basketball court to visually
indicate, e.g., one or more of a next selected ball delivery
location, a next user shot location, or other indications, as is
further described below.

As such, controller 94 controls operation of components
of the control system of ball delivery machine 32 to deliver
balls to selected ball delivery locations according to, e.g.,
user instructions received via a graphical user interface that
presents a visual representation of at least a portion of a
basketball court.

FIG. 5 is a block diagram of basketball training system 96
that includes basketball training machine 10 communica-
tively coupled with server 98 that executes workout module
100 to generate a workout program executed by basketball
training machine 10. As illustrated in FIG. 5, server 98
includes workout module 100 and website 102. Workout
module 100 includes database 104, which includes accounts
106, workouts 108, and analytics 110.

Server 98, as illustrated in FIG. 5, can be a cloud-based
or otherwise remote server computer including one or more
processors and computer-readable memory encoded with
instructions that, when executed by the one or more proces-
sors, cause server 98 to execute workout module 100 and
website 102 according to techniques described herein.
Examples of server 98 include, but are not limited to,
mainframe computers, desktop computers, laptop comput-
ers, or other computing devices capable of implementing
workout module 100 and managing operation of (e.g.,
serving of) website 102. In some examples, rather than a
single server device, server 98 may be implemented as a
server system including a plurality of interconnected server
computers that distribute functionality attributed herein to
server 98 among the multiple server computers. For
instance, in certain examples, server 98 can be implemented
as a server system including a first server computer that
executes workout module 100 and a second server computer
that executes (e.g., serves) website 102. Similarly, while
database 104 is illustrated as included in workout module
100 of server 98, database 104 can include any one or more
databases that may be local to server 98 or distributed among
any one or more server devices operatively connected to
server 98.

Database 104 can be a relational database, hierarchical
database, multidimensional database, or other type of data-
base capable of storing information in an organized manner
for later retrieval by, e.g., workout module 100 and/or
website 102. Database 104, as illustrated in FIG. 5, includes
accounts 106. Accounts 106 represents account information
stored within database 104 and associated with one or more
user accounts managed by, e.g., an administrative entity of
server 98 (e.g., a manufacturer of basketball training
machine 10, a workout programs supplier, or other admin-
istrative entity). Accounts 106 includes identity information
associated with each of a plurality of user accounts. Identity
information includes a unique identifier of the user account
(e.g., a user name, user identification number, or other
unique identifier), a user passcode (e.g., password, numeri-
cal passcode, or alphanumeric passcode including both
textual and numerical characters), or other information
uniquely associating a user with a corresponding account
stored in accounts 106. Accounts 106, in certain examples,
includes account parameters for each of the plurality of
accounts. Examples of such account parameters include a
user skill level, such as middle school player skill level, high
school player skill level, collegiate player skill level, pro-
fessional player skill level, or other skill levels.
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In certain examples, accounts 106 associates any one or
more of the plurality of accounts with one or more account
groups. Account groups are groupings of individual
accounts that may be commonly associated via e.g., a team,
a school, a peer group, or other common association. For
instance, account groups can include team accounts, school
accounts, trainer group accounts, coach group accounts, or
other group accounts. Accounts 106 can associate individual
user accounts with any one or more account groups. For
instance, accounts 106 can simultaneously associate a par-
ticular user account with one of a plurality of school account
groups, one of a plurality of team account groups, and one
of a plurality of skill level account groups. Account groups
of accounts 106 can be hierarchical in nature, such that
account groups can be associated with one or more higher
level parent (or other ancestral) account groups and/or one
or more child (or other descendant) accounts (or account
groups). For instance, each team account group can be
hierarchically related as a child account group of a school
account group that represents the parent account group to the
team account group. Similarly, member accounts (or account
groups) of the team account group can be considered child
accounts (or account groups) of the team account, and
therefore hierarchically related to each of the ancestral team
account group and school account groups. As such, user
accounts and account groups can be affiliated via ancestral
and descendant relationships to provide a hierarchical rela-
tionship of user accounts and/or account groups.

Workouts 108 store workout programs that include
machine workout instructions that are executed by basket-
ball training machine 10 to deliver basketballs to selected
ball delivery locations as well as player workout instructions
that represent player activity (e.g., player movement, skill
development activities such as dribbling or other ball han-
dling maneuvers, exercise activities such as pushups or
sit-ups, or other player activity). Workouts 108 are associ-
ated with attributes, such as a workout skill level, workout
intensity level, workout time, workout type (e.g., offensive
skills development, long range shooting development, short
range shooting development, free throw shooting develop-
ment, agility development, strength development, ball han-
dling development, physical conditioning development, or
other workout type), or other attributes. Attributes of work-
out programs included in workouts 108 can indicate whether
a particular workout program (or grouping of workout
programs included in, e.g., a workout library) is user-
modifiable. For instance, a workout program can be speci-
fied (e.g., during creation) as non-modifiable. Non-modifi-
able workout programs can be executed by players at
basketball training machine 10 but not modified by the
player prior to execution, thereby providing a common
workout program that can be executed (without modifica-
tion) by multiple players associated with multiple user
accounts to enable benchmarking or other comparisons of
player skill and/or conditioning, as is further described
below.

Workout programs stored at workouts 108 can be asso-
ciated with any one or more accounts and/or account groups
stored in database 104 at accounts 106. For instance, a
particular workout program can be associated with (e.g.,
assigned to) an account group corresponding to a team, and
therefore also associated with each individual user account
that is a member of the team account group through the
hierarchical relationship between the parent team account
group and the child user accounts. Workout programs stored
at workouts 108 can be associated with a single account of
accounts 106 or multiple accounts of accounts 106. As such,
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workout programs can be generated and stored at workouts
108 of database 104 and utilized by a single user account or
shared between multiple user accounts or account groups.

Analytics 110 of database 104 store analytics data (e.g.,
statistics) associated with any one or more accounts stored
at accounts 106 and/or workout programs stored at workouts
108. Examples of analytics data include shooting percentage
data, a number of attempted shots, a usage time of basketball
training machine 10, user heart rate data during any one or
more workout programs (e.g., sensed by a heart rate monitor
or other physical monitoring device worn by a player during
a workout program), shooting percentage relative to heart
rate, movement, position on the basketball court, or other
analytics data. Analytics data stored at analytics 110 of data
base 104 can be associated with a workout program, such
that each user account that executes a particular workout
program contributes to shared analytics corresponding to the
executed workout program. In general, analytics 110 can
store any statistical or other analytical data that corresponds
to user accounts, user account groups (e.g., team account
groups), and workout programs to enable comparison of
performance between user accounts, between user accounts
and benchmark performance criteria, between time-sepa-
rated performances of a single user account (or account
group), or other comparisons. As such, analytics data stored
at analytics 110 can enable a coach, player, or other user to
track performance of a single player or group of players over
time, to compare performances between players or groups of
players, and to track progress of skill development and
conditioning of players or groups of players.

As illustrated in FIG. 5, server 98 executes website 102,
though in other examples website 102 can be executed by a
separate computing device, such as a dedicated web server
device. Website 102 is communicatively coupled with work-
out module 100 to provide a user interface that enables user
interaction with workout module 100 to create and select
workout programs and view analytics data stored at database
104, as is further described below.

Basketball training machine 10 is communicatively
coupled with server 98 to access website 102 via any one or
more wired or wireless communication networks, such as a
cellular communication network, local area network (LAN),
wide area network (WAN) such as the Internet, wireless
LAN (WLAN), or other type of communication network.
Basketball training machine 10, as illustrated in FIG. 5,
includes an interface (illustrated as I/F), such as console 58,
a touchscreen interface, a keyboard and/or mouse interface,
or other type of interface to enable user interaction with
website 102 to create a workout program and/or select a
workout program stored at workouts 108 for execution by
basketball training machine 10.

In operation, a user accesses website 102 via the interface
of basketball training machine 10 to select a workout
program stored at workouts 108 and/or create a new workout
program via the interface provided by website 102 and
managed by workout module 100. Server 98 transmits the
selected or created workout program to basketball training
machine 10. The workout program includes both machine
workout instructions for execution by basketball training
machine 10 and player workout instructions representing
player activity during workout program. Basketball training
machine 10 executes the machine workout instructions by
delivering basketballs to identified ball delivery locations at
a selected tempo (i.e., relative timing) and tracking made
and missed shots via shots made sensor 26. Basketball
training machine 10 presents the player instructions for
review prior to execution of the workout program and, in
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certain examples, presents the player instructions during
execution of the workout program via a display, speakers, or
other output device. Results of the workout program corre-
sponding to made and missed shots, duration of one or more
portions of the workout program, or other analytics data can
be transmitted by basketball training machine 10 to workout
module 100 of server 98 via website 102 (e.g., automatically
transmitted or transmitted in response to user input to upload
the results to server 98). Accordingly, system 96 enables a
user to select one or more workout programs stored at
workouts 108 of database 104, create a new workout pro-
gram that can optionally be stored in workouts 108, and
execute the workout program to enable effective training for
the player.

FIG. 6 is a block diagram of another embodiment of
basketball training system 96 including basketball training
machine 10 and player computing device 112, each com-
municatively coupled with server 98. That is, in the example
of FIG. 6, basketball training system 96 also includes player
computing device 112 that is communicatively coupled with
server 98 via one or more wired or wireless communication
networks, or both. Examples of player computing device 112
include tablet computers, mobile phones (including smart-
phones), laptop computers, wearable devices such as smart-
watches, or other computing devices that can communicate
with server 98 to interface with workout module 100. For
instance, player computing device 112 can interface with
workout module 100 by accessing website 102 via, e.g., the
Internet. In some examples, player computing device 112
executes a software application (often referred to as an app)
that establishes a communicative connection with server 98
via website 102 or other separate communicative connection
and presents a graphical user interface to enable user inter-
action with workout module 100 to select a workout pro-
gram stored at workouts 108 of database 104 and/or create
a workout program for execution by basketball training
machine 10. Though basketball training machine 10 is
illustrated in the example of FIG. 6 as including an interface
(I/F), basketball training machine 10 need not include a user
interface in all examples. For instance, as in the example of
FIG. 6, player computing device 112 can serve as the user
interface enabling interaction of the player with server 98
and basketball training machine 10.

