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Case Study Events

Overview
These events consist of a case study. In many cases, these events 
consist of two parts: an objective test and an interactive case study. 
A 60-minute objective test will be administered on-site at the NLC. 
Team competitors will take the test invidividually and team scores 
will be averaged. Please check specific event guidelines to determine 
whether or not the event has an objective test.

Eligibility
Each state may submit up to four entries. 
Competitors must have paid FBLA national 
and state dues by 11:59 p.m. Eastern Time 
on March 1 of the current school year.

NLC Registration
Participants must be registered for the  
NLC and pay the national  
conference registration fee to participate in 
competitive events.

Finals
Case study events with an objective test: 
The top fifteen scoring individuals/teams 
advance to the final round.

Case study event that do not have an  
objective test: Fifteen finalists, or an equal 
number from each group in the preliminary 
round, will advance to the final round.

Banking & Financial Systems

Business Management

Client Service

Entrepreneurship

Help Desk

Hospitality & Event 
Management

Impromptu Speaking

International Business

Introduction to Event 
Planning

Management Information 
Systems

Marketing

Network Design

Parliamentary Procedure

Sports & Entertainment 
Management
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Event Type: I or T
Equipment Setup Time: N/A
Prep Time: 20 minutes
Performance Time: 7 minutes
Warning Time: 6 minutes
Time Up: 7 minutes
Q&A: N/A

Objective Test Competencies
• Sports and entertainment marketing/strategic marketing
• Facility and event management
• Promotion, advertising, and sponsorship
• Planning, distribution, marketing, pricing, and selling of events
• Basic functions of management
• Human resource management (labor relations)
• Management strategies and strategic planning tools
• Financing and economic input
• Sports law
• Marketing/management information technology and research
• Leadership and managing groups and teams
• Communication in sports and entertainment (media)
• Ethics
• Licensing
• Sports governance
• Careers

Case Overview
A problem outlining the understanding and awareness of sports and 
entertainment issues within today’s society.

Performance Guidelines—Final Round
• Two 4” x 6” note cards will be provided to each

competitor and may be used during event prepa-
ration and the role play. Information may be
written on both sides of the note cards. Note
cards will be collected
following the role play.

• No additional reference materials are allowed.
• Individuals/teams should introduce themselves,

describe the situation, make their
recommendations, and summarize their cases
during the role play.

• If participating as a team, all team members are
expected to actively participate in the role play.

• All questions raised in the case must be
addressed during the role play.

• Turn off all electronic devices.
• Objective test scores will be used to break a tie.
• Performances are not open to conference

attendees.

Objective Test Guidelines
• Team members will test individually and team

scores will be averaged.
• No materials may be brought to the testing site.
• No calculators may be brought into the testing

site; calculators will be provided.
• Electronic devices must be turned off and out of

sight.
• Bring a writing instrument.

Sports & Entertainment Management
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Penalty Points Deducted by Judges
• Competitors may be disqualified if they violate competitive event guidelines.
• Five points are deducted if competitors do not follow the dress code.
• Five points may be deducted for each instance of not following guidelines.

Sports & Entertainment Management (CONT.)

