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Dear Educator,

The issues surrounding copyright have never been more visible. It’s not unusual to hear 
stories about kids downloading music files illegally, and industry efforts to stop it. But 
the classroom presents its own copyright-related challenges, for students and teachers 
alike. How is an educator to know what the rules are? How do those rules apply in the 
classroom? And how can we make sure that students know the rules as well? 

To help you answer these questions,The Copyright Alliance, as part of its educational 
mission, has assembled a valuable array of classroom curricula and other teaching resources 
on its website, www.CopyrightAlliance.org.

In addition, the Alliance has partnered with the award-winning curriculum experts at 
Young Minds Inspired (YMI) to develop this comprehensive Educator’s Guide to Copyright,
which includes:

• An overview that defines copyright, traces its history, and clarifies the issues of fair use 
and plagiarism in the classroom (pages 2-3).

• A FAQ section that will answer some general copyright questions as well as questions that 
arise in the classroom (pages 4-5).

• A glossary designed to keep you abreast of the language of copyright and computers (page 6).

• Standards charts for all the educational materials available on the Alliance website to 
help you integrate these resources into your curriculum (pages 7-13).

To accompany this Educator’s Guide to Copyright, the Alliance and YMI have also developed 
a free online video, Copyright in the Classroom, available for download on the Alliance website.
The video provides a quick explanation of copyright, points out “teachable moments” when 
copyright issues can be addressed in the classroom, and reviews all the teaching resources 
available at the Alliance website.

In this brave new world of digital literacy, you likely recognize the value of incorporating an 
understanding of copyright into lesson plans for students as young as kindergarten, right through
high school. After all, copyright is a natural outgrowth of student creativity and a natural 
pathway to self-esteem. But understanding the level of flexibility that copyright laws allow in the 
classroom is also essential to teaching respect for the rights of those who create the intellectual 
property that inspires new creativity, and to helping students recognize the responsibilities of 
those who use that creativity to create new intellectual property of their own.

We hope you will copy and share this guide with other educators in your school. You can 
use it as the basis for a professional development workshop on copyright, or make it available as a 
resource for individual use. Regardless of how you choose to use it, we thank you for your work in 
building awareness of the importance of copyright in your school and among your students.

Sincerely,

Patrick Ross Dr. Dominic Kinsley
Executive Director Editor in Chief
The Copyright Alliance Young Minds Inspired

The Copyright Alliance is a non-profit, non-partisan educational organization dedicated to the value of copyright as an agent for 
creativity, jobs, and growth.

is the only company developing free, innovative classroom materials that is owned and directed by award-winning former teachers.
Visit our website at www.ymiclassroom.com to send feedback and download more free programs. For questions contact us at 
1-800-859-8005 or e-mail us at feedback@ymiclassroom.com.
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Imagine teaching language arts with no examples of stories
or poems to share with students. Or history with no 
written record of what happened in the past. Or fine arts
without ever seeing a painting or hearing a note of music.

Such a blank slate would make education impossible.
Knowledge is, necessarily, built upon the achievements of those
who came before us.

The products of these creative minds are known 
collectively as intellectual property –– a term that covers all
the novels and poems, scholarly essays and biographies,
paintings, photographs, and recordings that you provide to 
students as examples from which they learn and upon which
they build a foundation for their own interpretations and
insights. Intellectual property is the fuel of classroom creativity,
inspiring students to expand their ingenuity and ambitions. But 
intellectual property is still property, and while students should
be encouraged to take inspiration from it, they must also be
taught to respect the rights of those who created it.

Those rights are spelled out in the laws of copyright.
And because you use intellectual property in the classroom, it’s
important to understand copyright law and how it applies to
you and your students. Especially today, when computers and
the Internet have enabled seemingly unrestricted access to
intellectual property, educators need to know what’s okay and
what’s off-limits when it comes to copyright. This guide can
help you find the answers.