In operation, a player utilizes player computing device
112 (e.g., a smartphone) to execute an application (e.g., an
app) that interfaces with workout module 100 or to access
website 102 via a web browser that presents a graphical user
interface managed by workout module 100. The graphical
user interface presents a login screen that enables the player
to provide account login information, such as username and
passcode. Workout module 100 accesses the account stored
in accounts 106 associated with the login information (or
enables the player to create a new account) and presents the
user with graphical control elements to either select a
workout program stored at workouts 108 of database 104 or
create a new workout program, as is further described below.

In response to receiving a selection via player computing
device 112 of a stored workout program or creation of a new
workout program, server 98 transmits the selected or created
workout program including the machine workout instruc-
tions and the player workout instructions to basketball
training machine 10 via, e.g., website 102 or a separate
communicative connection between server 98 and basket-
ball training machine 10. Basketball training machine 10
executes the workout program and generates analytics data
in the form of workout results (e.g., made and missed shots,
workout timing, or other results) and transmits the results to
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server 98. Server 98 transmits the results to player comput-
ing device 112 which presents the results to the player via a
display or other output device of player computing device
112. In some examples, workout module 100 can automati-
cally store the workout results at analytics 110 of database
104 and associate the results with the corresponding user
account in accounts 106. In other examples, workout module
100 can store the workout results only in response to
received user input via the graphical user interface provided
at player computing device 112 to store (e.g., upload) the
results to server 98. Accordingly, player computing device
112 can provide a graphical user interface and communica-
tion connection that enables user interaction with basketball
training machine 10 via server 98. In addition, player
computing device 112 can enable player interaction with
server 98 to upload results, view and/or create workout
programs, or otherwise interact with server 98 whenever
player computing device 112 has a communicative connec-
tion with server 98 (e.g., via an Internet connection), thereby
enabling player interaction from locations that may be
remote from basketball training machine 10.

FIG. 7 is a block diagram of another embodiment of
basketball training system 96 including player computing
device 112 communicatively coupled with server 98 and
basketball training machine 10 communicatively coupled
with player computing device 112. That is, in the example of
FIG. 7, basketball training machine 10 is not directly con-
nected to server 98, but rather is directly connected to player
computing device 112 via a wired and/or wireless network
connection. For instance, player computing device 112 can
connect with basketball training machine 10 via a wireless
Bluetooth connection, LAN connection, WLAN connection,
or other communicative connection.

In the example of FIG. 7, player computing device 112
enables user interaction with server 98 to select a workout
program and/or create a new workout program via, e.g.,
website 102 that is managed by and interfaces with workout
module 100. In operation, server 98 transmits the selected or
created workout program including the machine workout
instructions and player workout instructions to player com-
puting device 112. Player computing device 112 transmits
the workout program to basketball training machine 10 via
the communicative connection between player computing
device 112 and basketball training machine 10. Basketball
training machine 10 executes the workout program and
transmits results to player computing device 112. Player
computing device 112, in this example, transmits the results
(automatically or in response to user input to upload the
results) to server 98, which stores the results at database 104.
As such, player computing device 112 can provide both a
user interface and communicative connection to enable user
interaction with basketball training machine 10 as well as a
communicative connection between basketball training
machine 10 and server 98. In this way, basketball training
machine 10 need not have a communicative connection with
server 98 to receive and execute workout programs stored at
or created via workout module 100. As such, player com-
puting device 112 can provide the communicative connec-
tion enabling interaction between basketball training
machine 10 and server 98 in examples where basketball
training machine 10 is either not Internet enabled or does not
have access to a wireless network capable of interfacing
with server 98.

FIG. 8 is a block diagram of another embodiment of
basketball training system 96 including player computing
device 112 and coach computing device 114 each commu-
nicatively coupled with server 98, and basketball training
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machine 10 communicatively coupled with player comput-
ing device 112. That is, in the example of FIG. 8, basketball
training system 96 also includes coach computing device
114 that is communicatively coupled with server 98 via one
or more wired or wireless communication networks.
Examples of coach computing device 114 include laptop
computers, desktop computers, tablet computers, mobile
phones (e.g., smartphones), or other computing devices that
can communicate with server 98 to interface with workout
module 100. In general, coach computing device 114 pro-
vides an additional interface with server 98 to create, select,
and/or modify workout programs via workout module 100.

In operation, a coach (or other user) accesses website 102
via coach computing device 114, which may be located
remotely from basketball training machine 10 (e.g., in a
coach’s office or other remote location) to create a workout
program via the user interface presented by website 102 and
managed by workout module 100. In some examples, coach
computing device 114 can assign a created or stored workout
program to one or more accounts and/or account groups
stored at accounts 106 of database 104. In certain examples,
coach computing device 114 can modify a stored workout
program prior to assigning the workout program to one or
more accounts within database 104.

As illustrated in FIG. 8, coach computing device 114
accesses server 98 via website 102 managed by workout
module 100 to create a new workout program, access (and,
in some examples, modify) a workout program stored at
workouts 108, and assign the workout program to one or
more accounts. Player computing device 112, accessing
server 98 via, e.g., an app or website 102, receives a
notification that a workout program has been created for (or
assigned to) an account to which a player is logged in via
player computing device 112. In response, player computing
device 112 downloads the workout program from server 98
(e.g., via the app or website 102) automatically or in
response to player input via received via player computing
device 112 to download the workout program. Player com-
puting device 112 transmits the workout program to basket-
ball training machine 10, including both machine workout
instructions and player workout instructions, via a wired or
wireless connection between player computing device 112
and basketball training machine 10. In other examples, such
as when basketball training machine 10 is communicatively
coupled with server 98 (e.g., via Internet connection), bas-
ketball training machine 10 can receive the workout pro-
gram via the communicative connection with server 98.
Basketball training machine 10 executes the workout pro-
gram, and transmits the workout results (e.g., made shots,
missed shots, workout timing information, or other analytics
data) to player computing device 112, which uploads the
results to server 98 (e.g., automatically or in response to user
input to upload the results). Server 98 stores the workout
results at analytics 110 of database 104 and associates the
workout results with the user account in accounts 106 to
which the player logged in via player computing device 112.
Server 98 further transmits the workout results to coach
computing device 114 (e.g., automatically or in response to
user input to retrieve the results from coach computing
device 114, such as via website 102).

Coach computing device 114 can access and/or modify
goals and practice plans, managed by workout module 100
and stored at database 104 and associated with one or more
of accounts 106. For example, workout module 100 can
present graphical control elements via, e.g., website 102 to
enable a coach or other user to create and assign goals to one
or more of accounts 106. Examples of goals include number
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of attempted shots goals, number of made shots goals, total
training time goals, shooting percentage goals, or other
goals. Practice plans can include one or more workout
programs assigned to the one or more of accounts 106 that
can be designed to help a player achieve a desired level of
performance, such as one or more goals associated with a
player account.

In some examples, coach computing device 114 can
access and modify scheduling corresponding to a time
schedule of the use of basketball training machine 10
associated with one or more of accounts 106. For instance,
workout module 100 can present graphical control elements,
such as graphical calendaring control elements, via website
102 to enable a coach or other user to schedule workout
times during which a corresponding account is designated
for use of basketball training machine 10. Accordingly,
scheduling controls managed by workout module 100 can
enable the coach or other user (e.g., player) to assign
workout times to one or more accounts (or account groups)
to enable effective scheduling and use of basketball training
machine 10 which may be utilized by multiple players
associated with multiple accounts. In some examples, the
coach or other user can assign a workout time to an account
within accounts 106. In response, workout module 100 can
transmit a notification to the corresponding account (e.g., via
a notification on an app executing on player computing
device 112) indicating the scheduled workout time. In cer-
tain examples, a player or other user can reserve a workout
time via, e.g., player computing device 112. In response,
calendaring controls managed by workout module 100 can
associate the reserved time with the corresponding account
and can indicate to other accessing accounts that the time is
reserved.

Accordingly, basketball training system 96 including
coach computing device 114 that interfaces with workout
module 100 via, e.g., website 102, enables coach (or other
third party) interaction with workout module 100 to create
new workout programs, access and/or modify stored work-
out programs, assign workout programs, goals, and/or work-
out programs to individual and/or group accounts, schedule
use of basketball training machine 10 among multiple
accounts, and track progress of the corresponding players
via coach computing device 114. Such remote access via
coach computing device 114 can enable the coach or other
user to, e.g., setup workout routines for a team or tailored to
individual players at times and locations that may be more
convenient than during a practice session at a basketball
facility where basketball training machine 10 is located.
Moreover, the coach or other user can access and review
training results corresponding to the workout programs at
any time or location that the coach or other user can access
server 98 via a communicative connection between coach
computing device 114 and server 98, such as during non-
practice hours. As such, basketball training system 96 that
enables remote access to server 98 via coach computing
device 114 provides greater flexibility for coaches or other
users to generate workout programs and review workout
results than other systems that may require colocation of the
coach or other user with basketball training machine 10 to
access such workout program generation and review opera-
tions.

FIG. 9 is a block diagram of another embodiment of
basketball training system 96 including player computing
device 112, coach computing device 114, and administrator
computing device 116 each communicatively coupled with
server 98, and basketball training machine 10 communica-
tively coupled with player computing device 112. That is, in
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the example of FIG. 9, basketball training system 96 also
includes administrator computing device 116 that is com-
municatively coupled with server 98 via one or more wired
or wireless communication networks. Examples of admin-
istrator computing device 116 include desktop computers,
laptop computers, tablet computers, mobile phones (includ-
ing smartphones), or other computing devices that can
communicate with server 98 to interface with workout
module 100. Administrator computing device 116 can be,
e.g., a device that is located at or otherwise managed by an
administrative entity of server 98, such as a manufacturer of
basketball training machine 10 or other administrative
entity.

As illustrated in FIG. 9, administrator computing device
116 accesses server 98 via, e.g., website 102, to create, store,
and/or modify workout programs stored at workouts 108 of
database 104. For instance, administrator computing device
116 can be utilized by an administrative entity to create
workout programs that are stored at workouts 108 and
assigned to any one or more accounts or account groups
stored at accounts 106 of database 104. For example,
administrator computing device 116 can access website 102
to create a library (or libraries) of workout programs that can
be accessed by coach computing device 114 to select work-
out programs and assign the selected workout programs to
user accounts that are downloaded by player computing
device 112 for execution by basketball training machine 10.