Case 
Study Events



Competency A: Sports and Entertainment Marketing/Strategic Marketing Minimum: 10 
Tasks 
1. Recognize the importance of marketing to the sports and entertainment
industry.
2. Explain the seven marketing functions and their importance in sports and
entertainment.
3. Describe the steps in developing a market research project.
4. Identify the challenges, obstacles, and limitations associated with sports and
entertainment marketing.
5. Discuss the significance of the four P’s to the target market.
6. Compare and contrast the differences of the marketing mix components in
sports and entertainment.
7. Analyze the various pricing strategies and factors that affect pricing sports and
entertainment products.
8. Calculate the markup of sports and entertainment products.
9. Examine ticket sales policies/strategies in sports and entertainment.
10. Identify types of market segmentation.
11. Discuss the issues related to branding strategies of products in sports and
entertainment.
12. Examine product lines for sports and entertainment organizations (including
manufacturing costs).
13. Describe why sports/entertainment organizations implement promotions.
14. Determine the role of advertising technology in sports and entertainment.
15. Evaluate the advertising forms (print, broadcast, specialty, social media, etc.)
suitable in the sports and entertainment industry.
16. Assess demographic and geographic considerations related to sports and
entertainment.
17. Explain the central focus of the marketing concept.
18. Explain the reasons for increased entertainment options.
19. Explain the importance of understanding buyer behavior when making
marketing decisions.
20. List and describe means of collecting marketing information for use in decision
making.
21. Define market segmentation.
22. Explain the importance of outstanding customer service.
23. Explain what it means to establish a service culture.
24. Explain the role of travel and tourism in sports and entertainment.
25. Explain how marketers determine direction and focus for a marketing plan.
26. List and describe the components of a marketing plan.
27. Define the product mix, product extension, and product enhancement.
28. List and describe the components of the product mix.
29. Explain the high cost for sports and entertainment events.
30. Define customizing.
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31. Describe the financial impact of Baby Boomers on the sports and entertainment
industry.
32. List and describe the stages of the product life cycle.
33. Explain how products are positioned in the marketplace.
Competency B: Facility and Event Management Minimum: 10 
Tasks 
1. Determine the requirements in choosing a location and/or building and
operating a facility.
2. Examine operating procedures for a facility.
3. Evaluate financing opportunities for a sports and entertainment facility.
4. Evaluate support activities in operating a sports and entertainment facility
(concessions, security).
5. Employ the principles of safety to sports and entertainment.
6. Discuss prevention procedures and preparation techniques including risk
management.
7. Describe the event triangle as it relates to event marketing/management.
8. Examine event possibilities in various sports and entertainment industries.
9. Describe potential marketing and sales techniques used before, during, and
after events.
10. Describe the role of sponsorship and evaluate potential techniques for effective
utilization.
11. Discuss criteria for selecting venues.
12. Explain the process for planning an event.
13. Develop a budget for an event.
14. Develop follow-up activities to recognize/thank participants after the event.
15. Implement and evaluate a sports and entertainment event to promote retention
and service for future events.
16. Explain factors affecting attendance at an event.
17. Examine concessions sales policies/strategies in sports and entertainment.
18. Explain the importance of budgets as related to sports and entertainment
management.
19. Describe the management necessary for major events.
20. Define the four types of economic utility as they relate to sports and
entertainment events.
21. Describe the factors of production in a market economy.
22. Explain how universities increase revenues through entertainment events.
23. Explain the different types of organizational structures.
24. Describe the value of special events and their importance during shoulder
periods.
25. Describe the latest technology trends impacting entertainment.
26. Explain the developmental phase for sports and entertainment planning.
27. Explain how objectives set guidelines for entertainment events.
28. Define mission for the sports and entertainment industry.
29. Define risk and describe the categories and classifications of risk.
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30. Describe the four strategies for risk management.
31. Define industry and give examples of subdivisions of the sports and
entertainment industry.
32. Explain why marketing decisions are based on industry standards, norms, and
trends.
Competency C: Human Resource Management (Labor Relations) Minimum: 8 
Tasks 
1. Identify the functions and responsibilities of human resources.
2. Analyze personnel needs for an event.
3. Describe the importance of job descriptions and separation of responsibilities in
a large organization.
4. Describe the recruiting and retention processes.
5. Identify general managers for professional teams and their duties.
6. Describe the roles of scouts, agents, and managers and their benefits.
7. Establish criteria, policies, and procedures to be used to determine
compensation, benefits, and promotion.
8. Explain the need for human resources.
9. Define the four functions of human resource departments:  planning and
staffing, performance management, compensation and benefits, and employer
relations.
10. Explain the need for continuous professional development.
11. Describe the rules of conduct for a workforce.
12. Define SWOT analysis, benchmarking, and scenario building.
13. Describe fringe benefits offered to sports and entertainment employees.
14. Explain the importance of job orientation.
15. Explain the importance of evaluating employee performance.
16. Describe diversity in the workplace.
17. Describe strategies to recruit sports and entertainment employees.
18. Define human resources management identify human resource management
activities.
19. Describe the procedure to recruit and hire the best personnel.
20. Explain why coordinating and giving feedback are important responsibilities of
human resource management.
Competency D: Promotion, Advertising, and Sponsorship for Sports and 
Entertainment Industry Minimum: 10 

