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Introduction 

Sports and Entertainment Marketing is a business course that will help students understand how marketing 

systems operate and the part they play in the system as a consumer.  By applying marketing concepts the 

field of sports and entertainment marketing is growing rapidly.  This course will provide students with an 

overview of sports and entertainment marketing and will cover such areas as channel management, 

marketing-information management, market planning, pricing, product and service management, 

promotion, and selling. 

This course will look at sports and entertainment from the perspective of marketing.  Sports and 

Entertainment Marketing encourages self-expression by inspiring students to think, analyze, and to apply 

concepts to real-world problems.  The course explores such subjects as promotional planning; selling 

sports and entertainment; legal issues; and entrepreneurship. 

 

Unit  1 Overview  
Content Area:                          Business Education – Sports and Entertainment Marketing 

Unit Title:                                 Unit 1:  Sports and Entertainment Marketing Overview 

Target Course/Grade Level:  11-12 

Unit Summary:  This unit will assist students in developing an understanding of the concepts which may 

be applied to the study of sports, entertainment and marketing.  The course will explore sports and 

entertainment marketing from a perspective of products, services and consumer demand.   

The introductory unit will serve as an overview on some of the major themes and topics of study that will 

examine the upcoming units on Sports and Entertainment Marketing.  Some of the major themes covered 

will include: 

• Basic marketing fundamentals 

• An introduction to sports marketing 

• An introduction to entertainment marketing 

Primary interdisciplinary connections:   

ELA 

SL.11-12.1. Initiate and participate effectively in a range of collaborative discussions (one-on- 

one, in groups, and teacher-led) with peers on grades 11–12 topics, texts, and issues, building on 

others’ ideas and expressing their own clearly and persuasively. 

L.11-12.4. Determine or clarify the meaning of unknown and multiple-meaning words and 

phrases based on *grades 11–12* reading and content, choosing flexibly from a range of 

strategies. 
 

Computer Science and/or Design Thinking: 

8.1.12.CS.3: Compare the functions of application software, system software, and hardware. 

8.1.12.IC.1: Evaluate the ways computing impacts personal, ethical, social, economic, and 

cultural practices. 

8.1.12.IC.3: Predict the potential impacts and implications of emerging technologies on larger 

social, economic, and political structures, using evidence from credible sources. 

8.2.12.ED.1: Use research to design and create a product or system that addresses a problem and 

make modifications based on input from potential consumers. 
Learning Targets 

Career Ready Practices 

Below are listed some of the career-ready practices for students:    

• CRP1 Act as a responsible and contributing citizen and employee. 

• CRP2 Apply appropriate academic and technical skills. 
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• CRP3 Attend to personal health and financial well-being. 

• CRP4 Communicate clearly and effectively and with reason. 

• CRP5 Consider the environmental, social and economic impacts of decisions. 

• CRP6 Demonstrate creativity and innovation. 

• CRP7 Employ valid and reliable research strategies. 

• CRP8 Utilize critical thinking to make sense of problems and persevere in solving them. 

• CRP9 Model integrity, ethical leadership and effective management. 

• CRP10 Plan education and career paths aligned to personal goals. 

• CRP11 Use technology to enhance productivity. 

• CRP12 Work productively in teams while using cultural global competence. 

Content Statements 

9.2 – Career Awareness, Exploration, and Preparation 

9.3 – Career & Technical Education (CTE) Content Area: 21st Century Life and Careers 

NJSLS New Jersey Student Learning Standards 

9.2.12.CAP.6 Identify transferable career skills and design alternate career plans. 

 

9.2.12.CAP.21 Explain low-cost and low-risk ways to start a business. 
9.3.MK.MER.6 Obtain, develop, maintain and improve a product or service mix to respond to market 

opportunities. 

Unit Essential Questions 

• What are the core standards of marketing a 

popular sports and entertainment event? 

• What is marketing? 

• What are the marketing functions? 

• What is sports marketing? 

• What are marketing strategies used by sports 

planners? 

• What is entertainment marketing? 

• How has the evolution of technology changed the 

marketing of both the sports and the entertainment 

business? 

Unit Enduring Understandings 

• Define important marketing concepts. 

• Identify the steps in the marketing strategy. 

• Describe the consumer decision-making process. 

• Justify the important of marketing research 

pertaining to sports and entertainment marketing. 

• Describe how services differ from products. 

• Justify the importance of communication in 

marketing. 

Unit Learning Targets 

Students will ... 

• Be able to describe the basic concepts of marketing. 

• Be able to describe the functions of marketing. 

