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 POWER FOR SUCCESS

COURSE OVERVIEW & DESCRIPTION
Sports and Entertainment Marketing introduces the student to the marketing and management function and tasks that can be applied in amateur or professional sports or sporting events, entertainment or entertainment events, selling or renting supplies and equipment used for recreational purposes, product or services related to hobbies or cultural events, or business primarily engaged in satisfying the desire to make productive or enjoyable use of leisure time. 
This course will provide students with the basic management skills necessary to manage local, college, amateur, and professional events. Throughout the course, students will acquire the knowledge and skills to organize, plan, control sports and entertainment events while maintaining the highest levels of ethics. The importance of networking, human relations, entrepreneurship, and leadership skills are an integral part of the curriculum.
This course will help students develop and consolidate the skills required for and knowledge of different subjects and disciplines to solve problems, make decisions, create personal meaning, and present findings beyond the scope of a single subject or discipline. Students will apply the principles and processes of inquiry and research to effectively use a range of print, electronic, and mass media resources; to analyze historical innovations and exemplary research; and to investigate real -life situations and career opportunities in interdisciplinary endeavours.  
Events in business, sports, entertainment (and world) news, and the impact on the sports & entertainment industry will be discussed and interpreted.   This course combines selected expectations from the following grade 12 courses: Canadian and International Law, Recreation and Fitness Leadership, Business Leadership, Media Studies, and Analyzing Current Issues and Economics. 
Prerequisite: Any U/M/C course in Business Studies, at the senior level; BMI3C1 – Marketing Goods, Services & Events is recommended.
COURSE EXPECTATIONS

By the end of this course, students will:

• demonstrate an understanding of the key ideas and issues related to sports & entertainment marketing;

• demonstrate an understanding of the different structures and organization of sports and entertainment marketing;

• demonstrate an understanding of the different perspectives and approaches used in sports and entertainment marketing;

• demonstrate the skills and strategies used to develop interdisciplinary products and activities

related to sports and entertainment marketing.

• be able to plan for research, using a variety of strategies and technologies;

• be able to access appropriate resources, using a variety of research strategies & technologies;

• be able to process information, using a variety of research strategies and technologies;

• be able to assess and extend their research skills to present their findings and solve problems

• implement and communicate information about sports and entertainment marketing endeavours, using a variety of methods and strategies;

• evaluate the quality of sports & entertainment marketing endeavours, using a variety of strategies;

• analyse and describe the impact on society of sports and entertainment approaches and solutions to real -life situations;

• analyse and describe how interdisciplinary skills relate to personal development and careers.
Topics will include: The history of marketing in the sports & entertainment industries; target markets – their needs, wants & consumption patterns; the economics of marketing; market research; an in-depth exploration of the marketing mix & branding strategy, as it applies to the sports and entertainment industries; experiential marketing; communications strategy, campaigns & channels; and legal & ethical issues, licensing & sponsorship-linked marketing. We will also examine the measurement of sports & entertainment brand performance.

Sports & entertainment is likely a subject that you will continue to study and consume for the rest of your life. The goal of this course is to learn.  This course aims to go beyond an introduction to marketing, and provide a foundation for both your individual consumption knowledge for your future and continued study in the marketing field.

One can easily be overwhelmed by the amount of advertising, promotional offers, experiences and choices available to spend your discretionary income.  There is no one “holy grail” of information.  This course will utilize a variety of reference sources.  In your work you will find your own sources which you are encouraged to critically utilize.  

It is important that all students be aware of the speed and the importance of self-study required in this course.  You will be expected to read and critically analyze various print information, and independently seek out information when faced with questions. 

RESOURCES
(1) Sports Marketing, by: Fetchko, Roy & Clow, Pearson Education, 2013

(2) Sports & Entertainment Marketing, by: Farese, Grossman & Nicholson, Glencoe McGraw Hill, 2005

(3) Sports & Entertainment Marketing – Third Ed., by: Kaser & Oelkers, South-Western Cengage Learning, 2008

(4) Toronto Star, 2015

(5) Globe & Mail, 2015

COURSE CONTENT
The following is a list of topics that represent the scope of this course.

