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Career, Technical, & Agricultural Education







PATHWAY:  
Sports and Entertainment Marketing
COURSE:  

Introduction to Sports and Entertainment Marketing
UNIT 4: 

History and Economics of Sports & Entertainment Marketing
[image: image10.jpg]



Annotation: 
This unit includes a PowerPoint for the teacher to use to explain to students the overview of the history and economic impact of entertainment marketing.  The students then will work in pairs to write a report and develop a PowerPoint to present to the class about a specific segment of entertainment and the history and economic impact of that form of entertainment and the current trends.


Grade(s):  

	
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
8 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-4. Students will analyze the field of marketing as it relates to the elements of the 
entertainment industry: television, radio, music, movie, theater, and fine arts. 
a. Examine the history of each element and its relationship to the economy. 

b. Develop a timeline for each element. 

c. Examine the current economic impact of each element within the local, national, and international markets. 

d. Compare and contrast the current marketing trends of the elements. 

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.
ELA12W1
The student produces writing that establishes an appropriate organizational structure, sets a 
context and engages the reader, maintains a coherent focus throughout, and signals a 
satisfying  closure. 
SSEF6 
The student will explain how productivity, economic growth, and future standards of living are influenced by investment in factories, machinery, new technology, and the health, education, and training of people. 
SSEMI3
The student will explain how markets, prices, and competition influence economic behavior.
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Enduring Understandings: 
•
The marketing of entertainment has a major impact on the U.S. and world economies.
Essential Questions: 
•
Why is it important to understand how entertainment marketing affects the economy?

•
What are some current trends in marketing entertainment?

Knowledge from this Unit:  

Students will be able to:
•
Discuss the history of the various forms of entertainment (television, radio, music, movie, theater and fine arts).
•
Describe the economic impact of each form of entertainment.
•
Discuss the current economic state of each form of entertainment.

•
Identify the current marketing trends for each form of entertainment.

Skills from this Unit:  

Students will be able to:
•
Write reports.
•
Perform secondary research.
•
Develop presentations.
•
Give presentations in front of peers.
•
Follow directions.
•
Work in teams.
•
Utilize graphics in a project.
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Assessment Method Type: 
	
	Pre-test

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

	
	__ Quizzes/Tests

__ Unit test

	x
	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

	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

__ Application of skills to real-life situations/scenarios

	
	Post-test
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•
LESSON 1: History of Entertainment Marketing  


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


MKT-SEM-4 Students will analyze the field of marketing as it relates to the elements of the 
entertainment industry: television, radio, music, movie, theater, and fine arts. 
a. Examine the history of each element and its relationship to the economy. 

b. Develop a timeline for each element. 

c. Examine the current economic impact of each element within the local, national, and international markets. 

d. Compare and contrast the current marketing trends of the elements. 

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



  •
Why is it important to understand how entertainment marketing affects the economy?

3.
Identify and review the unit vocabulary. Terms may be posted on word wall. Use the Vocabulary Unit 4 History of Entertainment Marketing page. 

	Entertainment
	Theater
	Fine Arts

	Broadcast
	Minstrels
	Play (theater)

	Gladiator
	Dime Shows
	Medicine Shows

	Burlesque Shows
	Vaudeville Shows
	Freak Shows

	Animated film
	Renaissance
	Secular

	Opera
	Composition
	Baroque

	Symphony
	Orchestra
	Swing Era

	Big Band era
	Licensed merchandise
	Commercial Radio

	Revenue
	Theme Park
	Corporate Sponsor

	Innovative
	Transmitter 
	


4.
Interest approach – Mental set


Bring in a clip from an old movie or television show, if you can get YouTube you can probably find something there, if not, you can probably find something at home and burn it to disk or if all else fails, rent or borrow an old movie or TV show from the library or video store.  Get the oldest thing you can find.  Show a short segment (maybe 10 minutes).  Then have a discussion with the class on how entertainment has changed since that clip was created however many years ago. 

· Point out the many differences in TV since then.

· Point out the changes in movies since then (color, sound, 3-D, 4-D, IMAX, more comfortable seating, etc.)

· Point out how radio has changed from the main source of information and entertainment to a lesser role and how the stations have had to deal with the change.

· Discuss the changes in music over the decades in the last 100 years, changes in genre, changes in delivery, concerts, records, albums, 8-Track tapes, cassette tapes, CD’s, MP3’s.  

· Discuss live theater, has anyone ever attended a live play?  Has anyone ever been to a professional play on Broadway?  Off Broadway, the Fox? What was it like?  How is it different than going to a movie?  
5.
Teach  

Using the PowerPoint for this lesson (Entertainment History and Economics), explain to students how entertainment has played a large part in the economy of both the United States and the world.  Explain how entertainment has changed over the years and how the economic impact has also changed.  Discuss with students the importance of entertainment to the health of the economy.  Students need to understand how important marketing is to the entertainment industry and how important marketing is to the economy.
•
LESSON 2:  Current Economic Impact & Trends of Entertainment


1.
Review Essential Question(s). Post Essential Question(s) in the classroom. 
•
What are some current trends in marketing entertainment?
2.
Lead a general discussion on some of the current trends in the entertainment business and in marketing of entertainment. 


Ask students what type of entertainment marketing they have seen or been interested in within the last few weeks?  




•
What type of marketing was it?  What type of entertainment?

•
Was the marketing effective?  Why or why not?

•
What makes effective marketing of entertainment for your market segment?

3.  Break up class into pairs. This can be done by numbered pairs, drawing numbers, etc. Be careful to put people together that will work cooperatively together and not disrupt the class.
4. 
Hand out project: The History & Economic Impact of Entertainment.  This project will take several class periods, depending on the level of your class, whether you have computers in the classroom or have to use a lab, the length of your class period, etc.  Two to three hours of productive research should be expected for this project. Two class periods should suffice for the students to write the paper.  After the paper, the PowerPoint should take approximately one to two class periods.  Observe the students' work habits to give them a class participation and on task grade.  Make sure each team member contributes an equal share of work to the project for their appropriate grades. 
•
ATTACHMENTS FOR LESSON PLANS


•
Entertainment History and Economic Impact PowerPoint presentation

•
Vocabulary Unit 4 History of Entertainment Marketing
•
The History & Economic Impact of Entertainment Project – Word Doc
•
NOTES & REFLECTION: 

It is important that the student understands the importance of marketing on the economic impact of entertainment.  Marketing is an important aspect of the economic impact of the entertainment industry.
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Culminating Unit Performance Task Title: 
The History and Economic Impact of Entertainment Marketing Project
Culminating Unit Performance Task Description/Directions/Differentiated Instruction: 

Students research and write a report on the history and current economic impact and trends of a segment of entertainment.
Attachments for Culminating Performance Task: 

•
The History & Economic Impact of Entertainment
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Web Resources:
•
http://articles.famouswhy.com/england_history___entertainment_and_sport_in_middle_ages/


•
http://www.historylearningsite.co.uk/roman_entertainment.htm
•
http://people.virginia.edu/~jwf8f/507.html
•
http://www.history.com/encyclopedia.do?articleId=216967
•
www.infoplease.com
•
http://history.sandiego.edu/GEN/recording/radio.html
Materials & Equipment: 
•
Computers with internet access

•
Projector connected to computer to present PowerPoint presentations
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
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Marketing, Sales and Service
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