• Be able to define sports marketing and understand how important target markets play a role in sport 

marketing. 

• Explain what entertainment marketing is and how advances in technology aid in changes of distribution. 

• Describe the relationship between the powers of television versus utilization of the internet/social media 

as a marketing tool. 

• Explain the importance of customer feedback as a resource and research tool in marketing. 

Evidence of Learning 
Teacher resources and equipment needed:  Computer, projector, Textbook Sports and Entertainment 

Marketing, 4e (South Western), handouts and reinforcement materials as needed. 

Summative Assessment:   This assessment will include multiple-choice questions, constructed response 

and a performance task. 

Formative Assessments 

• Do Nows                                                                      
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• Discussions 

• Guided Practice 

• Independent Practice 

• Daily Homework Assignments 

Benchmark Assessments 

• Weekly Quizzes 

Alternative Assessments 

• Journaling 

• Online assignments 

• Discovery Activities 

• Projects 

  

Lesson Plans  
Lesson Timeframe 

Lesson 1 

What is Sports Marketing? 

 

5 days 

Lesson 2 

Putting the Customer First 

 

5 days 

Lesson 3 

Entertainment Marketing 

 

10 days 

Lesson 4 

The Wide World of Sports and Entertainment 

 

10 days 

Teacher Notes:  Supplemental materials will be utilized for reinforcement of topics presented, using real-

world examples for students.  

 Unit 2 Overview  
Content Area:                          Business Education – Sports and Entertainment Marketing 

Lesson Title:                             Unit 2 – Marketing-Information Management 

Target Course/Grade Level:  11-12 

Unit Summary:  This unit will cover marketing-information management as well as managing the 

channels of distribution.  Some of the major themes covered will include: 

• The product mix 

• Channels of distribution 

• Supply and demand 

Primary interdisciplinary connections:   

ELA 

SL.11-12.1. Initiate and participate effectively in a range of collaborative discussions (one-on- 

one, in groups, and teacher-led) with peers on grades 11–12 topics, texts, and issues, building on 

others’ ideas and expressing their own clearly and persuasively. 

L.11-12.6. Acquire and use accurately general academic and domain-specific words and phrases, 

sufficient for reading, writing, speaking, and listening at the college and career readiness level; 

demonstrate independence in gathering vocabulary knowledge when considering a word or phrase 

important to comprehension or expression. 
 

Computer Science and/or Design Thinking: 

8.1.12.CS.3: Compare the functions of application software, system software, and hardware. 

8.1.12.IC.1: Evaluate the ways computing impacts personal, ethical, social, economic, and 

cultural practices. 

8.1.12.IC.3: Predict the potential impacts and implications of emerging technologies on larger 
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social, economic, and political structures, using evidence from credible sources. 

8.2.12.ED.1: Use research to design and create a product or system that addresses a problem and 

make modifications based on input from potential consumers. 
Learning Targets 

Career Ready Practices 

• CRP1 Act as a responsible and contributing citizen and employee. 

• CRP2 Apply appropriate academic and technical skills. 

• CRP3 Attend to personal health and financial well-being. 

• CRP4 Communicate clearly and effectively and with reason. 

• CRP5 Consider the environmental, social and economic impacts of decisions. 

• CRP6 Demonstrate creativity and innovation. 

• CRP7 Employ valid and reliable research strategies. 

• CRP8 Utilize critical thinking to make sense of problems and persevere in solving them. 

• CRP9 Model integrity, ethical leadership and effective management. 

• CRP10 Plan education and career paths aligned to personal goals. 

• CRP11 Use technology to enhance productivity. 

• CRP12 Work productively in teams while using cultural global competence. 

Content Statements 

9.1 Personal Financial Literacy 

9.2 Career Awareness, Exploration, and Preparation 

9.3 Career & Technical Education (CTE)  

NJSLS New Jersey Student Learning Standards 

9.1.12.FP.1 Create a clear long-term financial plan to ensure its alignment with your values. 

9.2.12.CAP.6 Identify transferable career skills and design alternate career plans. 

9.2.12.CAP.4 Evaluate different careers and develop various plans (e.g., costs of public, 

private, training schools) and timetables for achieving them, including 

educational/training requirements, costs, loans, and debt repayment 
9.2.12.CAP.21 Explain low-cost and low-risk ways to start a business. 
9.3.MK.2 

 

Implement marking research to obtain and evaluate information for the creation of a 

marketing plan. 

9.3.MK.MER.6 Obtain, develop, maintain and improve a product or service mix to respond to market 

opportunities. 

