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The Robin Hood Factor: creativity, ethics and piracy!
	Program:
	Crash Zone

	Year Level:
	Year 5 to Year 9

	Curriculum Study Areas:
	English; Humanities and Social Sciences; Technology

	Themes/Topics:
	Ethics, Values, Justice; Civics and Citizenship, Imagination/design

	Description:
	Many students think it is okay to copy other people's software programs and Internet pages. They are either oblivious to intellectual property laws or they don't know about them or don't care and they are unaware of the potential prosecution and fines regarding this practice.

	Resources:
	Sabretooth ep 9 Crash Zone, ACTF 
Other 
Australian inventions that changed the world worksheet
IP Access 
Stationery - paper, colored pencils and pens and bits and pieces to make things with or a multimedia authoring package eg kidpix, Kahootz, even MS Word draw tools.


Lesson plan: 
This lesson plan introduces learning activities where students: 

· create something that may be needed in the world 

· learn how to legally protect their idea 

· explore the problems caused by software pirates 

· discuss and debate the ethics of software piracy 

Valuable ideas 

Distribute to students the worksheet titled Australian Inventions that changed the world. Discuss these inventions, their importance and their social and economic impacts eg the pacemaker has given many people better quality of life and extended their lives. This has enabled them to be productive contributors in the community. It has created a new industry employing many people and providing them with incomes. The black box has provided data from plane crashes that has enabled better aeroplane design and better pilot training such as “Sims”. This has prevented further loss of life. 

Discuss with students any other Australian inventions they know about. A list can be found on this web site: http://apc-online.com/twa/
Ask students to think about an invention the world needs, and to complete the handout by giving their invention a name, briefly describing what the invention will do, and drawing a quick sketch of the invention in the box provided.

Ask volunteers to share their inventions with the class. Do a quick survey to see who would be interested in buying each invention if it were on the market. 

Designing an invention

Students might use multimedia authoring software, a drawing program, or pencil and paper to further develop the design of their invention. They can draw the outside of the invention, show how it works, and draw the products it makes, if any. The design can be annotated with a brief explanation of why their invention is useful. Display the designs around the classroom. 

Protecting an idea

Discuss with students how they can prevent others copying or stealing their idea. Some students might already know about patents, copyright and trademarks. Mention these briefly and then ask students to form pairs to undertake an Internet investigation of this at: IP Access
Students should do these activities:

1. Find out what steps you need to take to protect your idea for an invention. At the ippyonline web site home page click on the strictly innovation icon. Click on the steps from 1-10 and jot down a summary of the steps. Find out what these terms mean: competitive edge, confidentiality agreement.
2. Click the Ideaopia icon and play the game
3. Write down any terms new to you eg patent law 
4. Jot down notes about each invention you read about during the game. 
5. Draw up a table like this one and fill it in while playing the game.

	What the game says about....

	Trademark
	Patent
	Copyright
	Other tips

	Your trademark works only in Australia
	 
	 
	 

Don't share your design until it's patented

 


Discuss with students the notes they took down and clarify any terms or notes they don't understand. Discuss the inventions they wrote about. The discussion should consider these questions:
· How might the inventor have benefitted from his/her invention?
· How did the invention improve people lives?
· How did the invention affect employment and in what industries?
· What inventions are similar to that invention ie have others copied the idea?
Intellectual property

Explain to students that trademarks, patents, and copyright are legal ways people can protect their intellectual property (IP) - ideas and inventions. 
Divide the students into groups of four and set each group the task of finding out about one of these types of protection: trademark, patent, copyright, design, circuit layout rights, plant breeding rights.

Each group should find the answer to these questions:

1. Is your idea automatically protected by this type of IP law?
2. What types of ideas does this IP protect?
3. What does the IP law protect you against?
4. Is the protection worldwide? Does it need to be?
5. How long is your idea protected by this IP law.
6. Describe two examples of ideas protected by this IP law. You may need to search the Internet or back copies of daily newspapers to find examples for circuits and plants.