In some examples, administrator computing device 116
can designate any one or more workout programs as non-
modifiable. Non-modifiable workout programs can be
selected by coach computing device 114 and/or player
computing device 112 for execution by basketball training
machine 10, but are not modifiable via non-administrator
accounts. Administrator accounts are those accounts that are
associated with an administrative entity that accesses server
98 via, e.g., administrator computing device 116. Such
non-modifiable workout programs can be executed by mul-
tiple players and/or coaches to compare workout perfor-
mance among the multiple players. Accordingly, an admin-
istrator or other entity accessing server 98 via an
administrator account (e.g., via administrator computing
device 116) can provide common workout programs that can
be selected (e.g., by coaches) and performed by multiple
players, the results of which serve as an objective measure
of'the players’ abilities to perform the workout programs. In
this way, the common workout programs can help a coach
in selecting players for game-time performance and in
helping coaches to guide players to improve performance.

In certain examples, the non-modifiable workout pro-
grams can include benchmark criteria, such as benchmark
shot performance criteria (e.g., a number of made shots, a
number of shots taken in a given time duration, a percentage
of made shots, or other benchmark shot performance crite-
ria). In some example, the benchmark criteria can corre-
spond to performance of the non-modifiable workout pro-
gram by a particular player, such as a particular professional
player. In such examples, players (e.g., high school players)
executing the workout program can compare their workout
results to those of the benchmark player (e.g., professional
player), thereby providing a reference for comparison and a
performance goal to achieve.

As described above, those workout programs not desig-
nated as non-modifiable can be modified via, e.g., coach
computing device 114 and/or player computing device 112.
For instance, database 104 can store a library of modifiable
workout programs at workouts 108. A coach or other user
accessing workouts 108 via coach computing device 114 or
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a player accessing workouts 108 via player computing
device 112 can select one of the workout programs and
modify any one or more aspects of the workout program
prior to transmitting the workout program to basketball
training machine 10 for execution.

Accordingly, basketball training system 96 can enable an
administrator or other entity to provide workout programs
that can be selected by coaches and/or players for execution
by basketball training machine 10. The workout programs
can be modifiable or non-modifiable to enable both modi-
fiable templates of workout programs as well as non-
modifiable workout programs that can be used for bench-
marking or other comparisons of player performance.

FIG. 10 is a block diagram of another embodiment of
basketball training system 96 including player computing
device 112, coach computing device 114, administrator
computing device 116, and expert computing device 118
each communicatively coupled with server 98, and basket-
ball training machine 10 communicatively coupled with
player computing device 112. That is, in the example of FIG.
10, basketball training system 96 also includes expert com-
puting device 118 that is communicatively coupled with
server 98 via one or more wired or wireless communication
networks. Examples of expert computing device 118 include
desktop computers, laptop computers, tablet computers,
mobile phones such as smartphones, or other computing
devices that can communicate with server 98 to interface
with workout module 100.

In the example of FIG. 10, expert computing device 118
can be utilized by a sports training entity (e.g., trainer) or
other basketball training expert to provide workout pro-
grams that are stored at workouts 108 of database 104. As an
example, a training expert, such as a professional or colle-
giate level basketball coach, a sports trainer, or other expert
can access server 98 via website 102 managed by workout
module 100 to generate workout programs (e.g., a workout
library) corresponding to, e.g., various workout regimens
specifically targeted to increase a player’s performance in
one or more aspects of the game of basketball. Workout
programs generated by the expert (e.g., via expert comput-
ing device 118) can be accessed and reviewed by an admin-
istrator via administrator computing device 116. The admin-
istrator can assign any one or more of the workout programs
(and, in some examples, rejecting certain workout programs)
to any one or more accounts, account groups, or workout
libraries stored at database 104. Coach computing device
114, in one example, accesses a library of expert workout
programs and assigns one or more of the expert workout
programs to corresponding accounts stored at accounts 106
of database 104. A player associated with one of the
accounts receives a notification from workout module 100
that a new workout program (i.e., the expert workout pro-
gram in this example) has been assigned to that player and
downloads the workout program via player computing
device 112. Player computing device 112 transmits the
workout program to basketball training machine 10 (or, in
some examples, basketball training machine 10 downloads
the workout program direction from server 98). Basketball
training machine 10 executes the expert workout program
and transmits results to player computing device 112. Player
computing device 112 transmits the results, automatically or
in response to user input to upload the results, to server 98.
A coach or other user can access the results stored at
analytics 110 of database 104 via website 102 accessed
from, e.g., coach computing device 114. Accordingly, sys-
tem 96 can enable basketball training experts to provide
workout programs that can be vetted by an administrator and
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selected for use by a coach and/or player with basketball
training machine 10. Results of the executed workout pro-
gram can be stored at database 104 and viewed (and ana-
lyzed) by the player and/or coach. As such, system 96
enables coaches and/or players to access workout programs
designed for execution on basketball training machine 10 by
basketball training experts that may not be directly affiliated
with the player, coach, or team, but rather may provide such
workout programs as a service (e.g., paid or otherwise) to
individuals and groups associated with (e.g., having access
to) server 98.

A basketball training system implementing techniques
described herein can therefore enable players, coaches,
teams, or other entities to generate workout programs for
execution by basketball training machine 10 using a graphi-
cal user interface managed by workout module 100 and
presented via website 102 or other graphical interface. The
workout programs can be stored at server 98 (or other
computing device accessible by server 98) to enable later
retrieval and possible sharing of workout programs among
multiple user accounts. The user accounts can be associated
with any one or more user groups, thereby facilitating such
sharing of workout programs among affiliated users. Work-
out results, stored by database 104 as analytics 110 and
associated with any one or more accounts 106 and/or
workouts 108, can be retrieved by any computing device
communicatively coupled with server 98 and having access
to a corresponding one of accounts 106. In this way, ana-
Iytics data corresponding to workout results can be
reviewed, shared, and analyzed by coaches, players, or other
users to facilitate the efficient and effective training of
players. The ability of workout module 100 to automatically
modify workout programs in response to graphical control
elements that select a corresponding skill level or duration of
the workout program enables users (e.g., players, coaches, or
other users) to efficiently utilize training time for active
training with basketball training machine 10, rather than
spending such time modifying workout programs to fit the
timing constraints or skill level of the player. Moreover,
libraries of workout programs generated by an administrator
or training expert can enable the coach and/or player to
select stored workout programs designed by training experts
to draw from their expertise without having direct affiliation
(e.g., time spent with) the particular training expert. Accord-
ingly, system 96 implementing workout module 100 to
generate workout programs for execution by basketball
training machine 10 can significantly enhance the effective-
ness and efficiency of the training experience using basket-
ball training machine 10.

FIGS. 11-24 are screenshots of graphical user interface
120 presented by, e.g., website 102 and managed by workout
module 100. For purposes of clarity and ease of discussion,
the screenshots of FIGS. 11-24 are described below within
the context of basketball training system 96 of FIGS. 5-10.

As illustrated in FIG. 11, graphical user interface 120
includes My Stats contents tab 122, Groups contents tab
124, Workouts contents tab 126, and Goals contents tab 128.
FIG. 11 is a screenshot of graphical user interface 120
presented when Workouts content tab 126 is selected. As
illustrated, graphical user interface 120 further includes
workouts library 130 and workouts selection region 132.
Workouts library 130 presents selectable libraries of work-
out programs as well as an indication of a number of
workout programs included in each workout library. Work-
outs library 130 presents libraries of workout programs that
are stored at workouts 108 and accessible by an actively
logged in account of accounts 106 stored in database 104. In
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response to receiving an indication of user selection to
access one of the selectable libraries of workout programs
presented by workouts library 130, workout module 100
causes graphical user interface 120 to present sclectable
icons representing the individual workout programs
included in the selected workout library at workouts selec-
tion region 132.

As illustrated, graphical user interface 120 presents a
plurality of workout programs at workouts selection region
132. Each of the workout programs corresponds to a work-
out program stored at workouts 108 and accessible by (e.g.,
associated with) the actively logged in user account stored at
accounts 106 of database 104. In addition to the plurality of
workout programs, graphical user interface 120 presents
workout creation icon 134 that is user selectable to initiate
the workout creation process through which the user is led
by graphical user interface 120 as managed by workout
module 100.

FIG. 12 is a screenshot illustrating graphical user interface
120 after workout creation icon 134 is selected. As illus-
trated in FIG. 12, in response to a selection of workout
creation icon 134, graphical user interface 120 presents
workout segments region 136 including shooting segment
138 and segment addition icon 140. In addition, graphical
user interface 120 presents ball delivery selection icon 142
as well as ball delivery location region 144. Ball delivery
location region 144 displays a graphical representation of a
portion of a basketball court having candidate ball delivery
locations 146A, 1468, 146C, 146D, 146E, 146F, 146G,
146H, and 1461 spaced angularly about a location of a
basketball goal, point value allocation icon 148, ball deliv-
ery order icon 149, and segment notes region 150.

Workout segments region 136 displays indications of
segments of the workout program. That is, workout module
100 divides workout programs into a series of segments,
each corresponding to a category of workout program activi-
ties. For instance, as is further described below, categories of
workout program activities can include shooting segments,
resting segments, physical exercise segments (e.g., sit ups,
pushups, or other physical exercises), customizable seg-
ments, or other categories of workout program activities. In
some examples, such as the example of FIG. 12, workout
module 100 generates an initial starting segment as a shoot-
ing segment, though in other examples, workout module 100
may generate other categories of initial starting segments, or
no initial starting segment.