Tasks 
1. Distinguish between collegiate athletics, amateur sports, professional sports,
and sports camps.
2. Compare and contrast sponsorships and endorsements.
3. Evaluate the sports and entertainment industry as a valuable segment of the
economy.
4. Analyze the components of the sports and entertainment industry.
5. Analyze growth and trends of sports and entertainment as an industry in local,
state, national, and international areas.
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6. Identify new trends and areas of growth in amateur sports.
7. Describe the goals of promotion.
8. List and define the elements of promotion.
9. List and describe the steps involved in developing effective advertising.
10. Describe the use of product placement.
11. Define publicity and explain its role in creating a positive public image.
12. Describe different types of sales promotions.
13. List the steps in developing the promotional plan.
14. Explain the benefits of sponsorship to the sponsor.
15. Explain the promotional value of involvement in seasonal themed events.
16. Explain the promotional value of entertainment awards.
Competency E: Financing and Economic Input Minimum: 6 
Tasks 
1. Describe the economic impact of sports and entertainment events in various
areas:  locally, regionally, nationally, and internationally.
2. Explain supply and demand and the relationship of the economic system to the
sports and entertainment industry.
3. Describe economic indicators and growth of sports and entertainment industry.
4. Explain the advantages and disadvantages of operating as a for-profit or not-for
profit organization.
5. Identify revenue sources as related to sports and entertainment industries and
for specific events.
6. Examine economic impact studies, previous results, and relate these to financing
decisions.
7. Identify expenditures for the sports and entertainment industries.
8. Describe the importance of business and financial plans.
9. Analyze basic financial documents:  budgets, income statements, balance
sheets, and breakeven point analysis.
10. Identify types of budgeting techniques used in local, collegiate, and professional
sports.
11. Define risk and describe the categories and classifications of risk.
12. Describe the four strategies for risk management.
13. Define industry and give examples of subdivisions of the sports and
entertainment industry.
14. Explain why marketing decisions are based on industry standards, norms, and
trends.
15. Explain the role of travel and tourism in sports and entertainment.
Competency F: Planning, Distribution, Marketing, Pricing, and Selling  Sports and 
Entertainment Events Minimum: 10 