What Is Copyright?
Federal copyright law dates back to 1790, when George
Washington signed the first Copyright Act. Under today’s law,
copyright is defined as the bundle of exclusive rights granted to
the creator of an original work of authorship that has been
fixed in a tangible form –– that means fixed in a physical 
medium, such as paper, paint, film, or in digital code.
Spontaneous speech or musicianship that is not recorded –– a
jazz solo, for instance –– is not protected by copyright.
Copyright grants the creator(s) exclusive control over the:

• reproduction of their work;
• creation of derivative works that are based on their work;
• distribution of their work;
• public performance of prose, poetry, music, plays, musicals,

choreographic works, pantomimes, films and other 
audiovisual works and, in the case of sound recordings,
performance by digital and satellite transmission; and

• public display of visual and graphic art, sculpture, prose,
poetry, music, plays, musicals, choreographic works,
pantomimes, films, and other audiovisual works.
Generally, the person or persons who create the work

own the copyright (see exceptions in the FAQ section). That
means the author of a book, the artist who paints a landscape,
the photographer who shoots a portrait, the songwriter whose
latest hit tops the charts, the filmmaker whose work appears 
on DVD, and the pundit who blogs on the Internet are all 
copyright owners — along with your students, when they 
create an original work in the classroom or elsewhere.

In the United States, a work is automatically copyrighted
once it has been fixed in tangible form. The work does not
need to be registered with the Copyright Office. However,
there are a number of legal benefits available only to works that
have been registered, primarily the ability to recover not just
actual damages but statutory damages when copyright is
infringed.

The History of Copyright
Laws for protecting intellectual property first appeared in the
1400s, when the printing press was invented and written works
could more easily be copied without permission. By the mid-
1500s, Venice was offering copyright protection for printed
works and visual works as well. Our legal heritage on copyright
stems from 1710, when England’s Statute of Anne guaranteed
copyright throughout the British Empire, inspired in part by
the English philosopher John Locke’s argument that property
rights derive from one’s own labor. Not coincidentally, as the
right of authors and publishers to largely determine the fate of
their works became increasingly well established over the years,
more works were created and published than ever before.

In the United States, copyright has been a basic right
from the start. Every state had copyright laws when our 
country declared independence, and when the Founders
framed the Constitution, copyright became a constitutional
right as well. Article I, Section 8, of the U.S. Constitution,
called the “Progress Clause,” extends to “Authors and
Inventors” an “exclusive Right to their respective Writings and
Discoveries” — the only time the word “right” is actually used
in the original document. The idea was to “promote the
Progress of Science and Useful Arts,” and the very first
Congress put that “exclusive right” into law.

Since then, the United States has led the world in the
realm of creative achievement. Several revisions have been
made to copyright law over the years, expanding the types of
works covered by copyright as technologies advanced (sound
recordings, motion pictures, software), and ensuring that our
laws conform with international norms and treaties.

Copyright Today
Copyright has remained a part of our law and our culture for so
long because it is vital to the promotion of artistic and creative

Copyright: An Overview
(Note: Terms in boldface can be found in the glossary on page 6.) 
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works for all to enjoy, to the creation of new technologies and
new works of scholarly research, and to all of us having a vast
array of cultural choices.

The digital age brings a multitude of opportunities for the
creators of copyrighted works. New business models are being
developed every day to produce, distribute, and market creative
works. We tend to hear a lot about how modern technology is
harming the creators of copyrighted works –– and plenty of
harm does occur –– but that doesn’t imply that technology
itself is harmful. Ensuring the rights of copyright owners never
has stopped individual creators from taking advantage of new
technologies to bring us creative works we can enjoy in ways we
never imagined. Technology and copyright are not at odds with
each other but inspire each other to greater heights.

Copyright in the Classroom
For teachers, the most important concept in copyright law is
probably fair use. This is a provision in the U.S. Copyright Act
that allows for reproduction of copyrighted works without the
copyright owner’s permission under certain specific 
circumstances, including when the work is being used for
“teaching, scholarship, and research.” But “fair use” is not a 
permission slip allowing teachers and students to copy anything
any time they want. The law sets four criteria for determining
whether unauthorized use of copyrighted materials can be 
considered “fair”: 

1. Is the material being used for commercial or for nonprofit
educational purposes? 

2. Is the material merely factual or a work of talent and
imagination? Outdated or still available?   

3. What proportion of the material is being copied?  

4. What is the effect on the potential market value of the
material?  

All four of these criteria must be considered before 
unauthorized use of a copyrighted work can be considered “fair.”
And in most cases, you and your students’ use of copyrighted
material will meet most, if not all, of the criteria. But “fair use”
does not permit making unauthorized copies of copyrighted
material for professional use. Often guidelines are printed for
teachers in educational materials or can be found on 
commercial products. For example, software usually has a
“shrink-wrap” label defining the rights that accompany use of
that software. It might permit you to load it on more than one
computer, for example, but you likely won’t then be able to give
a copy of the software to another teacher, and students won’t be
able to make copies for home use.