Shooting segment 138 includes indications of segment
parameters corresponding to a goal parameter, a type param-
eter, a tempo parameter, and an order parameter. Each of the
goal, type, tempo, and order parameters are user sclectable
to modify the respective segment parameters. For example,
the goal parameter is user selectable to select a made shots
goal corresponding to a total number of made shots for the
segment, a shots taken goal corresponding to a total number
of attempted shots (or delivered basketballs) for the seg-
ment, and a time duration goal corresponding to a total time
duration of the segment. Each parameter is further selectable
to specify a value of the parameter, such as a number of
made shots, a number of shots taken, and the total time
duration goal. The type parameter is user selectable to
specify a number of shots to be made, a number of shots to
be taken, or a number of consecutive made shots. The tempo
parameter is user selectable to select (e.g., increase and
decrease) a ball delivery tempo. Increasing the ball delivery
tempo decreases a time duration between consecutively
delivered basketballs. Decreasing the ball delivery tempo
increases a time duration between consecutively delivered
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basketballs. The order parameter is user selectable to select
whether basketballs are delivered in a default order (e.g.,
from left to right, from right to left, or other default order)
or a customized order corresponding to, e.g., an order of
selected ball delivery locations. Ball delivery icon 149 is
illustrated in the example of FIG. 12 as presenting an
indication of a default ball delivery order corresponding to
a left-to-right order followed by a right-to-left order. Ball
delivery icon 149 displays, in response to a selected cus-
tomized ball delivery order, an indication that the selected
delivery order has been customized. Segment addition icon
140 enables user selection input to add an additional seg-
ment to the workout program, as is further described below.

Candidate ball delivery locations 146A-1461 graphically
represent candidate ball delivery locations to which ball
delivery machine 10 will deliver basketballs during execu-
tion of the workout program. Ball delivery selection icon
142 is user selectable to identify any one or more of
candidate ball delivery locations 146 A-146] as selected ball
delivery locations. For instance, in the example of FIG. 12,
ball delivery selection icon 142 is user selectable via drag-
and-drop actuation to identify selected ball delivery loca-
tions from candidate ball delivery locations 146A-1461.
Point value allocation icon 148 is user selectable to select a
point value allocation (e.g., three-point value, two-point
value, or free throw) for purposes of generation of analytics
data stored at, e.g., analytics 110 of database 104. Segment
notes region 150 receives and stores alphanumeric text input
corresponding to, e.g., segment notes or other user-provided
information corresponding the segment.

FIG. 13 is a screenshot illustrating graphical user interface
120 after receiving user input (e.g., drag-and-drop input of
ball delivery selection icon 142) to select candidate ball
delivery locations 146B, 146D, and 146H as selected ball
delivery locations. As illustrated in FIG. 13, ball delivery
location region 144 displays each of candidate ball delivery
locations 146A-1461 including a number corresponding a
sequential order of ball delivery to the candidate ball deliv-
ery locations. That is, candidate ball delivery location 146 A
illustrates the numeral 1 corresponding to a first order of ball
delivery, and candidate ball delivery location 1461 illustrates
the numeral 9 corresponding to a ninth (or last) order of ball
delivery. In the example of FIG. 13, only candidate ball
delivery locations 146B, 146D, and 146H are identified via
user input as selected ball delivery locations. As such, ball
delivery machine 10 in the example of FIG. 13 delivers
basketballs first to selected ball delivery location 146B,
second to selected ball delivery location 146D, and third to
selected ball delivery location 146H corresponding to the
relative order of candidate ball delivery locations 146B,
146D, and 146H in a default left-to-right ordering of ball
delivery.

FIG. 14 is a screenshot illustrating graphical user interface
120 after receiving user selection input to specify a custom-
ized order parameter of shooting segment 138. As illustrated
in FIG. 14, ball delivery location region 144 displays each
of candidate ball delivery locations 146 A-1461. However, in
the example of FIG. 14, ball delivery location region 144
displays numerals only with selected ball delivery locations
1468, 146D, and 146H. That is, in response to receiving the
user selection input to specify the customized order param-
eter of shooting segment 138, ball delivery location region
144 displays a numeral 1 with selected ball delivery location
1468, a numeral 2 with selected ball delivery location 146D,
and a numeral 3 with selected ball delivery location 146H.
The numerals displayed with selected ball delivery locations
1468, 146D, and 146H correspond to an order of ball
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delivery to selected ball delivery locations 1468, 146D, and
146H determined by workout module 100 in response to an
order of selection of selected ball delivery locations 1468,
146D, and 146H. That is, in the example of FIG. 14, selected
ball delivery location 146B was first selected, selected ball
delivery location 146H was next selected, and selected ball
delivery location 146D was last selected. Workout module
100, in response to receiving the user selection input to
specify the customized order parameter of shooting segment
138, specifies the ball delivery location order as first to
selected ball delivery location 146B, next to selected ball
delivery location 146H, and last to selected ball delivery
location 146D corresponding to the relative selection order
of selected ball delivery locations 146B, 146D, and 146H.

FIG. 15 is a screenshot of graphical user interface 120
after selection of segment addition icon 140. As illustrated
in FIG. 15, in response to receiving user selection input of
segment addition icon 140, workout module 100 causes
graphical user interface 120 to present segment categories
selection menu 152. Segment categories selection menu 152
includes shooting segment category icon 154, ball handling
segment category 155, resting segment category icon 156,
sit ups segment category icon 158, pushups segment cat-
egory icon 160, and custom segment category icon 162. In
response to receiving user selection input of shooting seg-
ment category icon 154, workout module 100 generates a
next segment category as a shooting segment and presents
graphical control elements to select the shooting segment
parameters as described above. In response to receiving user
selection input of ball handling segment category icon 155,
workout module 100 generates a next segment category as
a ball handling segment and presents graphical control
elements to select a duration and type of the of the ball
handling segment, such as a one-ball type, a two-ball type,
a three-ball type, or other type of ball handling segment. In
response to receiving user selection input of resting segment
category icon 156, workout module 100 generates a next
segment category as a resting (or break) segment and
presents graphical control elements to select a duration of
the resting segment. In response to receiving user selection
input of sit ups segment category icon 158, workout module
100 generates a next segment category as a sit ups segment
and presents graphical control elements to select one of a
duration or number of sit ups. In response to receiving user
selection input of pushups category icon 160, workout
module 100 generates a next segment category as a pushups
segment and presents graphical control elements to select
one of a duration or number of pushups. In response to
receiving user selection input of custom segment category
icon 162, workout module 100 generates a next segment
category as a custom category and presents graphical control
elements to provide a description and/or name of the custom
segment category as well as a time duration of the custom
category.

FIG. 16 is a screenshot of graphical user interface 120
after receiving user selection input of sit ups segment
category icon 158, ball handling segment category icon 155,
and custom segment category icon 162. That is, in the
example of FIG. 16, workout module 100 first received user
selection input of sit ups segment category icon 158 as well
as user input to select a time duration of twenty seconds for
the sit ups segment category. Further, in the example of FI1G.
16, workout module 100 next received user selection input
of ball handling segment category icon 155 as well as user
input to select a two-ball segment type and a duration of
sixty seconds, and last received user selection input of
custom segment category icon 162 as well as user input to
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name the custom category “D-Slide” (i.e., corresponding to
a defensive slide maneuver to increase both endurance and
agility) and provide a time duration of sixty seconds for the
custom “D-Slide” category.

As further illustrated in FIG. 16, graphical user interface
120 presents difficulty scaling control element 163 and time
duration scaling control element 165. While difficulty scal-
ing control element 163 and time duration scaling control
element 165 are illustrated and described as graphical slider
elements, in other examples, any one or more of difficulty
scaling control element 163 and time duration scaling con-
trol element 165 can be presented as graphical buttons,
graphical checkboxes, or other graphical control elements
that enable a coach, player, or other user to select a modified
difficulty (or skill) level.

Difficulty scaling control element 163 enables user input
to efficiently modify a workout program based on a selected
difficulty (or skill level) selected at difficulty scaling control
element 163. For instance, a workout program stored at
workouts 108 of database 104 can include workout program
attributes that designate the workout program as correspond-
ing to one of a plurality of difficulty levels (or player skill
levels). Difficulty scaling control element 163 enables user
input to select one of a plurality of difficulty (or skill) levels,
such as the illustrated levels of junior varsity (JV) level,
varsity level, collegiate level, or professional level. Though
illustrated as including four separate difficulty levels, diffi-
culty scaling control element 163 can present more or fewer
than four difficulty levels. In certain examples, difficulty
scaling control element 163 can enable selection of discrete
difficulty levels, such as one of the four illustrated difficulty
levels. In other examples, difficulty scaling control element
163 can enable selection of a difficulty level along an analog
scale ranging from a least difficult level (e.g., JV) to a most
difficult level (e.g., professional). In such examples, diffi-
culty scaling control element 163 can enable selection of
difficulty levels between the indicated discrete levels, such
as between the JV and varsity levels, between the varsity and
college levels, or between the college and professional
levels, thereby enabling a greater number of level selections
and a correspondingly greater flexibility in modifying work-
out programs.

In response to receiving an indication of a selected
difficulty level via difficulty scaling control element 163,
workout module 100 modifies the selected workout pro-
gram, such as by modifying a number of total shots, a
number of shots each selected ball delivery location, a ball
delivery tempo (i.e., relative timing between delivery of
balls to selected ball delivery locations), a position of ball
delivery locations and/or selected shot locations, a number
and/or intensity of exercises included in the workout pro-
gram, or other modifications to the selected workout pro-
gram to correspond to the selected difficulty level. Increas-
ing the selected difficulty level, for example, can
automatically increase the ball delivery tempo (i.e., decrease
the time duration between consecutive ball deliveries),
increase a total number of a made shots goal, increase a total
number of a consecutive made shots goal, adjust ball deliv-
ery locations and/or selected shot locations to increase a
distance of the locations from the basketball goal, adjust a
distance of three-point shot locations, or other modifications.
Similarly, decreasing the selected difficulty level can auto-
matically modify parameters of the workout program to
decrease the difficulty of the workout program. Accordingly,
workout module 100 can automatically modify any one or
more attributes of a workout program responsive to user
input received via difficulty scaling control element 163 to
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modify the difficulty (or skill) level of a selected workout
program without requiring user inputs to modify each of the
individual workout attributes. In this way, workout module
100 utilizing difficulty scaling control element 163 can
enable efficient adjustment of entire workout programs via a
single user selection input at difficulty scaling control ele-
ment 163.