Tasks 
1. Identify and explain the steps in the planning process and the strategic planning
tools used by managers.
2. Identify advantages and risks of strategic management.
3. Explain the steps in a successful change process.
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4. Explain the different types of organizational structures with the sports and
entertainment industries.
5. Identify current trends in the workforce concerning organizational structures.
6. Explain the distribution of sports and entertainment.
7. List and describe distribution channels for sports and entertainment.
8. Explain the relationships among supply, demand, and price.
9. Discuss the government’s influence on pricing.
10. Discuss pricing strategies used by businesses to increase sales.
11. Define the business cycle and describe its impact on entertainment.
12. Discuss the importance of monitoring customer trends.
13. List the steps of the sales process.
14. Explain the difference between ticket brokers and ticket scalpers.
15. Explain sales strategies for attracting groups to sports and entertainment
venues.
16. Describe how corporations use sports and entertainment to motivate employees
and impress clients.
17. Discuss how laws impact entertainment marketing.
18. Explain copyright law.
19. Describe contract law for the sports and entertainment industry.
20. List and describe distribution channels for sports and entertainment.
21. Explain the relationships among supply, demand, and price.
22. Discuss the government’s influence on pricing.
23. Discuss pricing strategies used by businesses to increase sales.
24. List the steps for determining price.
25. Define the business cycle and describe its impact on entertainment.
26. Discuss the importance of monitoring customer trends.
Competency G: Sports Law Minimum: 6 
Tasks 
1. List legal issues affecting the marketing and management of the sports and
entertainment industry.
2. Describe the impact of national, state, and local laws and regulations on sports
and entertainment.
3. Describe the impact of the Americans with Disabilities Act on sports and
entertainment events and facilities.
4. Discuss the impact of Title IX on management of college athletics.
5. Examine environmental issues/laws as they relate to sports and entertainment
industries.
6. Describe how monopoly laws affect professional sports.
7. Discuss the impact of labor laws on sports.
8. Analyze the impact of labor unions on sports and entertainment, including
pricing and strikes.
9. Explain the purpose and benefits of copyright protection.
10. Identify purpose, types, and terms and need for contracts.
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11. Explain the agent’s and general manager’s roles in an athlete’s contractual
agreement.
Competency H: Communication in Sports and Entertainment (Media) Minimum: 2 
Tasks 
1. Identify the roles of public relations and publicity in sports and entertainment.
2. Compare and contrast media sources for public relations and advertising.
3. Compare/evaluate advance publicity in sports and entertainment.
4. Utilize effective communication skills including proper grammar and writing
skills.
5. Discuss the importance of positive and negative public relations for sports; how
firms assist in creating favorable images and how athletics can affect public
perceptions.
6. List and explain potential benefits of celebrity endorsement.
7. Describe public relations efforts related to fans, publishing, and speaking
engagements.
Competency I: Ethics Minimum: 2 
Tasks 
1. Describe ethical issues in sports (e.g., impact of performance-enhancing drugs
and gambling).
2. Evaluate social responsibility in sports and entertainment industry.
3. Evaluate and apply principles of ethics as they relate to sports and
entertainment.
4. Define ethics.
5. Discuss the impact of unethical behavior.
Competency J: Licensing Minimum: 2 
Tasks 
1. Explain royalties and licensed products.
2. Evaluate the forms of product licensing and the product licensing process.
3. Describe the financial value of licensing sports and entertainment merchandise.
Competency K: Sports Governance Minimum: 2 
Tasks 
1. Determine the various types of sponsorship in sports and entertainment.
2. Evaluate the impact of sponsorship in sports and entertainment.
3. Identify and define standards of controlling professional sports.
4. Describe the managerial role of the NCAA and other collegiate governing bodies in
college athletics.
5. Describe the NCAA’s, NAIA’s and NJCAA’s roles as the governing bodies in
collegiate athletics.
Competency L: Careers Minimum: 2 
Tasks 
1. Identify career opportunities available in the sports and entertainment industry.
2. Identify specific skills needed by today’s sports and entertainment workforce.
3. Describe education and training needed for a job/career in sports management.
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4. Identify barriers to employment and strategies to overcome them.
5. Develop a career portfolio including a résumé, cover letter, job application, and
other work-related items.
6. Define a career development program in the sports and entertainment industry.
7. Describe various career levels in sports and entertainment management.
8. Explain the importance of a career portfolio.
Competency M: Marketing/Management Information Technology and Research Minimum: 6 
Tasks 
1. Discuss how technology and statistical programs can be used in operations
management, specifically with inputs, outputs, and assembly lines.
2. Explain the evolution of the management information system.
3. Describe key components of the management information system.
4. Discuss the implementation of strategies and decision making using a
management information system.
5. List and describe the steps involved in marketing research.
6. Discuss the human factors in marketing research.
7. Explain the options for electronic data collection.
8. Discuss the concept of data-driven decisions.
9. Explain the difference between marketing tactics and strategies.
10. Explain the importance of planning to keep ahead of the competition.
11. Explain the importance learning from customers.
12. Explain how marketers determine direction and focus for a marketing plan.
13. List and describe the components of a marketing plan.
14. Explain the importance of Management Information Systems (MIS).
15. Explain the rationale for organizations to follow best practices.
Competency N: Leadership and Managing Groups and Teams in the Sports and 
Entertainment Industry Minimum: 6 