Another copyright topic of special interest to educators is
plagiarism. Under the law, plagiarism refers to copying 
something word-for-word and presenting it as one’s own work.
Most people, and most students, know that this is wrong — in
fact, it’s illegal. In the classroom, however, plagiarism has a
broader meaning, encompassing not only word-for-word 
copying but any use of another’s intellectual property without 
attribution. We call this academic plagiarism, and within the
academic community it can be punished severely. Students
should learn early to avoid academic plagiarism by citing the
sources they use in their schoolwork, whether they quote the
source word-for-word or not. Facts, ideas in tangible form, even
lines of thought taken from the work of another should all be
credited in a note or on a “works used” page.

Giving credit is not the same thing as getting permission,
of course, and educators may need to be mindful of this 
distinction when borrowing from copyrighted material to create

a lesson plan or website.
Trained to cite our sources, we
may assume that by 
acknowledging the copyright
owner of a photo, map,
diagram, or video clip, we
have complied with the law.
But in fact, apart from the
special circumstances of “fair
use,” the law requires getting
permission from the copyright
owner. Remember, the 
copyright owner retains rights
over reproduction, the 
creation of derivative works,
distribution, public 
performance, and public 
display.

Permission is obtained
by contacting the copyright
owner and may involve paying
a small fee for a license to use
the material. The library at
the Copyright Clearance
Center, www.copyright.com,
includes an extensive list of
copyrighted works that may
be used with permission by
paying a one-time fee.
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FAQ: Frequently Asked Questions

First, the basics.
What is copyright?

Copyright is the legal protection granted to the creator of an
original work of authorship fixed in a tangible form.

Is it necessary to publish a work before it can 
be copyrighted?

No. Both published and unpublished
works can be protected by copyright.

What kinds of work does copyright 
protect?

According to the Copyright Act,
works of authorship that qualify for 
copyright protection include: 
literature, poetry, and other literary 
works; musical compositions, lyrics,
and sound recordings; newspaper 
and magazine articles; dance choreography; visual artworks
(pictures, graphics, and sculptures); films and television 
programs; architectural plans; computer programs; website
content; databases, and other compilations and collections.

Who owns the copyright in a work?
Generally, the person who creates the work owns the 
copyright. When a work is created by more than one person,
all those persons own the copyright, unless there is a written
agreement that delineates who owns it. Exceptions: When an
employee or contractor creates a copyrighted work as part of
job responsibilities, the employer owns the copyright; these are
considered “works made for hire.”

What steps are required in order to copyright a work?
There are no required steps. Registering a copyright is optional;
a work is protected by copyright from the moment it is created
and fixed in tangible form. However, including a copyright
notice on a work provides a public record that the work is
copyrighted, and registration with the Copyright Office is
required before statutory damages can be collected in an
infringement case.

What is a copyright notice?
A copyright notice consists of the copyright symbol (©) or the
word “copyright”, the name of the copyright owner, and the
year of publication.

What steps are necessary in order to register a work with
the Copyright Office?

Copyright application forms can be downloaded from the U.S.
Copyright Office website, www.copyright.gov.

How long does copyright protection last?
For works created on or after January 1,1978, these terms apply:
If the author is an individual, the term is the life of the author
plus 70 years. If another party claims the copyright as a work
made for hire, the term is 95 years from publication, or 120
years for unpublished works.

How does a copyright differ from a patent or a
trademark?
Copyright protects original works of authorship.
A patent protects inventions or discoveries, and a
trademark protects words, phrases, symbols, or
designs that are used to identify a source of goods 
or services.

Under what circumstances does something
belong to the “public domain”?
Public domain is intellectual property that is not
owned or controlled by anyone and is freely available 

for use. All works published before 1923 and certain works 
published between 1923 and 1978 that lack a valid copyright
notice or a formal copyright renewal are considered in the public
domain, as are works of the U.S. government.

Now some questions about copyright in 
the classroom. 

Why is it important for educators to know about copyright?
Although copyright law includes a “fair use” provision for the
educational use of copyrighted material, the law does not 
otherwise grant special privileges to educators. Teachers need to 
understand the limits of “fair use” in order to avoid violating
the law inadvertently, and to be sure that their use of 
copyrighted material in the classroom sets a positive example
for students.

Why is it important to teach students about copyright?
Aside from teaching respect for the law, lessons in copyright
can reinforce respect for intellectual property through proper
attribution of sources and guide students toward responsible
use of computer technology. In addition, when they learn
about copyright, students learn sound civic values and ethical
decision-making, and gain knowledge that will help 
prepare them for success in a wide range of career paths.