As further illustrated in FIG. 16, graphical user interface
120 presents time duration scaling control element 165.
Time duration scaling control element 165 enables user
input to efficiently modify a duration of a workout program
based on a time duration selected at time duration scaling
control element 165. That is, time duration scaling control
element enables a coach, player, or other user to maintain the
format of a workout program (i.e., the selected ball delivery
locations, player activities, goals, or other aspects of the
workout program) but to modify the workout program to
adhere to a modified time duration. For instance, a particular
workout program can have a base time duration of, e.g.,
thirty minutes. In such an example, time duration scaling
control element 165 enables the user to increase or decrease
the time duration of the workout program from the base time
duration of thirty minutes. Workout module 100, in response
to receiving user input to increase the time duration of the
workout program, can automatically increase a number of
balls delivered to each ball delivery location, increase a time
duration or number of exercise activities included in the
workout program, increase a shots made or other goal of the
workout program, or otherwise modify the workout program
to increase the time duration of the workout program.
Similarly, in response to receiving user input to decrease the
time duration of the workout program, workout module 100
can automatically decrease any one or more activities of the
workout program to automatically decrease the time dura-
tion of the workout program. As such, workout module 100
can automatically increase or decrease parameters of activi-
ties (e.g., segments) within a workout program in response
to user input to select a modified time duration of the
workout program without requiring the user (e.g., player,
coach, or other user) to manually modify any one or more
individual parameters of the workout program segments.

FIG. 17 is a screenshot of graphical user interface 120 in
response to user selection input of My Stats contents tab
122. As further illustrated in FIG. 17, graphical user inter-
face 120 presents heat map content tab 164, heart rate
content tab 166, and statistics content tab 168 in response to
user selection input of My Stats contents tab 122. FIG. 17 is
a screenshot of graphical user interface 120 when heat map
content tab 164 is selected.

As illustrated in FIG. 17, in response to user selection
input to select heat map content tab 164, graphical user
interface 120 presents heat map 170. Heat map 170 graphi-
cally renders a plurality of shot sectors with respect to a
graphical representation of a portion of a basketball court.
Shot sectors of heat map 170, illustrated by radial lines and
arcs, correspond to non-overlapping sectors of the basketball
court within which workout module 100 groups attempted
and made shots at the basketball goal. Heat map 170 further
presents statistical information in the form of shooting
percentage, a number of attempted shots, and a number of
made shots within each of the shot sectors and as an
aggregate of all of the shot sectors. Statistical information
presented at heat map 170 is derived from analytics data
stored at analytics 110 of database 104 aggregated during
execution of one or more workout programs at basketball
training machine 10. Shot sectors of heat map 170 can be
color coded to identify a range of performance (e.g., shoot-
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ing percentage, number of shots made, or other perfor-
mance) within each of the shot sectors. For instance, shot
sectors corresponding to a shooting percentage that is
greater than or equal to a highest threshold shooting per-
centage can be color coded green, shot sectors correspond-
ing to a shooting percentage that is less than a lowest
threshold shooting percentage can be color coded red, and
shot sectors corresponding to a shooting percentage that is
between the highest threshold shooting percentage and the
lowest threshold shooting percentage can be color coded
yellow.

FIG. 18 is a screenshot of graphical user interface 120 in
response to user selection input of heart rate content tab 166.
As illustrated in FIG. 18, in response to user selection input
of heart rate content tab 166, graphical user interface 120
presents statistical data corresponding to shooting percent-
age, a number of made shots, and a number of attempted
shots for each of a plurality of heart rate ranges. As illus-
trated, graphical user interface 120 can categorize the heart
rate ranges, in descending order of heart rate, as one of an
extreme (e.g., high) heart rate range, a game-like heart rate
range typically encountered by players during basketball
games, an endurance heart rate range, a recovery heart rate
range, and a light heart rate range.

FIG. 19 is a screenshot of graphical user interface 120 in
response to user selection input of statistics content tab 168.
As further illustrated in FI1G. 19, in response to user selection
input of statistics content tab 168, graphical user interface
120 presents shooting percentage graph 171 that displays
shooting percentage corresponding to a user account with
respect to time. In addition, graphical user interface 120
displays graphical control elements (e.g., buttons in this
example) that enable user selection input to display statis-
tical information corresponding to a number of made shots
and a number of attempted shots as well as usage informa-
tion of basketball training machine 10 (e.g., a number of
shots taken, a total time used, or other usage information).

FIG. 20 is a screenshot of graphical user interface 120 in
response to user selection input of Groups contents tab 124.
As illustrated in FIG. 20, in response to user selection input
of Groups contents tab 124, graphical user interface 120
presents group selection region 172, group member region
174, heat map content tab 176, statistics content tab 178, and
leaderboard content tab 180. Group selection region 172
includes group addition icon 182.

Group selection region 172, as illustrated in FIG. 20,
presents a plurality of selectable icons corresponding to
group accounts stored at accounts 106 of database 104. Each
of the selectable icons corresponding to the group accounts
presents an indication of a number of member accounts
associated with the group account and is user selectable to
identify the group account as a selected group account.
Graphical user interface 120 presents indications of the
selected group account and each member account included
within the selected group account at group member region
174. Each indication of the selected group account and the
individual member accounts presented at group member
region 174 is user selectable to cause graphical user inter-
face 120 to display parameters for the selected account
corresponding to a selected one of heat map content tab 176
and statistics content tab 178, as is further described below.
In response to user selection input of group addition icon
182, workout module 100 causes graphical user interface
120 to present graphical control elements to enable user
input to create a group account and associate one or more
member accounts with the created group account.
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FIG. 21 is a screenshot of graphical user interface 120 in
response to user selection input of heat map content tab 176.
As illustrated, in response to user selection input of heat map
content tab 176, graphical user interface 120 displays heat
map 184. Heat map 184 graphically renders a plurality of
shot sectors with respect to a graphical representation of a
portion of a basketball court. Heat map 184 displays statis-
tical information for the selected group account or a selected
member account of the selected group account (i.e., selected
in group member region 174) in the form of shooting
percentage, a number of attempted shots, and a number of
made shots within each of the shot sectors and for an
aggregate of all of the shot sectors. That is, in the example
of FIG. 21, group member region 174 displays the selected
group account entitled “10K shot club” (i.e., corresponding
to ten thousand shots) as well as the member accounts
associated with the selected 10K shot club. In the example
of FIG. 21, heat map 184 displays statistical information for
the selected 10K shot club group account, though in other
examples, heat map 184 displays statistical information for
a selected member account of the selected 10K shot club
group account in response to receiving user selection input
of the member account at group member region 174.

FIG. 22 is a screenshot of graphical user interface 120 in
response to user selection input of statistics content tab 178.
As illustrated in FIG. 22, in response to user selection input
of statistics content tab 178, graphical user interface 120
displays shooting percentage graph 186 that displays shoot-
ing percentage data with respect to time for the selected
group account or a selected member account of the selected
group account. In the example of FIG. 22, shooting percent-
age graph 186 displays shooting percentage data with
respect to time for the selected 10K shot club group account,
though in other examples, shooting percentage graph 186
displays shooting percentage data for a selected member
account of the selected 10K shot club group account in
response to receiving user selection input of the member
account at group member region 174. In addition, graphical
user interface 120 displays graphical control elements (e.g.,
buttons in this example) that enable user selection input to
display statistical information corresponding to a number of
made shots and a number of attempted shots as well as usage
information of basketball training machine 10 (e.g., a num-
ber of shots taken, a total time used, or other usage infor-
mation) for the selected group account or a selected member
account of the selected group account.

FIG. 23 is a screenshot of graphical user interface 120 in
response to user selection input of leaderboard content tab
180. As illustrated in FIG. 23, in response to user selection
input of leaderboard content tab 180, graphical user interface
120 presents leaderboard 188. Leaderboard 188 displays
statistical data corresponding to user accounts and user
account groups in the form of a total number of made shots,
a total number of attempted shots, and a shooting percentage
for each of the user accounts and user account groups.
Leaderboard 188 displays the statistical data and names of
user accounts and account groups in descending order as
sorted by one of the total number of made shots, the total
number of attempted shots, and the shooting percentage
(e.g., in response to user selection input specifying the
sorting column). Accordingly, leaderboard 188 enables users
to view a ranking of multiple user accounts and account
groups stored at database 104.

FIG. 24 is a screenshot of graphical user interface 120 in
response to user selection input of Goals contents tab 128.
As illustrated in FIG. 24, in response to receiving user
selection input of Goals contents tab 128, graphical user
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interface 120 presents goals presentation region 190, which
includes goal addition icon 192. Goals presentation region
190 displays one or more goals associated with a selected
group account or a selected member account of the selected
group account (i.e., as selected at group member region
174). Individual goals are displayed with a description of the
goal, an indication of the group account or member account
to which the goal is assigned, a progress bar displaying a
current progress toward completion of the goal, an indica-
tion of a duration of time until completion of the goal is due,
and an indication of whether the goal is in progress, com-
pleted, or was not completed prior to the date at which the
goal was due. Goal addition icon 192 enables user selection
input to assign a new goal to the selected account group of
member account. In response to user selection input of goal
addition icon 192, graphical user interface presents graphi-
cal control elements to enable user input corresponding to a
description (or name) of the goal, a type of goal (e.g., a
number of made shots, a number of attempted shots, or other
types of goals), and a time (e.g., date) at which completion
of the goal is due.

Accordingly, graphical user interface 120 managed by
workout module 100 and accessible via website 102 or other
software application (e.g., app) accessing server 98 enables
user interaction input to define workout programs that can
significantly improve both skills training and endurance
training via basketball training machine 10 to better prepare
players for game-like situations. Graphical user interface
120 can be accessed directly via an interface of basketball
training machine 10 or via any one or more computing
devices having a communicative connection with server 98,
thereby increasing flexibility and accessibility in generating
workout programs and analyzing corresponding workout
results.

While the examples of FIGS. 11-24 have been described
with respect to graphical user interface 120 presenting
candidate locations for selection of desired ball delivery
locations, aspects of this disclosure are not so limited. That
is, techniques described herein to generate workout pro-
grams including selected ball delivery locations are well
suited to examples in which graphical user interface 120
presents a visual representation of a basketball court that is
free of indicia representing predetermined (or candidate)
ball delivery locations and enables user input to select ball
delivery locations that are not limited in location by such
predetermined locations. The examples of FIGS. 25, 26,
27A, and 27B describe example operations of basketball
training system 96 in which graphical user interface 120
enables greater flexibility in selecting both ball delivery
locations and the location of basketball training machine 10.

