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PATHWAY:  
Sports and Entertainment Marketing
COURSE:  

Advanced Sports and Entertainment Marketing
UNIT 6: 

Decision Making in the Sports and Entertainment Marketplace
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Annotation: 
This unit shows students ways to solve problems through group decision making.  After discussing the foundational knowledge of group decision making, students will participate in a team role play where they will apply their knowledge.

Grade(s):  

	X
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
 4 hours
Author: 
Stacey Orr
Students with Disabilities:

For students with disabilities, the instructor should refer to the student's IEP to be sure that the accommodations specified are being provided. Instructors should also familiarize themselves with the provisions of Behavior Intervention Plans that may be part of a student's IEP. Frequent consultation with a student's special education instructor will be beneficial in providing appropriate differentiation.
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GPS Focus Standards: 
MKT-ASEM-6 Students will dissect the decision making process and analyze several forms of decision 

making. 
a. Compare and contrast the types of decisions. 

b. Differentiate between the various decision making styles. 

c. Evaluate the various techniques used in group decision making (i.e. brainstorming, the Delphi technique, etc.) 
GPS Academic Standards:
ELA11LSV1 
The student participates in student-to-teacher, student-to-student, and group verbal 


interactions. 
ELA11LSV2 
The student formulates reasoned judgments about written and oral communication in 


various media genres. The student delivers focused, coherent, and polished 



presentations that convey a clear and distinct perspective, demonstrate solid reasoning, 

and combine traditional rhetorical strategies of narration, exposition, persuasion, and 


description.
SSEF2 
The student will give examples of how rational decision making entails comparing the 
marginal benefits and the marginal costs of an action.
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Enduring Understandings: 
•
Decision making is a process in which one defines the problem, evaluates alternatives, and then makes a decision.
•
Group decision making can be effective if group members work together for the benefit of the group.
•
There are several types of decision making styles.
Essential Questions: 
•
What are the principles of decision making?
•
What are the two types of decisions?
•
What are the three types of decision making styles?
•
How do groups effectively make decisions?
•
What are the five ways to make a group decision?
Knowledge from this Unit:  
•
Group decision making is useful because it provides ideas from different viewpoints.
•
There are two different types of decisions: programmed and non-programmed.
•
There are three types of decision making styles: autocratic, authoritarian, and consultative.
•
Brainstorming, Nominal Group Technique, Delphi Method, and brainwriting are useful for developing solutions to problems.
Skills from this Unit:  

Students will be able to:
•
Identify the types of decisions that are made in an organization.
•
Compare the three types of decision making styles.
•
Work in partners on a team decision making role-play and go through the team-decision making process.
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Assessment Method Type: 
	
	Pre-test

	
	Objective assessment - multiple-choice, true- false, etc.

	
	__ Quizzes/Tests

__ Unit test

	
	Group project

	
	Individual project

	
	Self-assessment - May include practice quizzes, games, simulations, checklists, etc.

	
	__ Self-check rubrics   

__ Self-check during writing/planning process

__ Journal reflections on concepts, personal experiences and impact on one’s life

__ Reflect on evaluations of work from teachers, business partners, and competition judges

__ Academic prompts

__ Practice quizzes/tests

	
	Subjective assessment/Informal observations

	
	__ Essay tests

__ Observe students working with partners

__ Observe students role playing

	
	Peer-assessment  

	
	__ Peer editing & commentary of products/projects/presentations using rubrics

__ Peer editing and/or critiquing

	X
	Dialogue and Discussion

	
	__ Student/teacher conferences
_X_ Partner and small group discussions

__ Whole group discussions
_X_ Interaction with/feedback from community members/speakers and business partners

	X
	Constructed Responses

	
	_X_ Chart good reading/writing/listening/speaking habits

_X_ Application of skills to real-life situations/scenarios

	
	Post-test


Assessment Attachments and / or Directions: 
Sports and Entertainment DECA Team Decision Making Event and Role Plays
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• LESSON 1:  INTRODUCTION TO DECISION MAKING IN SPORTS & ENTERTAINMENT MARKETING

1.
Identify the standards. Standards should be posted in the classroom.
MKT-ASEM-6 Students will dissect the decision making process and analyze several forms of decision 

making. 
a. Compare and contrast the types of decisions. 

b. Differentiate between the various decision making styles. 

c. Evaluate the various techniques used in group decision making (i.e. brainstorming, the Delphi technique, etc.) 
2.
Review Essential Question(s). Post Essential Question(s) in the classroom. 
•
What are the principles of decision making?