Students will find answers to the above questions at http://www.ipaustralia.gov.au 

Sharing knowledge

Each group should appoint one or two speakers to present their findings to the class. A very useful activity would be for students to prepare a Powerpoint slide show to support their presentation. The tasks to prepare the presentation could be assigned among the group:
· write the talk
· design the Powerpoint slide show - select the design, format, etc
· collect appropriate images from web site eg for patents, a picture of a lawn mower
· edit the text on the slides to ensure it is brief but clear
· make the presentation - may need one to talk and another student to run the Powerpoint slide show. 

Create a trademark

Ask students to find examples of trademarks. Discuss why trademarks are important. Look at famous logos (eg McDonald's, Coca Cola, Commonwealth Bank) and discuss what makes a good logo?

Students will use the ippyonline website to create a trademark. They should work in the pairings used earlier. Pairs allows students to discuss problems and share ideas. 

Once at IP Access students should click on the trademark omatic icon. They can view the gallery to see what other students have created. They then create their own trademark for their invention. Students can submit their trademark to the ippyonline website for inclusion in the gallery. 
Alternatively, students can draw their trademarks with colored pencils and paper. Display the trademarks in the classroom. (At this time it is not possible to print trademarks created with ippyonline so students will need to capture the screen. On a Windows PC, click the Print Screen button, open MS Paint, select Edit… Paste. ..Print)

Summary activity

Students again form pairs to visit the innovated website at IP Access. At the home page they click the activities icon in the top left of the screen. This displays a page offering three games. Students play It's a what’s it . This game reinforces what students have learned about protecting ideas.

IP - ethics and the law

Even though protected by law, ideas can be stolen. Some people steal them to make money by selling them to others or by copying and passing them off as their own. Some people steal ideas to give away for free. This second purpose is rife with the growth of the Internet and personal computers because of:

· the difficulty of finding people who copy others ideas and present them on their own home pages 

· the availability of code breaking software 

· the availability of computer hardware to make copies of CDs and DVDs 

To tune students into the motives and ethics of protecting and stealing IP, they will view a TV program titled Sabretooth, an episode of the Crash Zone. This show is about a group of kids who test computer games for Catalyst, a software company. Tell students that lots of IP these days are computer programs or software. They are going to view a TV program about software piracy - stealing computer programs. Give students a copy of the issues the class will discuss after the viewing so that they can tune in or be alert for those segments that raise the issues. 

Following viewing the class as a whole could discuss these issues, or small groups of students could discuss one issue each and report to the class:

· which types of IP law could Catalyst use to protect Ram's magic basketball, Alex's holographic projector, and her computer game titled The Ring? 

· Marcello hacked into the SunnyJim company's computer system to retrieve software they had stolen from Catalyst. Did Marcello break the law? Was he right to break in? How would you have dealt with the problem? 

· Lisa said "Sometimes you have to bend the rules if the cause is just". What do you think about this statement? Did the kids break the law by using the bugged basketball? Were they right to use it? 

· Sabretooth hacked into a computer system, stole computer graphic software and made it available on the Internet for free. Ram supported this because it meant he could get software that he couldn't afford to buy. Should all software be available for free? What would be the effect on Catalyst if their software was given away to anyone who wanted it? 
· Sabretooth hacked into a businesses' computer system and stole plans for a solar powered car engine and published them on the Internet. Was Sabretooth's action right? What were the Asian companies responsibilities?

Students should have enough information to write an essay or prepare a debate. The topic is: 

Pi claimed that Sabretooth was a 'hero'. Marcello said Sabretooth was a threat to free enterprise. What do you think? Prepare a sound argument to support your position.

In preparing their responses students should consider these issues about stealing IP:
· what is 'right' and 'wrong'
· what the law says
· who benefits and who loses
· consequences of a) stealing IP and b) giving it away.
Some of the essays could be published in the school newsletter or on the school web page. Students' responses should be interesting given that many of them may have made or obtained illegal copies of computer games or music CDs.
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