FIG. 25 is a conceptual diagram illustrating portion 194 of
graphical user interface 120 that presents a visual represen-
tation of a portion of a basketball court that is free of indicia
representing predetermined ball delivery locations. FIG. 26
is a conceptual diagram illustrating portion 194 of graphical
user interface 120 displaying selected ball delivery locations
202A-202D with graphical icon 198 corresponding to bas-
ketball training machine 10 located underneath a basketball
goal. FIGS. 27A and 27B illustrate differing orientations of
portion 194 of graphical user interface 120 displaying
selected ball delivery locations 204A-204D on the visual
representation of the portion of the basketball court. That is,
FIG. 27A illustrates a first orientation of portion 194 corre-
sponding to a first viewer perspective of the portion of the
basketball court from a location nearest to beneath the
basketball goal. FIG. 27B illustrates a second (opposite)
orientation of portion 194 corresponding to a second viewer
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perspective of the portion of the basketball court from a
location nearest to mid court. For purposes of clarity and
ease of discussion, the examples of FIGS. 25, 26, 27A, and
27B are described below within the context of basketball
training system 96 of FIGS. 5-10. While described below as
outputting a visual representation of a portion of a basketball
court having line markings corresponding to a standard
North American basketball court, it should be understood
that graphical user interface 120 can output a visual repre-
sentation of other types of basketball courts (e.g., having line
markings corresponding to standard European courts) or
other playing surfaces (e.g., volleyball court, soccer field, or
other types of playing surface).

As illustrated in FIG. 25, workout module 100 causes
graphical user interface 120 to output portion 194 that
presents a visual representation of a portion of a basketball
court including three-point lines 196A, 196B, and 196C.
Portion 194, as illustrated in FIG. 25, is free of indicia
representing predetermined ball delivery locations, such as
graphically-rendered or other visual markings, graphically-
rendered or physical buttons, lights, or other physical or
graphically-rendered indications representing predeter-
mined ball delivery (or shot) locations. Accordingly, as is
further described below, portion 194 of graphical user inter-
face 120 enables user interaction via gesture or other input
(e.g., mouse, keyboard, voice command, or other user inter-
action input) relative to the visual representation of the
portion of the basketball court to identify selected ball
delivery locations without limiting such locations via pre-
determined indicia of location.

Three-point lines 196A, 196B, and 196C each represent
boundaries on the visual representation of the portion of the
basketball court separating two-point regions (between the
basketball goal and the respective three-point line) from
three-point regions (outside the interior of the respective
three-point arc). Each of three-point lines 196A, 196B, and
196C represent three-point boundary lines traditionally used
in high school competitions and younger (i.e., three-point
line 196A), collegiate competitions (i.e., three-point line
196B), and professional competitions (i.e., three-point line
196C), though other three-point boundary lines or indica-
tions of point value bifurcations are possible.

Graphical presentation of any one or more of three-point
lines 196A, 1968, and 196C can be user selectable via
graphical user interface 120. For instance, graphical user
interface 120 can present one or more graphical control
elements, such as checkboxes, dropdown menus, buttons,
sliders, or other graphical control elements configured to
allow user input to select the graphical rendering of any
combination of three-point lines 196 A, 196B, and 196C on
the visual representation of the portion of the basketball
court (including the graphical rendering of none of three-
point lines 196A, 196B, and 196C). As an example, graphi-
cal user interface 120 can present graphical control elements
in the form of three checkboxes, each corresponding to one
of three-point lines 196A, 196B, and 196C and having a
selectable attribute to cause graphical user interface 120 to
display the corresponding one of three-point lines 196A,
196B, and 196C. As illustrated in FIG. 25, graphical user
interface 120 presents each of three-point lines 196 A, 1968,
and 196C on the visual representation of the portion of the
basketball court, though any combination (or none) of
three-point lines 196A, 196B, and 196C can be displayed.

Graphical user interface 120 and/or basketball training
machine 10 utilize three-point lines 196 A, 196B, and 196C
to determine a point value corresponding to a made shot
associated with a ball delivery location, as is further
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described below. In certain examples, graphical user inter-
face 120 presents graphical control elements that enable user
interaction to identify which of three-point lines 196A,
196B, and 196C is selected as bifurcating the three-point
region from the two-point region for purposes of point value.
For instance, graphical user interface 120 can present
graphical control elements enabling user interaction to select
the display of each of three-point lines 196A, 196B, and
196C, and to utilize, e.g., three-point line 196B as the active
three-point line for purposes of allocating shot values.
Accordingly, graphical user interface 120 can enable user
interaction to cause portion 194 of graphical user interface
120 to display any one or more of three-point lines 196 A,
1968, and 196C and to utilize a selected one of three-point
lines 196A, 196B, and 196C for purposes of shot value
allocation.

In the illustrated example of FIG. 26, portion 194 of
graphical user interface 120 displays selected ball delivery
locations 202A, 202B, 202C, and 202D on the visual rep-
resentation of the portion of the basketball court. In addition,
portion 194 illustrates graphical icon 198 corresponding to
basketball training machine 10 located beneath a basketball
goal. Graphical icon 200, corresponding to shots made
sensor 26, is displayed at a location corresponding to place-
ment of shots made sensor 26 immediately below the
basketball goal. In the example of FIG. 26, portion 194
displays three-point line 196B without displaying three
point lines 196 A and 196C (e.g., corresponding to user input
selection to display and/or utilize three-point line 196B for
shot value allocations).

Dotted lines extending from icon 198 illustrate delivery of
balls from basketball training machine 10 to each of ball
delivery locations 202A-202D, though the dotted lines may
not be graphically rendered by portion 194 of graphical user
interface 120 in some examples. In addition, it should be
understood that, in operation, basketball training machine 10
rotates to deliver balls to each of ball delivery locations
202A-202D.

The group of ball delivery locations 202A-202D repre-
sents an ordered sequence of selected ball delivery locations.
The ordered sequence can be user selectable and modifiable.
For instance, the ordered sequence can correspond to user
selection to deliver one or more basketballs first to ball
delivery location 202A, second to ball delivery location
202B, third to ball delivery location 202C, and fourth to ball
deliver location 202D. In general, the ordered sequence can
correspond to any ordered sequence of ball delivery loca-
tions 202A-202D that can be selected by user input to
identify the sequence. In some examples, the ordered
sequence can include movement of icon 198 corresponding
to ball delivery machine 32 (and the associated movement of
ball delivery machine 32) between locations on portion 194
of graphical user interface 120, such as between locations
underneath the basketball and away from the basketball
goal, between locations away from the basketball goal, or
other movements of icon 198. While illustrated as including
four selected ball delivery locations 202A-202D, in other
examples, more or fewer than four ball delivery locations
can be selected.

In operation, workout module 100 causes server 98 to
output an indication of the locations and sequence of
selected ball delivery locations 202A-202D to basketball
training machine 10 (i.e., to controller 94 via communica-
tion device 84), which delivers basketballs to the selected
locations according to the ordered sequence. The indication
of the locations can include, e.g., an indication of relative
angles between each of selected ball delivery locations
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202A-202D. In some examples, the indication of the loca-
tions can include a position of selected ball delivery loca-
tions 202A-202D with respect to the visual representation of
the portion of the basketball court. In other examples, the
indication of the locations can include a position of selected
ball delivery locations 202A-202D with respect to the bas-
ketball court after scaling of the locations from a graphical
scale (corresponding to the visual representation) to a physi-
cal scale (corresponding to the physical basketball court).

In some examples, workout module 100 can receive
indications of the selected ball delivery locations in the form
of a stored workout program stored at, e.g., workouts 108 of
database 104. For instance, graphical user interface 120 can
present graphical control elements that enable user input
(e.g., gesture input, mouse input, keyboard input, voice
command input, or other user input) to select the stored
workout program. In response, workout module 100 can
retrieve the stored workout program information from work-
outs 108 of database 104. The stored workout program can
indicate the selected ball delivery locations, the sequence of
the selected ball locations, tempo information corresponding
to timing of the delivery of basketballs between the selected
ball delivery locations, a number of basketballs to be deliv-
ered to each of the selected ball delivery locations, or other
information corresponding to the stored workout program.
In some examples, the stored workout program can indicate
a location and/or orientation of ball delivery machine 10, as
is further described below.

Workout module 100 can receive indications of selected
ball delivery locations 202A-202D via user selection input
relative to the visual representation of the portion of the
basketball court. For example, user selection input can
include gesture input (e.g., tap gesture input, drag-and-drop
gesture input, or other gesture input) relative to the visual
representation of the portion of the basketball court received
at a touchscreen display. In some examples, user selection
input can include location selection input relative to the
visual representation of the portion of the basketball court
received via a mouse, keyboard, or other input device.

In certain examples, workout module 100 can receive
(and cause graphical user interface 120 to display) indica-
tions of selected user shot locations independent from the
indications of selected ball delivery locations. For instance,
workout module 100 can receive indications of user selec-
tion input (e.g., tap gesture input, drag-and-drop gesture
input, mouse input, keyboard input, or other user selection
input) to select user shot locations corresponding to a
selected ball delivery location. The selected user shot loca-
tions can indicate locations relative to the visual represen-
tation of the portion of the basketball court corresponding to
a shot location that is different than a selected ball delivery
location. The selected shot locations can correspond to user
movement prior to receiving the basketball at a selected ball
delivery location, after receiving the basketball at the
selected ball delivery location, or both. For example, a user
can receive a basketball at a selected ball delivery location
and move (e.g., dribble) to the selected shot location corre-
sponding to the selected ball delivery location to attempt the
shot at the basketball goal. In other examples, the user can
receive the basketball at the selected ball delivery location
after specified player movement (e.g., specified and dis-
played via graphical user interface 120) and can attempt the
shot at the basketball goal from at or near the selected ball
delivery location. In yet other examples, the user can receive
the basketball at the selected ball delivery location after
specified first movement and can attempt the shot at the
basketball goal at a separate selected shot location after
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specified second movement from the selected ball delivery
location. Workout module 100 and/or controller 94 of bas-
ketball training machine 10 can utilize selected user shot
locations, rather than the selected ball delivery locations, for
purposes of shot value allocations in examples where the
selected shot location is specified as separate from the
selected ball delivery location.