Tasks 
1. Identify leadership styles and personal characteristics needed in leadership
situations.
2. Identify and describe four leadership styles:  autocratic, democratic, open, and
situational.
3. Discuss the importance of human relations skills and communication for an
effective leader/manager.
4. Discuss effective motivation techniques and effective work teams.
5. Define delegation of duties.
6. Explain the importance of professional networking.
7. Describe the skills needed by employees in the sports and entertainment
industry.
8. Explain the latest trends in the sports and entertainment industry.
9. Explain the basic structures of groups.
10. Describe factors that influence group behavior.
11. Describe the different types of teams used by an organization.
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12. Explain how a manager can build a successful team.
13. Explain how organizations can be designed to support teams.
14. Describe a virtual team and its functions.
15. Explain how feedback from management influences employee performance.
16. Explain how leaders must be agents of change.
17. Describe characteristics of successful teams.
18. Explain why teams fail.
19. Define leadership and list leadership characteristics.
20. Identify ways that managers influence employees.
21. Describe important human relations skills.
22. Explain what motivates individuals to accomplish organizational goals.
23. Discuss leadership styles.
24. Describe strategies that leaders use to motivate employees.
25. Explain why people resist change.
26. Describe the steps for an effective change process.
27. List the characteristics of enlightened leaders.
28. Discuss the types of decisions made by managers.
29. Describe the conditions faced by a manager when making a decision.
30. Explain the advantages and disadvantages of group decision making.
31. Describe the concept of knowledge management.
32. Explain how knowledge communities can benefit sports and entertainment
managers.
33. Describe strategies used by groups to make decisions.
34. Explain different management approaches.
Competency O: Management Strategies and Strategic Planning Tools Minimum: 8 
Tasks 
1. Describe corporate, business, and functional strategies.
2. Discuss the advantages and risks associated with strategic management.
3. Identify the steps in strategic management.
4. Explain the development phase of the strategic management process.
5. Describe the action and review phases of the strategic management process.
6. Describe internal and external environmental factors that impact economics for
the sports and entertainment industry.
7. Explain how functional strategies are related to strategic planning.
8. Describe the major strategic planning tools available to managers.
9. Explain how entertainment managers achieve strategic fit.
10. Describe internal and external environments that impact economics for sports
and entertainment.
11. Explain how functional strategies are related to strategic planning.
Competency P: Basic Functions of Management Minimum: 10 
Tasks 
1. Define management and its four functions.
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2. Discuss the principles of business management.
3. List the steps in the decision-making process.
4. Explain the role of human resources management in community entertainment
events.
5. Describe the economic and competitive challenges faced by state fairs and other
entertainment events.
6. Explain the role of economic efficiency for entertainment events.
7. Discuss the purpose and benefits of planning.
8. Describe the planning process.
9. Describe the reasons for and benefits of organizing.
10. Explain factors that affect the structure of an organization.
11. Describe how authority is delegated in organizations.
12. Explain the activities of the implementing function.
13. Describe the management control process.
14. List and describe the three steps for efficient control.
15. Describe the processes of establishing standards, monitoring results, and
comparing them to standards, and making corrections deviations.
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SPORTS & ENTERTAINMENT MANAGEMENT SAMPLE TEST QUESTIONS
1) Younger adults are most likely to use ___ to conduct thorough research on a company

or organization.
A) the Internet
B) family members
C) friends
D) the library

2) A sporting facility is able to best generate additional revenue through ___.
A) maintenance salaries
B) parking fees
C) player visits
D) scalper sales

3) The recruitment and retention of qualified employees is extremely important to
companies in the sport and entertainment industry due to ___.
A) few qualified managers
B) recruitment being inexpensive
C) the limited number of employees wanting to work in the industry
D) the expense of finding and training new employees

4) External factors affecting market climate would include all of the
following except ___.
A) spectators
B) players
C) media
D) corporate sponsors

