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Career, Technical, & Agricultural Education







PATHWAY:  
Sports and Entertainment Marketing
COURSE:  

Introduction to Sports and Entertainment Marketing
UNIT 2: 

Financial Planning in Sports and Entertainment Marketing
[image: image10.jpg]



Annotation: 
In this unit the students will do a project where they research the economic impact of sports & entertainment marketing and write a paper on their research. They then answer questions and design a survey to determine how the economy is changing purchasing habits for sports and entertainment. Students write a business report based on the results of their surveys. Students will learn about the profit motive and economics utility through a PowerPoint presentation given by the teacher. The last part of the unit is to look at funding and revenue sources in sports and entertainment. After a teacher presentation, the students will do a group project on how different areas of sports and entertainment make money.

Grade(s):  

	
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
9 – 10 hours

Author:
Memory Reed

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-SEM-2
Students will apply concepts and processes associated with successful financial planning in sports and entertainment marketing. 
a) 
Explain the relationship between sports and entertainment marketing and their impact on the economy. 
b) 
Discuss the profit motive and describe economic utility as it applies to sports and entertainment marketing. 
c) 
Discuss funding and revenue sources for sports and entertainment businesses (i.e. corporate sponsorships, private investors, bank loans, etc.) 
d) 
Discuss pricing strategies used to increase sales in sports and entertainment marketing (i.e. personal appearances, contests, giveaways, etc.). 

GPS Academic Standards:
ELA11C1 
The student demonstrates understanding and control of the rules of the English language, realizing that usage involves the appropriate application of conventions and grammar in both written and spoken formats. 
ELA12LSV1 
The student participates in student-to-teacher, student-to-student, and group verbal interactions. 
MM2D2 
Students will determine an algebraic model to quantify the association between two variables. 
SSEMI2 
The student will explain how the Law of Demand, the Law of Supply, prices, and profits work to determine production and distribution in a market economy. 
SSEMI3 
The student will explain how markets, prices, and competition influence economic behavior.
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Enduring Understandings: 
•
Students will understand that sports & entertainment marketing greatly impact the economy, both locally and nationally.  

•
Students will understand that becoming a sports or entertainment star that makes a lot of money is a very slim chance for most high school students.

Essential Questions: 
•
How do sports and entertainment marketing impact the economy? Give examples.
•
How does sports & entertainment marketing add value for the customer’s purchase?

•
How do sports stars or entertainers make their money?

•
What is the likelihood that a high school student will become a professional athlete or entertainer?
Knowledge from this Unit:  
•
Define economic utilities.

•
Describe economic impact of sports and entertainment marketing.

•
Outline sports and entertainment marketing is funded and how they get their revenues.

•
Explain the odds of playing pro ball or being a professional entertainer.
Skills from this Unit:  
•
Research sports and entertainment related topics
•
Write a research paper

•
Design a survey

•
Conduct primary research and compile the results

•
Analyze research (both primary and secondary)

•
Demonstrate presentation skills
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Assessment Method Type: 
	
	Pre-test

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

	
	__ Quizzes/Tests

__ Unit test

	x
	Group project

	x
	Individual project

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

	
	_x Self-check rubrics   

_x Self-check during writing/planning process

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

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

_x_ Academic prompts

__ Practice quizzes/tests

	x
	Subjective assessment/Informal observations

	
	__ Essay tests

_x_ 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

_x_ Whole group discussions

__ Interaction with/feedback from community members/speakers and business partners

	
	Constructed Responses

	
	__ Chart good reading/writing/listening/speaking habits

_x_ Application of skills to real-life situations/scenarios

	
	Post-test


Assessment Attachments and / or Directions: 
•
Rubric: Sports & the Economy Project (included in project handout)

•
Rubric: Collaborative Group Work (team peer evaluations)

•
Rubric: Oral Presentation
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•
LESSON 1:  Sports & Entertainment Marketing and their Impact on the Economy

1. Identify the standards. Standards should be posted in the classroom.

MKT-SEM-2
Students will apply concepts and processes associated with successful financial planning in sports and entertainment marketing. 
a) 
Explain the relationship between sports and entertainment marketing and their impact on the economy. 
b) 
Discuss the profit motive and describe economic utility as it applies to sports and entertainment marketing. 
c) 
Discuss funding and revenue sources for sports and entertainment businesses (i.e. corporate sponsorships, private investors, bank loans, etc.) 
d) 
Discuss pricing strategies used to increase sales in sports and entertainment marketing (i.e. personal appearances, contests, giveaways, etc.). 

