é% LEVEL UP: YOUR GUIDE TO
-y INTELLECTUAL PROPERTY RIGHTS

Y How laws protect creators’ work and how media producers stay legal
@ when using other people's content.

As a media creator, your work has value. So does the work of others.
Mastering Intellectual Property Rights (IPR) isn't just about avoiding
trouble; it's about respecting creativity and operating as a professional.

This guide is your training ground. Let's begin.

PRESS START
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Level 1: Know The Code

What is Intellectual What are Intellectual
Property (IP)? Property Rights (IPR)?

Any original creative work
that someone has
produced. Think of it as the
‘item’ you create.

The legal rights that give
creators control over how
their work is used. This Is
the ‘shield’ that protects
your item.

Key Takeaway: Media producers must respect these rights and use content legally, or
they risk fines, takedown notices and damage to their reputation. |
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Your IPR Toolkit: Choose Your Protection

@ Copyright

Protects: Original music, video, images,
writing, and software.

Info: This is your automatic shield. It applies as
soon as you create something original.

TM Trademarks

Protects: Brand names, logos, and slogans.

Info: This protects your identity in the
marketplace.

() Patents

Protects: New inventions and technical
processes.

Info: Less common for media projects, but
crucial for new tech.

) Design Rights
Protects: The look and shape of products.

Info: Guards the visual appearance of an
object.

ﬁ Moral Rights

their work.

and integrity.

Protects: The creator's right to be
named and object to harmful changes to ’

Info: Protects the creator's reputation

what it protects.

@/j Exam Link: Be ready to identify
which IPR applies in a scenario and

&1 NotebookLM



Level 2: Spot The Traps - Copyright Infringement

What is Infringement?

Using someone's work without permission or a valid licence.
It's the fastest way to get a ‘Game Over’,

Common Infringement Traps:

¢ , . e s
(‘m;;!;ﬂ Trap 1: Using a work without permission or a valid licence.

r.{} ;”7 Trap 2: Sharing or distributing unlicensed copies (e.g., pirated films,
- music, or software).

Lid
[iufgiﬂ Trap 3: Editing or adapting a work and pretending it is your own.

Consequences Preview: Takedown requests | Fines & Legal Action | Reputational Damage
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Level 3: The Rules of Play - Using Licences

A licence is your key. It's a formal agreement that says how someone else's work
can be used. Some must be paid for; others are free but still have rules.

Royalty-Free Rights-Managed

« How it works: Pay once (or sometimes  How it works: A licence for a specific use
free) and then use the work under certain (e.g., for a set time period, geographical
conditions. region, or media type).

e Best for: General use in multiple projects » Best for: High-value or exclusive content

without ongoing fees. where control is critical.

& NotebooklLM



Special ltem Unlocked: Creative Commons (CC)

Standard licences creators use to grant others permission to use their work. Always check the rules.

CC BY (Attribution) /‘\ CC BY-SA (ShareAlike)
Rule: You can use and adapt =5 Rule: You must credit the

the work, but you must give creator AND share your new
credit to the creator. work under the same licence.

CCBY-NC
(Non-Commercial)

Rule: You can use the work
non-commercially only, with
credit. No business use.

but cannot adapt or change
it. Credit is still required.

I I CC BY-ND (NoDerivs)
O Rule: You can use the work

i ™
.
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Essential Gear: The Asset Log

To prove you're playing by the rules, you need to keep records. The

Asset Log is your evidence file.

Good Practice Checklist

@ Check the licence before using
any online asset.

@ Keep a record of sources and
licences in your asset log.

@ Give clear credit where required

(e.g., in credits or on the website).

What to Record in an Asset Log

(Exam Technique from Q3):

(7 )
Source Licence Type Owner/Creator
www.stockmusic.com/track123 Royalty-Free J. Doe Music

Q P
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Level 4: The Pro Move - Protecting Your Own Work

Your own creative work is valuable intellectual property. Here's how to defend it.

Defensive Strategies
I:hé Proof of Ownership: Keep original project files and drafts as evidence of authorship.

Online Sharing: Add watermarks or use low-resolution versions when sharing work
publicly.

o)
@ Set the Rules: Use licensing terms when you share (e.g., by choosing a Creative
Commons licence for your work).

Client Project Alert
e Contracts often define who owns the final work — you or the client.

e Ensure your contract specifies if you can use work in your portfolio.
e For group projects, agree on how shared work can be used by each person in the future.




Mini-Boss Gauntlet: Rapid-Fire Questions

Q1 (1 Mark)

State one type of work
that Is protected by
copyright.

@ Technique: Give a

simple, clear example

such as “music track”,

“photograph” or “video
clip”.

Q2 (2 Marks)

Explain one reason why a

media producer should
use royalty-free music in
a school promotional
video.

=

point (avoid legal
iIssues/costs), then
explain the impact on
the project.

@ Technique: Make one

Q3 (4 Marks)

Explain two problems that
could occur if a company

uses unlicensed images
from the internet on its
website.

=

@ Technique: For each
problem, describe what
might happen (e.g.,
takedown request) and
explain the effect on

cost, time, or reputation.

&1 NotebookLM



FINAL BOSS APPROACHING:
The 9-Mark Question

**The Challenge**

“A small games studio is creating a new mobile game and wants to use various online assets such as sprites, sound effects
and background music. Diesetsibe such as sprites, sound effects and background music. Discuss how the studio should
manage Intellectual Property Rights to ensure the game can be released legally and safely.

Provide justified recommendations.” (9 marks)

This isn't just about knowing the facts. It's about applying them to a real-world scenario and justifying your expert recommendations.
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Final Boss Strategy: Your 9-Mark Battle Plan

Use this structure to build a high-band answer. Explain specific actions and justify *why* they are important.

Paragraph 1: Asset Sourcing
Action: Use legal sites, check licence terms for every asset.
Justification: This prevents infringement at the very first step.

Paragraph 2: Licences
Action: Detail the types of licences they will use (Creative Commons, royalty-free, etc.).
Justification: Shows understanding of how to gain legal permission.

Paragraph 3: Documentation
Action: Use asset logs and provide correct attribution.
Justification: This creates a legal paper trail and meets licence requirements.

Paragraph 4: Protection
Action: Advise on protecting the studio's own original assets (e.g., the game's code and character designs).
Justification: Demonstrates a complete understanding of IPR for both using and creating.

Conclusion: Summarise the most critical IPR steps and why they are vital for a safe and legal release.
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LEVEL COMPLETE: IPR Mastery Achieved

Your New Abilities Checklist: Can you now...?

Define Intellectual Property Rights and give examples of protected works.
Explain the consequences of copyright infringement in media projects.
Describe different licence types including Creative Commons.

Apply IPR rules to exam scenarios and justify how to use assets legally.
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Continue Your Quest: The Revision Arcade

You've completed the main story. Now master your skills in the training grounds.

7,
I, | _5
‘,Q" IPR Gauntlet — Document Doctor
3
**Description**: Test your decision-making in **Description**: Practise identifying where
tricky scenarios involving images, music, and when to use asset logs and licence
fonts, and footage. records.

ﬁ 9-Mark Ninja L.!] ﬂ NotebookLM & Podcast

**Description**: Build and refine high-band **Description**: Use flashcards, mind maps,
answers for the toughest exam questions. and audio summaries to solidify your
knowledge.
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