5) The control of financial and personal injury loss from sudden, unforeseen, and unusual
accidents and intentional torts is referred to as ___.
A) event staging
B) risk management
C) risk aversion
D) event risk



6) What is the part of the copyright law that protects not only written information but
also ideas of writers, artists, and musicians?
A) peer-review
B) intellectual property
C) royalty free
D) fair usage

7) Colleges and universities are subject to Title IX when they ___.
A) are co-ed
B) private, for-profit universities
C) compete in NCAA programs
D) receive any federal aid

8) Professional athlete and entertainment celebrity endorsements are normally successful
due in part to ___.
A) the potential to be a celebrity as well
B) fans wanting to be associated with the individual
C) the person's wealth
D) the limited budget needed to break even

9) Ethical behavior in professional sports is based on solid ___ of understanding.
A) regulations
B) unwritten rules
C) principles
D) mandates

10) Many sporting and entertainment venues are selling the ___ rights to name the
facility for a set time period, most commonly in 10-year increments.
A) blocking
B) team
C) naming
D) licensing



11) A sponsor does all of the following except ___.
A) control the team operations
B) off-set the costs of a team so as to keep ticket prices lower
C) be identified with an event where the target market is in attendance
D) provide financial support for an event

12) Professional ___ is the ongoing training geared towards improving skills for present
and future jobs roles.
A) staffing
B) development
C) improvement
D) orientation

13) Organizations actively learning from and comparing themselves to the industry best
practices is referred to as ___.
A) espionage
B) environmental conditions
C) benchmarking
D) creatively acquiring

14) _____ leaders are the most flexible in being able to make adjustments.
A) Autocratic
B) Situational
C) Democratic
D) Transformational

15) The final stage for strategic management is to ___.
A) evaluate and control
B) analyze
C) set goals
D) strategy implementation



1) A
2) B
3) D
4) B
5) B
6) B
7) D
8) B
9) C
10) C
11) A
12) B
13) C
14) B
15) A



SPORTS & ENTERTAINMENT MANAGEMENT 
SAMPLE CASE STUDY 

PARTICIPANT INSTRUCTIONS 

1. You have 20 minutes to review the case.

2. Presentation time is seven minutes. At six minutes the timekeeper will stand and hold up a
colored card indicating one minute is left and at seven minutes the timekeeper will stand
and hold up a colored card indicating time is up.

3. The presentation is interactive, and the judges will ask questions throughout the
presentation. You are a team of sports and entertainment management specialists who
work for a small management firm located on the west coast.

4. Each team member will be given two note cards. Note cards will be collected following the
presentation.

5. All team members must participate in the presentation as well as answer the questions
posed by the judges. Cover all the points described in the case.

PERFORMANCE INDICATORS 

• Explain the nature of effective communication.
• Explain the components of sports and entertainment facility management.
• Explain the importance of coordinating events in multi-use facilities.



SAMPLE CASE STUDY SITUATION 

Background Information 
You are on a team of sports and entertainment management specialists who work for a small 
management firm located on the west coast. Your company provides consulting services to 
local municipalities that hold special, one-time sporting or entertainment events in 
nontraditional venues. The company is known for attention to detail, uniqueness of activities 
held at the events, the quality of product, and the return on investment. Your company 
leverages all possible resources to achieve the goals of the event. 

Scenario 
Your team has been commissioned by a large, oceanfront city in southern California to set up a 
promotional event that will showcase their city’s nontraditional sporting venues. These facilities 
include designated surf competition areas, volleyball courts, competitive sandcastle building 
locations, triathlon competitions, and cycling events. Your team must explain your plan for 
managing multiple events over a 3-month time period during the slower winter season. The 
goal of your plan is to attract business during a traditionally slow time. You will be presenting 
your plan to a committee selected by the city council. The committee will review the feasibility 
of such an undertaking. 

Other Useful Information 
• There is not a need for a marketing plan, the city has an internal team to handle those

details.
• Funding for special events like this are limited.
• External funding will be necessary through sponsorships.
• Understand how all stakeholders will be involved.