2. Review Essential Question(s). Post Essential Questions in the classroom. 


•
How do sports and entertainment marketing impact the economy? Give examples.

•
How does sports & entertainment marketing add value for the customer’s purchase?


•
How do sports stars or entertainers make their money?


•
What is the likelihood that a high school student will become a professional athlete or entertainer?
3. Identify and review the unit vocabulary. Terms may be posted on word wall. Use the Vocabulary with Definitions Handout. 

	Economy
	Economic Impact
	Demographics

	Marketing Information Management
	Marketing Research
	Primary Research

	Secondary Research
	Sports franchise
	Entertainment Venue

	Cross-section
	Memorabilia
	Analyze

	Economic utility
	Form utility
	Place utility

	Time utility
	Information utility
	Possession utility

	Venue
	Entertainment Company
	Sponsor

	Endorsement
	Investor
	Patron

	Donor
	Funding
	Revenue

	Pricing Strategy
	Professional
	Semi-professional


4.
After reviewing vocabulary, choose one of the corresponding vocabulary activities for the students to complete. (Vocabulary Crossword, Word Scramble Pt. 1, Word Scramble Pt. 2, or Word Scramble Pt. 3)
5.
Interest approach – Mental set

Ask students if their purchases of sports and entertainment activities or merchandise have changed due to recent economic changes.  


▪Have they cut down on the number of movies they go to?  


▪Do they go to discount movies rather than full price movies more often? 


▪Would the students be more likely to watch a game on TV than to get a ticket to a game, due to the 
plummeting economy? 


▪Are the students less likely to buy merchandise from their favorite team or entertainer; if they have 
made changes, why, can they still afford the items?  


▪How do they think the economy is affecting the financial welfare of these businesses?

6.
Hand out “Sports & The Economy Project”.  This is a 3 part project.  The first part is a 2 page paper.  The students will research on the internet the impact of sports and entertainment marketing on the economy and/or the impact of the economy on sports and entertainment marketing.  There are 2 sides to this question, have some students research how S&E is impacting the economy, locally, regionally and nationally (as well as globally); have some students research how the economic situation is affecting sports & entertainment marketing.  There are websites given on the project sheet, there are others they may find that will give them information.  The project tells them to NOT use Wikipedia.  Allow 2 days to do this part of the project (90 minute blocks, you may need more for standard periods).  Rubric is attached on the 2nd page.
7.
After finishing the 2 page paper, have students answer the questions in #2.  These questions are thought provoking discussion questions, there isn’t really a right or wrong answer exactly, the students need to use the information they got from their research in the previous activity to think about the economic impact and answer the questions. Rubric is attached.  Have them turn in the questions before going on to #3.
8.
After turning in the questions.  The students are to design a survey on how people are changing their purchasing habits.  They are to include no more than 10 questions, questions about both sports and entertainment, questions about tickets, memorabilia, clothing and TV.  They also are to find out the gender, ethnicity and age range of their respondents because they need a good cross-section of teens and adults.  They are to turn in the completed survey to you for approval.  After you approve they will need to make 50 copies to give out.  The survey is to have check boxes, no open-ended questions.  It would be best if they can get 2 surveys per page to save on paper.  Allow them 2 days to get results.
The students need to take their survey results and compile them into an Excel spreadsheet and create charts (they will need a different chart per question except for the demographic questions).
9. 
Have students write a business report including the charts and making conclusions based on the results of the survey.  All materials to be turned in to teacher in a folder.  Rubric is attached.