1.   UNIT 1: The Fundamentals of Sports & Entertainment Marketing 25 hours

An introductory analysis of the marketplace and the marketing of both sports and entertainment, as a product, from the perspective of both the users and the suppliers, will be explored.  Various marketing fundamentals will be studied, including the external marketing environment, the economy, the evolution of marketing the sports & entertainment industries, establishing target audiences, establishing a brand identity, the product components, the pricing strategies, the placement and the promotional mix. Chapters 1-4 / Chapters 1-4, 10, 11 / Chapters 1-5, 9
2. UNIT 2: Experiential Marketing - Tapping the Passion

15 hours
An in-depth exploration of the current marketing arena surrounding these industries will be the focal point of this unit. The further development of a brand identity will be studied through the establishment of strategies, design, revenue opportunities & the law. Chapters 5-7 / Chapters 5-7, 12-14 / Chapters 6-7, 13
3. UNIT 3:  Planning the Brand Story – Communications Strategy, Campaigns     

                                                                                      & Channels
25 hours
Current integrated marketing communication strategies and channels will be analyzed alongside various campaigns (past & present) used by sports & entertainment brands.  The leveraging of sports & entertainment brands will also be explored through sponsorship-linked marketing. Chapters 8, 9, 10 & 11 / Chapters 8, 15 / Chapters 8, 10, 11
4. UNIT 4: Living the Brand Promise & Measuring Brand Performance

             








20 hours
Success of the implemented plans and strategies will be studied through the management and the monitoring of service quality and customer satisfaction.  Students will study fan and audience satisfaction, ticket & retail sales and return on investment.  Students will also investigate careers within the marketing of sports and entertainment industries. Chapters 12 & 13 / Chapters 9 & 16 / Chapters 12, 14, 15
5. UNIT 5: The Experiential Event


           

 25 hours
Students will be provided with various sports and entertainment events to research, brand, promote and help deliver.  Evidence of learning will include: the marketing and assistance in coordinating the execution of a sports / entertainment event, a bulletin board display in a hallway of the school that “makes sense” to the average grade 9 - 12 student, the creation and release of relevant ad campaigns and promotional materials, a written paper and a presentation.  
Business is ever changing. So, too, are the industries of sports and entertainment. To become current in business trends you are expected to read the newspaper on a daily basis (the sections on business, sports and entertainment of the Globe and Mail, the Toronto Star and / or the National Post).
EVALUATION
UNIT 1

SPORTS & ENTERTAINMENT MARKETING FUNDAMENTALS UNIT TEST


10.0%
CURRENT EVENTS IN SPORTS & ENTERTAINMENT MARKETING PRESENTATION

10.0%

UNIT 2

EXPERIENTIAL MARKETING CASE STUDY & PRESENTATION

             

10.0%

EXPERIENTIAL MARKETING UNIT TEST 






10.0%

UNIT 3

COMMUNICATIONS CASE STUDY & PRESENTATION




10.0%

COMMUNICATIONS UNIT TEST





 

10.0%

UNIT 4

LIVING & MANAGING SUCCESS CASE STUDY & PRESENTATION



10.0%

UNIT 5
INDEPENDENT STUDY PROJECT & PRESENTATION



         
15.0%

FINAL EXAMINATION 








15.0%





        
COURSE MARK





           

           
             100.0%
Note: The Unit Tests, Presentations, Reports, Projects, and Presentations will be evaluated based on (1) Knowledge & Understanding, (2) Thinking & (3) Communication, and (4) Application of course content.  The final course mark will reflect equal weighting of the four evaluation criteria.

	LEARNING SKILLS
	BEHAVIOUR/DESCRIPTORS

	Responsibility
	· completes and submits class work, homework, and assignments according to agreed-upon timelines

· punctual

· academic honesty

	Organization
	· devises and follows a plan and process for completing work and tasks

· establishes priorities and manages time to complete tasks and achieve goals

· preparedness

	Independent Work
	· uses class time appropriately to complete tasks

· follows instructions with minimal supervision

	Collaboration
	· responds positively to the ideas, opinions, values, and traditions of others

· shares information, resources, and expertise 

·  promotes critical thinking to solve problems and make decisions

· encourages and motivates others

	Initiative
	· demonstrates the capacity for innovation and a willingness to take risks

· demonstrates curiosity and interest in learning

· actively participates in class

	Self-regulation
	· sets own individual goals and monitors progress towards achieving them

· seeks clarification or assistance when needed

· takes responsibility for and manages own behavior

· stays on task


As a university coded course, the final evaluation will cover all topics of the semester and will be weighted at 30% of the student’s final grade.
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