Unit Essential Questions 

• What are the characteristics and purposes of 

marketing-information systems? 

• What role does ethics play in marketing-

information management? 

• What factor should be considered when 

interpreting marketing information and making 

decisions based on data? 

• What are the components of the product mix? 

• What are the adjusted strategies as they pertain to 

a product’s life cycle? 

• What legal and ethical issues impact channel 

management and global distribution? 

• How does technology affect distribution? 

• How does supply/demand affect sports and 

entertainment marketing? 

Unit Enduring Understandings 

• Describe the role of ethics in marketing-

information management. 

• Identify marketing research. 

• Describe the research data is collected and used. 

• Explain the characteristics and purposes of 

marketing-information systems. 

 

• Define product mix, product extension, and 

product enhancement. 

• Explain how products are positioned in the 

marketplace. 

• Explore and investigate the role of channel 

management in sports and entertainment 

marketing. 

• Explain relationships among supply, demand and 
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• What are pricing factors? 

• What is the business cycle?  How does this affect 

consumer spending? 

price. 

• Define the business cycle as it relates to sports 

and entertainment marketing. 

Unit Learning Targets 

Students will ... 

• Summarize the steps in marketing research. 

• Discuss technology used to collect and manage marketing-information data. 

• Discuss the concept of data-driven decisions and interpret marketing information. 

• List and describe the components of the product mix. 

• Provide examples of product enhancement. 

• List and describe the stages of a product’s life cycle. 

• Discuss basic legal and ethical considerations in channel management. 

• Compare/contrast the efficiency of using social media and technology versus physical distribution of 

products and services. 

• Discuss channel strategies for professional sports. 

• Discuss the government’s influence of pricing, pricing strategies and determining price. 

Evidence of Learning 
Teacher resources and equipment needed:  Computer, projector, Textbook Sports and Entertainment 

Marketing, 4e (South Western), handouts and reinforcement materials as needed. 

Summative Assessment:  This assessment will include multiple-choice questions, constructed response 

and a performance task. 

Formative Assessments 

• Do Nows                                                                      

• Discussions 

• Guided Practice 

• Independent Practice 

• Daily Homework Assignments 

Benchmark Assessments 

• Weekly Quizzes 

Alternative Assessments 

• Journaling 

• Online assignments 

• Discovery Activities 

• Projects 

  

Lesson Plans  
Lesson Timeframe 

Lesson 1 

What is Marketing-Information Management? 

 

5 days 

Lesson 2 

The Product Mix 

 

5 days 

Lesson 3 

Channels of Distribution 

 

5 days 

Lesson 4 

Supply and Demand 

 

10 days 

Teacher Notes:  

Supplemental materials will be utilized for reinforcement of topics presented, using real-world examples 

for students. 
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Unit 3 Overview  
Content Area:                          Business Education – Sports and Entertainment Marketing 

Unit Title: Unit 3:                     Promotional Planning 

Target Course/Grade Level:  11-12 

Unit Summary:  This unit will cover promotion as it pertains to Sports and Entertainment Marketing, as 

well how to map strategies to prepare a marketing game plan.  Some of the major themes covered will 

include: 

• Sponsorships and Endorsements 

• Promotional Plans and the sales process 

• Ticket sales 

Primary interdisciplinary connections:   

ELA 

SL.11-12.1. Initiate and participate effectively in a range of collaborative discussions (one-on- 

one, in groups, and teacher-led) with peers on grades 11–12 topics, texts, and issues, building on 

others’ ideas and expressing their own clearly and persuasively. 

L.11-12.4. Determine or clarify the meaning of unknown and multiple-meaning words and 

phrases based on *grades 11–12* reading and content, choosing flexibly from a range of 

strategies. 

SL.11-12.6. Adapt speech to a variety of contexts and tasks, demonstrating a command of formal 

English when indicated or appropriate. 

W.11-12.4. Produce clear and coherent writing in which the development, organization, and style 

are appropriate to task, purpose, and audience. 
Computer Science and/or Design Thinking: 

8.1.12.CS.3: Compare the functions of application software, system software, and hardware. 

8.1.12.IC.1: Evaluate the ways computing impacts personal, ethical, social, economic, and 

cultural practices. 

8.1.12.IC.3: Predict the potential impacts and implications of emerging technologies on larger 

social, economic, and political structures, using evidence from credible sources. 

8.2.12.ED.1: Use research to design and create a product or system that addresses a problem and 

make modifications based on input from potential consumers. 
Learning Targets 

Career Ready Practices 

Below are listed some of the career-ready practices for students.   