•
LESSON 2:  Economic Utility in Sports & Entertainment Marketing

1. Identify the standards. Standards should be posted in the classroom.

MKT-SEM-2. 
Students will apply concepts and processes associated with successful financial planning in sports and entertainment marketing. 

b)
Discuss the profit motive and describe economic utility as it applies to sports and 


entertainment marketing. 
2. Review Essential Questions. Post Essential Questions in the classroom. 

•
How does sports & entertainment marketing add value for the customer’s purchase?
3.
Lead a general discussion about how sport & entertainment venues add value beyond just the game or show to make the event an “experience” for the customer. 


Ask students what live sporting event or entertainment event they have most recently attended? (Professional)

•
How much were the tickets?

•
Did they think they got their money’s worth?

•
Why or why not?

•
What went on during the event besides just the show or game?

•
Were there contests? Were there cameras on the crowd? Were there interactive activities using their cell phones?  Were there other entertainers (mascots, etc.)?

•
What made the event fun?  Was it just the game or entertainer they came to see or was it the entire experience?

•
Why would people pay to go see a losing team?  What does the team have to do to get people to come if they are not winning?

4.  Hand out “Economic Utility in S&E Marketing NTG” (note taking guide).  If you are in a computer lab and can put the guide on a shared drive where the students can access it, then they can take notes on the computer while you give the presentation.  (This cuts down on them surfing and playing games while you teach.)  If not, then give them the paper & pen version. (I give extra credit for the notes when we have a test; this encourages them to take notes.)
5. Give presentation on Economic Utilities in S&E Marketing.  It is always a good idea to elaborate when giving a PowerPoint presentation.  Don’t just read off of the slide, use the slide as a starting point and then elaborate and get the class to discuss, ask them questions relating to the slide, tell them stories of things your are aware of that are related to the slide.  This takes longer, but they get more out of it.
6. At the end of the presentation is an activity.  To do this activity, you need to have your students in “numbered pairs”.  (If you haven’t already done this, you have them number off either by 1’s and 2’s or 1, 2, 3, 4.  Then you pair them for the activity.  Have the 1’s & 2’s at each table and the 3’s & 4’s to pair up.  Next time you can switch the numbers to switch the pairs.  Or you can have all the 1’s in a group and all the 2’s in a group.  Etc.) Have each pair come up with 5 different ways their favorite sports or entertainment group can or do use the each of the utilities.  They should end up with 25 things written down, 5 for each utility.  When they are done (allow them about 10 -15 min. to do this), have each pair stand up and tell their top choice for each utility.  As a class you may want to discuss the choices, they may be very creative.  When done, have each group turn in their papers for a grade.  Grade them by checking to see if they understood each utility and the items they came up with were appropriate for the utility they placed them under.  If so, they should get credit.  It isn’t about whether their ideas are all that good, it is about whether they understand the concept of what each utility is.
•
LESSON 3:  Making Money in Sports & Entertainment Marketing

1.
Identify the standards. Standards should be posted in the classroom.
MKT-SEM-2. 
Students will apply concepts and processes associated with successful financial planning in sports and entertainment marketing. 
c) 
Discuss funding and revenue sources for sports and entertainment businesses (i.e. corporate sponsorships, private investors, bank loans, etc.) 
d) 
Discuss pricing strategies used to increase sales in sports and entertainment marketing (i.e. personal appearances, contests, giveaways, etc.)
2.
Review Essential Questions. Post Essential Questions in the classroom. 

•
How do sports stars or entertainers make their money?

•
What is the likelihood that a high school student will become a professional athlete or entertainer?
3. Lead a class discussion on the various ways that athletes and entertainers make money. They make money by being paid for what they do, but few are paid a lot. They are paid to endorse products, but again few are sponsored. They may have private investors, but that isn’t likely for most. Most banks won’t loan money to people trying to get started, without collateral (like their homes). They can run camps in their off time.  