The ability to specify selected shot locations independent
from selected ball delivery locations enables workout mod-
ule 100 and/or controller 94 to attribute shot values and, in
some examples, determine user analytics corresponding to
the selected shot locations rather than merely the selected
ball delivery locations. Such differentiation between
selected shot locations and selected ball locations enables
balls to be delivered to locations that are, e.g., in the
three-point range (i.e., outside the selected three-point line)
and to allocate shot values according to a selected shot
location that is, e.g., in the two-point range (i.e., inside the
selected three-point line). Similarly, balls can be delivered to
locations within the two-point range while having a corre-
sponding shot location that is within the three-point range,
thereby enabling simulation of game-like user movement
while allocating shot values (and tracking user analytics
data) corresponding to the actual shot location that can be
different than the selected ball delivery location. Moreover,
the ability to incorporate user movement before and/or after
receiving the basketball at the selected ball delivery location
enables enhanced workout program development that better
simulates the game-like movement encountered by players
in games, rather than requiring that shots be attempted from
at or near the ball delivery location for purposes of shot
value allocation and user analytics data (e.g., analytics
corresponding to user shooting percentage from a location,
while moving in a particular direction, from a particular side
of the court, from a particular range on the court, or other
analytics).

In some examples, portion 194 of graphical user interface
120 can display an indication of the selected player move-
ment between selected ball delivery locations and corre-
sponding selected user shot locations. For instance, portion
194 of graphical user interface 120 can display an arrowed
line, a dotted or dashed line, a shaded or colored curvilinear
path, an animated path, or other graphical indication of the
selected player movements. Indications of the selected ball
delivery locations and the selected user shot locations can be
differentiated by, e.g., a color of the indication, a shading of
the indication, a shape of the indication, or other differen-
tiations. In certain examples, controller 94 can coordinate
operation of projection system 83 to project an indication of
selected ball delivery locations and/or selected user shot
locations on the physical basketball court. For example,
controller 94 can control operation of projection system 83
to project an optical indication (e.g., a spot of light) corre-
sponding to a next selected ball delivery location, thereby
providing visual guidance to the user of a next location to
which balls will be delivered. As another example, controller
94 can control operation of projection system 83 to project
a first optical indication (e.g., a first spot of light) corre-
sponding to a selected ball delivery location and a second
optical indication corresponding to a selected user shot
location. The first and second optical indications can be
simultaneously displayed and visually differentiable via,
e.g., color, size, shape, or other differentiations. For instance,
controller 94 can cause projection system 83 to output a red
spot of light at a selected ball delivery location and a green
spot of light at a selected user shot location corresponding to
the selected ball delivery location, thereby providing visual
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guidance to a user regarding the location of a next ball
delivery as well as a shot location to which the user is to
move to attempt the shot. In yet other examples, controller
94 can cause a speaker or other audio system to output an
audible indication of a next ball delivery location and/or
selected user shot location (e.g., the audible words “left
post”, “right free-throw elbow”, or other audible indica-
tions). Accordingly, controller 94 can coordinate operation
of ball delivery machine 32 to guide a user through a
workout program including multiple ball delivery and shot
locations from various locations of the court.

In certain examples, graphical user interface 120 can
present graphical control elements that enable user input to
select one or more player maneuvers associated with
selected player movement between selected ball delivery
locations and corresponding selected user shot locations.
Examples of selected player maneuvers can include pump
fakes, jab steps, crossover dribbles, behind the back
dribbles, two dribble pullups, three dribble pullups, or other
player maneuvers to be performed prior to or simultaneously
with player movement between a selected ball delivery
location and a corresponding selected user shot location.
Portion 194 of graphical user interface 120 can display an
indication of the selected player maneuvers, such as by
displaying textual descriptions of the maneuvers, graphical
icons representing the maneuvers, animations of the maneu-
vers, or other indications of the selected player maneuvers.

The ordered sequence of selected ball delivery locations
202A-202D can be determined, in some examples, accord-
ing to a sequence by which user selection input is received
to select ball delivery locations 202A-202D. For instance, a
user can select ball delivery locations 202A-202D in the
ordered sequence by first selecting ball delivery location
202A, second selecting ball delivery location 202B, third
selecting ball delivery location 202C, and fourth selecting
ball delivery location 202D. In some examples, graphical
user interface 120 can present graphical control elements in
the form of numbered icons that can be controlled via, e.g.,
drag-and-drop gesture input to identify the ordered sequence
of selected ball delivery locations. For instance, a user can
provide gesture input to move the numbered icons (e.g., via
drag-and-drop gesture input) to locations relative to the
visual representation of the portion of the basketball court to
identify both the order and location of selected ball delivery
locations (e.g., by moving a first numbered icon to a first ball
delivery location corresponding to a first location in the
ordered sequence, moving a second numbered icon to a
second ball delivery location corresponding to a second
location in the ordered sequence, etc.) In some examples, the
user can provide gesture input to move the numbered icons
to previously-selected ball delivery locations to identify the
ordered sequence of the selected ball delivery locations.

In certain examples, graphical user interface 120 can
provide one or more graphical control elements that enable
user input to reorder the ordered sequence of selected ball
delivery locations 202A-202D. For example, graphical user
interface 120 can provide graphical control elements that
enable user input to move a selected ball delivery location to
a particular position in the ordered sequence (e.g., first,
second, third, fourth, etc.) In some examples, graphical user
interface 120 can provide graphical control elements that
enable user input to move a selected ball delivery location
relative to a current position of the selected ball delivery
location within the ordered sequence (e.g., forward or back-
ward a selected number of places within the ordered
sequence). In some examples, graphical user interface 120
can provide graphical control elements that enable user input
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to delete and/or insert one or more selected ball delivery
locations within the ordered sequence of selected ball deliv-
ery locations 202A-202D.

Workout module 100 can cause graphical user interface
120 to output an indication of the ordered sequence of
selected ball delivery locations 202A-202D at portion 194.
For example, workout module 100 can cause graphical user
interface 120 to output a numerical value corresponding to
the ordered sequence at each of selected ball delivery
locations 202A-202D (e.g., the number 1 at or near ball
delivery location 202A, the number 2 at or near ball delivery
location 202B, the number 3 at or near ball delivery location
202C, and the number 4 at or near ball delivery location
202D). In certain examples, basketball training machine 10
outputs an indication of a location of a next selected ball
delivery location to which a basketball is to be delivered,
such as at front display 46 or via a wired or wireless speaker
of basketball training machine 10.

Graphical user interface 120 can provide one or more
graphical control elements that enable user input (e.g.,
gesture input, mouse input, keyboard input, or other user
input) to select a number of basketballs to be delivered to
each of selected ball delivery locations 202A-202D, a tempo
(or relative timing) between delivered basketballs, a shots
made goal, a time duration goal, a shots attempted goal, a
consecutive shots made goal, a total number of points made
goal, or other goal associated any one or more of selected
ball delivery locations 202A-202D (i.e., to be met before
basketballs are delivered to a sequentially next one of
selected ball delivery locations 202A-202D), or other infor-
mation corresponding to selected ball delivery locations
202A-202D.

Accordingly, graphical user interface 120 (including por-
tion 194) enables user interaction to select ball delivery
locations relative to the visual representation of the portion
of the basketball court to identify selected ball delivery
locations that are not limited in location by indicia of
predetermined shot locations. As such, basketball training
system 96 implementing graphical user interface 120 can
enable user input to more effectively simulate the level of
movement required of the shooter and the variety of shot
locations frequently encountered in game conditions to
enhance the training experience. Moreover, graphical user
interface 120 and corresponding operation of basketball
training system 96 described herein enables a user to attempt
shots from both two-point and three-point ranges (and
associated shot value allocations to be tracked), to attempt
shots both before and after specified player movement, and
to receive varying types of passes (e.g., bounce passes, chest
passes, lob passes, or other types of passes) at varying ball
delivery speeds that can be designated by the user and/or
automatically determined by controller 94 based on a dis-
tance between ball delivery machine 32 and selected ball
delivery locations. The techniques can therefore provide a
dramatically enhanced training experience (as compared to
a system that limits ball delivery locations to predefined
locations and ball delivery speeds to a single, or manually
selected speed) that better simulates game-like scenarios and
accommodates workout programs that can be specifically
targeted to a player’s developmental needs.

FIGS. 27A and 27B illustrate differing orientations of
portion 194 of graphical user interface 120 displaying
selected ball delivery locations 204A, 204B, 204C, and
204D on the visual representation of the portion of the
basketball court. That is, FIG. 27A illustrates a first orien-
tation of portion 194 corresponding to a first viewer per-
spective of the portion of the basketball court from a location
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nearest to beneath the basketball goal. FIG. 27B illustrates
a second (opposite) orientation of portion 194 corresponding
to a second viewer perspective of the portion of the basket-
ball court from a location nearest to mid court. The displayed
orientation of portion 194 can be selectable (e.g., via graphi-
cal control elements presented by graphical user interface
120) to enable user selection based on which orientation is
easier for the user to understand. In certain examples, more
than two display orientations of portion 194 can be pre-
sented for user selection, such as an orientation correspond-
ing to a user perspective from a right side of the court, an
orientation corresponding to a user perspective from a left
side of the court, or other display orientations.

As further illustrated in FIGS. 27A and 27B, portion 194
illustrates graphical icon 198 corresponding to basketball
training machine 10 located away from the basketball goal.
In some examples, basketball training machine 10 can be
positioned on the basketball court away from the basketball
goal without ball collection system 12 (i.e., including only
ball delivery system 14). In such examples, a non-shooting
user can feed ball delivery system 14 with additional bas-
ketballs to enable workout programs requiring more basket-
balls than can be held within main ball feeder 34 of ball
delivery system 14. In other examples, basketball training
machine 10 can be positioned on the basketball court away
from the basketball goal with ball collection system 12
attached, such that the shooting user can rebound shots and
deliver (e.g., throw) them to ball collection system 12 for
collection and resupply to ball delivery system 14.