Things to Consider  
Your team must address the following in your presentation: 

• The scenario and the scope involved.
• Your position and why.
• Effective solutions for meeting the customer’s needs.



HIGH SCHOOL - SPORTS AND ENTERTAINMENT MANAGEMENT 
Performance Rating Sheet   

(Mark one score per row AND write score in the Points Earned column.  Use Tie Breaker column to add or subtract points to break ties.) 

Expectation Item 
Not 

Demonstrated  
Below 

Expectations 
Meets 

Expectations 
Exceeds  

Expectations 
Points 
Earned 

Tie 
Breaker 

Demonstrates 
understanding of the case 
study and defines 
problem(s) to be solved 

No description or case 
study synopsis provided 

no problems defined 

Describes and provides 
case study synopsis OR 
defines the problem(s) 

Describes and provides 
case study synopsis AND 

defines the problem(s) 

Demonstrates expertise of 
case study synopsis AND 

definition of the 
problem(s) 

0  1-5  6-10  11-15 

Identifies alternatives and 
the pro(s) and con(s) of  
each  

No alternatives identified 
Alternative(s)given but 

pro(s) and/or con(s) are 
not analyzed 

At least two alternatives 
given and pro(s) and 
con(s) are analyzed 

Multiple alternatives given 
and multiple pros and 
cons analyzed for each 

0  1-7  8-14  15-20 

Identifies logical solution 
and aspects of 
implementation   

No solution identified 
Solution provided, but 

implementation plan not 
developed 

Logical solution and 
implementation plan 

provided and developed 

Feasible solution and 
implementation plan 

developed and necessary 
resources identified 

0  1-7  8-14  15-20 

Demonstrates knowledge 
and understanding of the 
event competencies: 

Event management/ 
decision making/strategic 
planning/delegation/ 
leadership/ethics/ 
entertainment industry/ 
marketing and 
promotion/sales/ 
entrepreneurship/human 
resources/careers 

No competencies 
demonstrated 

One or two competencies 
are demonstrated 

Three competencies are 
demonstrated 

Four or more 
competencies are 

demonstrated 

0  1-7  8-14  15-20 

Delivery Skills 

Statements are well-
organized and clearly 
stated 

Presenter(s) did not 
appear prepared 

Presenter(s) were 
prepared, but flow was 

not logical 

Presentation flowed in 
logical sequence 

Presentation flowed in a 
logical sequence; 

statements were well 
organized 

0  1-3  4-7  8-10 

Demonstrates self-
confidence, poise, 
assertiveness, and good 
voice projection 

Presenter(s) did not 
demonstrate self- 

confidence 

Presenter(s) demonstrated 
self-confidence and poise 

Presenter(s) demonstrated 
self-confidence, poise, and 

good voice projection 

Presenter(s) demonstrated 
self-confidence, poise, 
good voice projection, 

and assertiveness 

0  1-2  3-4  5 

Demonstrates the ability 
to effectively answer 
questions 

Unable to answer 
questions 

Does not completely 
answer questions 

Completely answers 
questions 

Interacted with the judges 
in the process of 

completely answering 
questions 

0  1-3  4-7  8-10 

Performance Subtotal (100 max) 

Penalty Points (Mark all that apply) 

Dress Code not followed -5 
Deduct 5 points for each instance 
of guidelines not being followed 

-_____  Total Penalty -_____ 

Grand Total 

  Objective Test 
Score (to be used 

in the event of a 
tie) 

Name(s): 

School: State: 

Judge's Signature: Date: 
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General Competitive Events 
Guidelines

Eligibility
• Dues: Competitors must have paid FBLA

national and state dues by 11:59 p.m. Eastern Time
on March 1 of the current school year.

• NLC Registration: Participants must be registered
for the NLC and pay the national conference
registration fee in order to participate in
competitive events.

• Deadlines: The state chair, or designee, must
register each state competitor on the official
online entry forms by 11:59 p.m. Eastern Time on
the second Tuesday in May.