▪What else can they do?   

▪Why do the tickets to sporting events or entertainment events cost so much? 

▪How much of that money actually goes to the athletes or entertainers?
4. Handout or make available on a shared drive The Money of S&E Note Taking Guide for the PowerPoint “The Money of S&E Marketing”. Then present the PowerPoint about funding and revenue in S&E marketing. (There are notes on each slide to help present.)

5. Assign students to groups of 2-3 students. Handout Funding and Revenue PowerPoint Project. Give each group a team, entertainer, or subject to research for their PowerPoint presentations. (You will need to give more than 1 group each assignments, assign different groups different teams, have more than one group do some of the assignments to see how the information they get differs.) Give them 2 days to research and develop the PowerPoint presentations. Put numbers on small pieces of paper in a container and have each group draw a number. This will be the order they will give their presentations.  Use the attached Oral Presentation Rubric to grade their presentations. Make sure they answered all the questions.  Give additional points for groups that give more than just the required information.  After the project is complete, have the students complete the “Collaborative Group Work Rubric”. They are to grade themselves and then each person in the group.  You must come up with a way to make sure they are honest or they will give everyone a high score, whether they deserve it or not.  Make sure it is done privately, sometimes I will give them “$100” to divide among the team members according to who deserves what, and it is amazing how honest they will be when you are talking money.

6. 
Have students write a reflection (1-2 paragraphs) on this unit or this project.  The reflection is about what they learned and what they could have done differently to make a better project.
•
ATTACHMENTS FOR LESSON PLANS


•
Vocabulary with Definitions Handout
•
Vocabulary Crossword
•
Word Scramble Pt. 1
•
Word Scramble Pt. 2
•
Word Scramble Pt. 3
•
Sports & The Economy Project
•
Economic Utility in S&E Marketing NTG
•
Economic Utilities in S&E Marketing PowerPoint
•
The Money of S&E Note Taking Guide
•
The Money of S&E Marketing PowerPoint
• 
Funding & Revenue PowerPoint Project
•
Oral Presentation Rubric
•
Collaborative Group Work Rubric
•
Info from Article - “Odds Against Playing College and Pro Ball”
•
NOTES & REFLECTION: 

This unit plan is expected to take approximately 9-10 hours of teaching time.  The actual amount of time may vary, depending on how long it takes to give the PowerPoint presentations, whether you do all elements of the plan.  If you don’t have time to do everything, choose the items that are most relevant. 

Some students may have difficulty researching some of the information.  It will take some time and effort to locate some of the information, but they need the practice because they will have to use this skill in other classes and in college.  If they say they can’t find anything, don’t accept that answer, they just haven’t looked hard enough.  Make them go back and look some more.  You may have to direct them on how to search for information on the internet.
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Culminating Unit Performance Task Title: 
Funding and Revenue PowerPoint Project
Culminating Unit Performance Task Description/Directions/Differentiated Instruction: 

Requires students to research various areas of sports & entertainment marketing and determine the funding and revenue sources as well as the expenses of doing business.  The project also requires students to use their deductive reasoning skills to determine what the future may be for the area they research.
Attachments for Culminating Performance Task: 

•
Funding & Revenue PowerPoint Project
•
Info from Article - “Odds Against Playing College and Pro Ball”

•
Oral Presentation Rubric
•
Collaborative Group Work Rubric
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Web Resources:
•
www.thesportjournal.com
•
www.sportbusiness.com
•
www.sportsbusinessdaily.com
•
www.reuters.com
•
www.bizofbaseball.com
•
www.espn.com
•
www.sportsillustrated.com 

Materials & Equipment:
•
Computer access

•
Computer projection equipment for presentations

•
Copy materials to make copies of surveys for students
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
	
	Video

	
	Animation Software
	
	Wiki
	
	Electronic Game or Puzzle Maker

	
	Email
	x
	Website
	x
	Office Software
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Marketing, Sales and Service
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