As further illustrated in FIG. 27A, portion 194 of graphi-
cal user interface 120 displays graphical icon 200 corre-
sponding to shots made sensor 26 (which can be wirelessly
connected with basketball training machine 10) at a location
corresponding to placement of shots made sensor 26 imme-
diately below the basketball goal. Portion 194, in this
example, displays each of three-point lines 196A, 196B, and
196C, though user input can be received to select one of
three-point lines 196 A-196C as an active three-point line for
purposes of shot value allocation by controller 94 of bas-
ketball training machine 10.

Graphical icon 198, in the example of FIG. 27A, illus-
trates a location and orientation of basketball training
machine 10 when positioned away from the basketball goal.
In some examples, graphical icon 198 can be user selectable
to adjust (i.e., modify) the orientation of icon 198 to match
an orientation of basketball training machine 10 on the
basketball court. In such examples, a user can rotate icon
198 with respect to the visual representation of the portion
of the basketball court to match the orientation of basketball
training machine 10 as it is physically oriented on the
basketball court, or can physically rotate basketball training
machine 10 on the basketball court to match the orientation
of icon 198 relative to the visual representation of the
portion of the basketball court. In other examples, icon 198
can be preset to orient in a predetermined direction or toward
a predetermined location of the visual representation of the
portion of the basketball court. For instance, icon 198 can be
preset to orient toward the basketball goal as user input is
received to modify the location of icon 198 relative to the
visual representation of the portion of the basketball court.
In such examples, a user can physically orient basketball
training machine 10 in the predetermined direction or
toward the predetermined location (e.g., basketball goal) of
the basketball court.

Workout module 100, in some examples, causes server 98
to transmit an indication of the orientation and location of
icon 198 to basketball training machine 10, which utilizes
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the location and orientation information to coordinate opera-
tion of components of basketball training machine 10 to
deliver basketballs to selected ball delivery locations 204A-
204D. In other examples, workout module 100 causes server
98 to transmit to basketball training machine 10 position
information of selected ball delivery locations 204A-204D
relative to icon 198. In such examples, basketball training
machine 10 can deliver basketballs to selected ball delivery
locations 204A-204D based on the relative position infor-
mation without knowledge of absolute position of icon 198
with respect to the visual representation of the portion of the
basketball court. As such, rather than require a user to
mentally translate the location and orientation of icon 198
relative to predetermined ball delivery locations when bas-
ketball training machine 10 is located away from the bas-
ketball goal, basketball training system 96 implementing
techniques described herein can enable a user to select ball
delivery locations relative to a graphically-rendered icon
having an orientation and location corresponding to a physi-
cal location and orientation of basketball training machine
10. That is, the ability to place icon 198 on portion 194
relative to the visual representation of the portion of the
basketball court such that icon 198 matches both a location
and orientation of ball delivery machine 32 on the physical
basketball court enables a user to more easily select ball
delivery locations, user shot locations, or provide other input
relative to icon 198 without requiring the user to mentally
invert or transpose the orientation of icon 198 to match the
position of ball delivery machine 32 as would be required if
icon 198 could only be graphically rendered, e.g., under the
basketball goal.

The techniques described herein enable a user (e.g.,
player, coach, administrator, training expert, or other user) to
select desired ball delivery locations relative to a visual
representation of a basketball court that are not limited by
indications of predetermined ball delivery locations. Bas-
ketball training machine 10 can adjust a ball delivery speed
and/or trajectory of delivered balls to automatically adjust
for varying distances between basketball training machine
10 and selected ball delivery locations, as well as differing
types and/or elevations of passes at any one or more of the
ball delivery locations. Moreover, the ability to position
basketball training machine 10 away from the basketball
goal and to easily select ball delivery locations (and, in some
instances, separate user shot locations), specify player
movement, player maneuvers, and identify goals associated
with such locations can enable the user to better simulate
game-like conditions where passes are most frequently
received from a location other than beneath the basketball
goal. This ability to better simulate game-like player move-
ment as well as pass delivery and receipt locations at varying
locations and distances from the basketball goal without
limiting such locations via predefined indicia can increase an
effectiveness of the time spent training to prepare the user to
effectively respond to game-like conditions.

While the invention has been described with reference to
an exemplary embodiment(s), it will be understood by those
skilled in the art that various changes may be made and
equivalents may be substituted for elements thereof without
departing from the scope of the invention. In addition, many
modifications may be made to adapt a particular situation or
material to the teachings of the invention without departing
from the essential scope thereof. Therefore, it is intended
that the invention not be limited to the particular embodi-
ment(s) disclosed, but that the invention will include all
embodiments falling within the scope of the appended
claims.
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The invention claimed is:
1. A basketball training system comprising:
a server computer that manages a workout module,
wherein the workout module manages operation of a
graphical user interface and a workout program that
includes a plurality of different workout segments, at
least one segment being a shooting segment, at least
one segment being a non-shooting physical exercise
segment,
a display device that presents the graphical user interface,
wherein presenting the graphical user interface com-
prises:
graphically presenting a segment menu that simultane-
ously presents i) icons for user-selection of at least
one shooting segment and ii) icons for user-selection
of non-shooting segments;

receiving a first user selection of at least a first shooting
segment defined at least partially by user inputs that
include a first set of selected ball delivery locations
relative to a graphical representation of a basketball
court;

receiving a second user selection of at least one non-
shooting physical exercise segment that does not
include shooting of a ball; and

receiving a third user selection of at least a second
shooting segment defined at least partially by user
inputs that include a second set of selected ball
delivery locations relative to the graphical represen-
tation that are at least partially different than the first
set of selected ball delivery locations; and

simultaneously displaying identification of at least the
first shooting segment and the non-shooting physical
exercise segment arranged in a chronological order
recorded in the workout program; and

a ball delivery machine configured to:
receive the workout program; and
use the chronological order recorded in the workout

program to:

deliver basketballs to the first set of selected ball
delivery locations according to the workout pro-
gram during the first shooting segment of the
workout program;

deliver instructions to perform a non-shooting physi-
cal exercise according to the workout program
during the non-shooting physical exercise seg-
ment of the workout program; and

deliver basketballs to the second set of selected ball
delivery locations according to the workout pro-
gram during the second shooting segment of the
workout program.

2. The basketball training system of claim 1,

wherein the display device is a first display device that is
spaced away from the ball delivery machine, wherein
the ball delivery machine comprises a second display
device coupled to the ball delivery machine, wherein
the workout program is a first workout program gen-
erated on the first display device, wherein the second
display device is configured to receive second user
inputs that define a second workout program, and
wherein the ball delivery machine is communicatively
coupled with the server computer to receive the first
workout program from the server computer.

3. The basketball training system of claim 1,

wherein the ball delivery machine is configured to com-
municate with the server computer to access the graphi-
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cal user interface and to provide the user inputs
received at a user interface of the ball delivery machine
to the server computer.

4. The basketball training system of claim 1, further

comprising:

a player computing device configured to communicate
with the server computer to access the graphical user
interface and to provide the user inputs received at the
player computing device to the server computer.

5. The basketball training system of claim 4,

wherein the ball delivery machine is communicatively
coupled with the player computing device to receive
the workout program from the player computing
device.

6. The basketball training system of claim 1, further

comprising:

a coach computing device comprising the display device;
and

a player computing device communicatively coupled with
the server computer to receive the workout program
from the server computer;

wherein the ball delivery machine is communicatively
coupled with the player computing device to receive
the workout program from the player computing
device.

7. The basketball training system of claim 1,

wherein the workout module executed by the server
computer causes the graphical user interface to present
a difficulty scaling control element that receives user
input to select a difficulty level of the workout program;

wherein the workout module adjusts one or more workout
parameters of the workout program based on a diffi-
culty level selected via the difficulty scaling control
element.

8. The basketball training system of claim 1,

wherein the non-shooting segment is one of the group
consisting of a ball handling segment and a condition-
ing segment.

9. The basketball training system of claim 1,

wherein the workout program comprises a first workout
program;

wherein the selected ball delivery locations of the first
workout program comprise a first set of ball delivery
locations associated with the first workout program;

wherein the server computer stores a second workout
program that includes a second set of ball delivery
locations associated with a second workout program;
and

wherein the display device that presents the graphical user
interface receives user inputs to identify the first work-
out program as a selected workout program.

10. The basketball training system of claim 1,

wherein the display device that presents the graphical user
interface receives user inputs to assign the workout
program to a plurality of user accounts and wherein
each of the plurality of user accounts can access the
workout program in response to the display device that
presents the graphical user interface receiving the user
inputs that assigned the workout program to the plu-
rality of user accounts.

11. The basketball training system of claim 1,

wherein the workout program comprises a first workout
program of a plurality of workout programs, each of the
plurality of workout programs including selected ball
delivery locations relative to the graphical representa-
tion of the portion of the basketball court; and
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wherein the workout module associates each of a plurality
of user accounts with more than one of the plurality of
workout programs.

12. The basketball training system of claim 11,

wherein the first workout program is associated with a
first user account of the plurality of user accounts;

wherein the display device that presents the graphical user
interface receives user input to:
access the first user account; and
select the first workout program associated with the

first user account.

13. The basketball training system of claim 1,

wherein the workout program has a time duration that is
at least multiple minutes long and each of the plurality
of different workout segments has a time duration that
is at least multiple seconds long.

14. The basketball training system of claim 1,

wherein each of the plurality of different workout seg-
ments has a time duration of twenty to sixty seconds
long.
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15. The basketball training system of claim 1,

wherein the workout program includes both machine
workout instructions for execution by the ball delivery
machine and player workout instructions representing
player activity during the workout program to be pre-
sented by a second display during execution of the first
workout program.

16. The basketball training system of claim 1,

wherein the ball delivery machine comprises a speaker
and further presents player instructions during execu-
tion of the workout program via the speaker.

17. The basketball training system of claim 16,

wherein to further present the player instructions during
execution of the workout program via the speaker, the
ball delivery machine plays audio output containing
verbal words related to the non-shooting physical exer-
cise segment of the workout program.

18. The basketball training system of claim 1,

wherein the ball delivery machine comprises means for
throwing a basketball.
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