•
What are the two types of decisions?
•
What are the three types of decision making styles?
•
What are the four ways to make a group decision?
3.
Identify and review the unit vocabulary. Terms may be posted on word wall.

	Decision Making
	Problem Solving
	Programmed decisions

	Non-programmed decisions
	Autocratic
	Consultative

	Group-oriented
	Groupthink
	Delphi Method

	Brainwriting
	Brainstorming
	Nominal Group


4.
Interest approach – Mental set


Have students get into groups of three to four.  Have each group write down a problem they have faced in the past week.  Next, the group will choose one problem that they feel they can best relate to as a group.  Give each group a large piece of construction paper or chart paper.  Give the group five minutes to discuss/brainstorm as many solutions to the problem as possible.  Once the groups have completed their brainstorming session, ask each group the following questions:

• Did everyone participate?

• Was it easy to develop solutions to the problem?
                • Was there any criticism in the group?
Tell students that group decision making will be discussed in the next lesson.

5.
Have students take notes using the Decision Making PowerPoint.  You may create a graphic organizer for the students to fill in as they take notes.
•
LESSON 2:  GROUP DECISION MAKING – ROLE PLAYS

1.
Review Essential Question(s). Post Essential Question(s) in the classroom. 
•
How do groups effectively make decisions?
•
What are the four ways to make a group decision?
2.
Review the ways to make a group decision.  Introduce students to the DECA Team Decision Making Event and Role Plays. (2 corresponding attachments)
· Tell the students that they will act as a though they work in the field of marketing and that they have been given a problem.  Their team must come up with possible solutions to the problem.  
· The role play should be read over to the students and discussed in depth.  Be sure the students know what their role is, who their judge is, and what the problem is prior to their brainstorming session.  
· Have students brainstorm ideas to the problem.  Also have the students pick three solutions to the problem and provide support for the solutions. Be sure that the students are relating the specific performance indicators to their solutions.  
· Have students prepare an outline of their notes to help guide them along in their role play that they will act out with another team.
3. 
After you have given each group time to develop their ideas, have the students work with another group to act as their judges.  They should then switch roles.  It would be great if you could video tape the students while they are doing this so that they can see themselves in action later.  Finally, you may want to have the teams with the highest score present to the class.  
•
ATTACHMENTS FOR LESSON PLANS

•
Decision Making PowerPoint
•
Sports and Entertainment Marketing (STDM) DECA Team Decision Making Role Play

•
Travel and Tourism Marketing (TTDM) DECA Team Decision Making Role Play

•
NOTES & REFLECTION: 

The notes may be easier for the student to take using a graphic organizer that you have them create or provide.  The role play is a great source to help relate curriculum to DECA, but please read the role play prior to giving to students.  Make sure you understand it.  Give the students time to prepare these if it is their first time ever doing role plays.  A lot of them get confused the first time, so you may want to do a second role play.  If you have ever participated in a region or state DECA competition, you likely have old role plays from students.  Keep these and use them in the classroom. 
[image: image6.jpg]% UNIT RESOURCES





Web Resources:
A great website on brainstorming can be found at http://www.mindtools.com/brainstm.html.  Mindtools also has other links to more decision making ideas.  Some are free, others are not.
The competitive event section on www.deca.org has more sample role plays you may use in the class.

A great place for graphic organizers: http://www.eduplace.com/graphicorganizer/
Materials & Equipment: 
•
Chart paper or other large paper and markers for brainstorming
•
Projector for PowerPoint
•
Copies of Role play
•
Video camera for role plays, if possible
21st Century Technology Used: 
	X
	Slide Show Software
	
	Graphing Software
	
	Audio File(s)

	
	Interactive Whiteboard
	
	Calculator
	
	Graphic Organizer

	
	Student Response System
	
	Desktop Publishing 
	
	Image File(s)

	
	Web Design Software
	
	Blog
	X
	Video

	
	Animation Software
	
	Wiki
	
	Electronic Game or Puzzle Maker

	
	Email
	X
	Website
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