• CRP1 Act as a responsible and contributing citizen and employee. 

• CRP2 Apply appropriate academic and technical skills. 

• CRP3 Attend to personal health and financial well-being. 

• CRP4 Communicate clearly and effectively and with reason. 

• CRP5 Consider the environmental, social and economic impacts of decisions. 

• CRP6 Demonstrate creativity and innovation. 

• CRP7 Employ valid and reliable research strategies. 

• CRP8 Utilize critical thinking to make sense of problems and persevere in solving them. 

• CRP9 Model integrity, ethical leadership and effective management. 

• CRP10 Plan education and career paths aligned to personal goals. 

• CRP11 Use technology to enhance productivity. 

• CRP12 Work productively in teams while using cultural global competence. 

Content Statements 
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9.1 Personal Financial Literacy 

9.2 Career Awareness, Exploration, and Preparation 

9.3 Career & Technical Education (CTE) Content Area: 21st Century Life and Careers 

NJSLS New Jersey Student Learning Standards 

9.2.12.CAP.6 Identify transferable career skills and design alternate career plans. 

9.2.12.CAP.22 Compare risk and reward potential and use the comparison to decide whether 

starting a business is feasible. 
9.1.12.FP.5 Evaluate how behavioral bias (e.g., overconfidence, confirmation, recency, loss 

aversion, etc.) affects decision-making. 

9.1.12.FP.2 Explain how an individual’s financial values and goals may change across a 

lifetime and the adjustments to the personal financial plan that may be needed. 
9.3.MK.2 

 

Implement marking research to obtain and evaluate information for the creation of a 

marketing plan. 

9.3.MK.MER.6 Obtain, develop, maintain and improve a product or service mix to respond to market 

opportunities. 

Unit Essential Questions 

• What are the purposes and promotion? 

• What are the four elements of promotion? 

• What contributes to effective advertising and 

promotion? 

• Why is publicity an effective form of promotion? 

• What is personal selling? 

• What is the relationship between fans, sponsors 

and events? 

• Why are sponsorships beneficial? 

• What is a promotional plan? 

• What are the ways in which tickets are sold to 

sports and entertainment events? 

• How is mapping/planning used in marketing? 

 

Unit Enduring Understandings 

• Describe the purposes of promotion. 

• Describe some of the types of sales promotions. 

• Explain the use of personal selling in sports and 

entertainment. 

• Discuss the components of an event triangle. 

• Explain how broadcasting reaches a wide 

audience. 

• Sponsorship provides costs and benefits to an 

event. 

• Discuss the steps taken to form a promotional 

plan. Look at the budgeting process to target 

customers. 

• Follow the various steps in the ticketing process. 

• Describe the importance of marketing objectives, 

strategies and components. 

Unit Learning Targets 

Students will ... 

• Summarize the four elements of promotion. 

• Review product placement, attention grabbers, and visual marketing. 

• Distinguish between publicity and other types of promotion. 

• Explain the various components of events (fans, sponsors and event) and these interact with each other. 

• Explain the benefit of sponsorship to the sponsor. 

• Recognize recent promotional trends and discuss their value to the product/service. 

• Discuss how fans, groups and corporations utilize the ticket process.  Look at the ways tickets are 

utilized as a marketing technique (i.e., corporate perks, special seating, etc.) 

• Identify entertainment marketing strategies. 

 

 

 

Evidence of Learning 
 

Teacher resources and equipment needed:  Computer, projector, Textbook Sports and Entertainment 
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Marketing, 4e (South Western), handouts and reinforcement materials as needed. 

Summative Assessment: This assessment will include multiple-choice questions, constructed response 

and a performance task. 

Formative Assessments 

• Do Nows                                                                      

• Discussions 

• Guided Practice 

• Independent Practice 

• Daily Homework Assignments 

Benchmark Assessments 

• Weekly Quizzes 

Alternative Assessments 

• Journaling 

• Online assignments 

• Discovery Activities 

• Projects 

  

Lesson Plans  
Lesson Timeframe 

Lesson 1 

Promoting, Advertising and Publicizing Sports and 

Entertainment 

 

5 days 

Lesson 2 

Promotional Planning – Sponsorships and 

Endorsements 

 

5 days 

Lesson 3 

Selling Sports and Entertainment – Ticket Sales 

 

10 days 

Lesson 4 

The Marketing Game Plan (Mapping Strategies) 

 

15 days 

Teacher Notes:  

Supplemental materials will be utilized for reinforcement of topics presented, using real-world examples 

for students. 

 