• Each state may submit four entries in all events.
• Each competitor can only compete in one

individual/team event and one chapter event.
• Each competitor must compete in all parts of an

event for award eligibility.

• A team shall consist of two or three members. The
exception is Parliamentary Procedure, which must
be a team of four or five members.

• All members of a team must consist of individuals
from the same chapter.

• If competitors are late for a competitive event,
there are no guarantees they will get to compete.
Competitive event schedules cannot be changed.
PLEASE NOTE that competitive events start in the
morning before the opening session of NLC.

• Competitors may be disqualified if they violate
competitive event guidelines.

• Picture identification (drivers’ license, passport,
state-issued identification, or school-issued
identification) is required when checking in for
competitive events.

The general event guidelines below are applicable to all FBLA High School national  
competitive events. Please review and follow these guidelines when competing at the 
national level. When competing at the state level, check the state guidelines since they 
may differ.

All members and advisers are responsible for reading and following competitive event 
guidelines.
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Repeat Competitors
• Members may compete in an event at NLC more

than once if they have not previously placed in the
top ten of that event at NLC. If a member places
in the top ten of an event at NLC, they are no
longer eligible to compete in that event. This
eliminates the exceptions for team events that
were previously in place, as this change will now
affect all events.

• Modified Events: A competitor may compete in
the same event when the event is modified,
regardless of placement at a National Leadership
Conference. Note, if the only modification is a
name change, competitors may not compete in
the renamed event if they have previously placed
in the top ten at the National Leadership
Conference.

• Chapter Events: Competitors may compete in a
chapter event as many times as they wish,
regardless of placement at a previous
National Leadership Conference (American
Enterprise Project, Community Service Project,
Local Chapter Annual Business Report, and
Partnership with Business Project).

• Pilot Event: Competition in a pilot event does not
disqualify a competitor from competing in the
same event if it becomes an official competitive
event. The participant may compete in another
event as well as a pilot event.

Breaking Ties
• Objective Tests: Ties are broken by comparing

the correct number of answers to the last 10
questions on the exam. If a tie remains, the
competitor who completed the test in a shorter
amount of time will place higher. If this does not
break the tie, answers to the last 20 questions will
be reviewed to determine the winner.

• Objective and Production Tests: The production
test scores will be used to break a tie.

• Objective Tests and Performances: The objective
test score will be used to break a tie based on the
tie-breaking criteria of objective tests.

• Reports/Projects and Performances: The report/
project scores will be used to break a tie.

• Performances: Judges must break ties and all
judges’ decisions are final.

General Competitive Events 
Guidelines
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National Deadlines
• State chair/adviser must register all competitors

for NLC competitive events online by 11:59 p.m.
Eastern Time on the second Tuesday in May.

• All prejudged components (reports and projects)
must be submitted by 11:59 p.m. Eastern Time on
the second Tuesday in May.

• All prejudged projects and reports must be
submitted electronically.

• All production tests must be submitted by 11:59
p.m. Eastern Time on the third Tuesday in May.

• All production tests must be uploaded online on
the required platform.

• State chair/adviser may make name changes only
(no additional entries) by 11:59 p.m.
Eastern Time on the first Tuesday in June.
Competitor drops are the only changes allowed
after this date and onsite.

National Awards
• The number of competitors will determine the

number of winners. The maximum number of
winners for each competitive event is 10.

Americans With Disabilities Act (ADA)
• FBLA-PBL meets the criteria specified in the

Americans with Disabilities Act for all participants
who submit an accommodation form.

• The form must be submitted by 11:59 p.m.
Eastern Time on the second Tuesday in May.

Recording of Presentations
• No unauthorized audio or video recording

devices will be allowed in any competitive event.
Participants in the performance events should be
aware the national association reserves the right
to record any performance for use in study or
training materials.

General Competitive Events 
Guidelines

https://fblapbl.wufoo.com/forms/request-for-accommodation
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