What are some common student misconceptions 
about copyright? 
● Students who become accustomed to using copyrighted 

material in their schoolwork may come to think of themselves
as somehow exempt from the laws that protect intellectual
property rights, as if simply being a student were license to 4
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copy anything at any
time. It is important to
emphasize that while
the law allows students
to use copyrighted 
material for school, it
strictly prohibits copying
copyrighted material
without permission for
other purposes.

● Some students believe that copyright law makes an exception
for “personal use” of copyrighted material. It does not. Sharing
copies of music, movies, photos, video games, and software is
copyright infringement. In fact, sharing copyrighted materials
through online networks such as a peer-to-peer (P2P) network
without permission from the owner is a copyright violation 
subject to severe penalties.

● Students may confuse their right of ownership as the purchaser
of a copyrighted work with the intellectual property rights of
the work’s creator. They should understand that they do not
actually own all the rights to the music, movies, video games,
and software that they purchase. The copyright owners 
retain some of those rights and are selling a limited license to
use the work.

The fine points: fair use, plagiarism, 
and piracy.

What is fair use?
Fair use is technically a defense to copyright infringement that
allows a person to reproduce or otherwise make use of a limited
portion of a copyrighted work without permission for certain
purposes. Although the limits of fair use are not always clear,
permitted purposes generally include criticism, comment, news
reporting, teaching, and scholarly research.

What are the four fair use factors?
These are the factors weighed by a judge in determining
whether to accept a fair use defense. The first takes into
account “the purpose and character of the use, including
whether such use is of a commercial nature or is for nonprofit
educational purposes.”The second factor considers “the nature
of the copyrighted work,” meaning that those that are creative
in nature, such as a musical composition, sound recording,
motion picture, video game, etc., would receive more protection
than fact-based works. The third factor considers “the amount
and substantiality of the portion used in relation to the 
copyrighted work as a whole,” meaning that use of an entire

work is less likely to be found to be a fair use. The fourth factor
considers “the effect of the use upon the potential market for or
value of the copyrighted work.”

How much of someone else’s work can I use 
without getting permission?

Except in circumstances covered by fair use, the law prohibits
any use of copyrighted material without permission. The fair
use doctrine allows for the use of limited portions of works for
certain purposes, but there are no rules regarding specific 
number of words, musical notes, etc.

What constitutes plagiarism in the classroom?
Outside the classroom, plagiarism can be defined as word-for-
word copying. In the classroom, however, the definition expands
to include the 
misrepresentation of
someone else’s work
–– including facts,
ideas, or concepts ––
as one’s own without
proper attribution.

What is piracy? 
Piracy is intellectual
property theft.
Misuse of technology
enables almost 
anyone to produce illegal copies of text, images, movies, music,
video games, and software.

Last, some how-to’s.

How do I get permission to use someone else’s work?
Contact the copyright owner directly and ask for permission.
For material on a website, check the site’s terms of use page or
contact the webmaster for information. In other cases, you can
search online for contact information or contact the publisher.
For many published works, you can search the Copyright
Clearance Center at www.copyright.com to determine if the
work is in their library and available for permission on a 
pay-per-use basis.

Where can I find more information about copyright?
For additional information, visit the websites of the United
States Copyright Office (www.copyright.gov) and 
The Copyright Alliance (www.CopyrightAlliance.org).
Remember, some works like U.S. Government documents are
in the public domain and are freely available for use.
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Academic plagiarism: Using the work of
another without attribution, including facts,
data, ideas, arguments, or lines of thinking.

BitTorrent: A peer-to-peer file-sharing protocol
used to distribute large amounts of data.

Bootlegging: Distributing, or selling,
copyrighted works without permission.

Burning: Using a computer to copy data (text,
music, or images) onto a CD.

Copyright: A form of protection provided by
the laws of the United States that gives 
creators exclusive rights to ownership and
use of their “original works of authorship,”
including literary, dramatic, musical,
architectural, cartographic, choreographic,
pantomimic, pictorial, graphic, sculptural,
and audiovisual creations. Copyright is also
protected by international agreements.

Copyright infringement: The unauthorized
copying or use of a work that is protected by
copyright.

Copyright notice: The copyright notice
consists of three elements: the "c" in a circle
(©) or the word “copyright”, the year of first
publication, and the name of the copyright
owner.

Derivative work: A work that includes 
copyrighted elements of a previously created
work, for example, a sequel to a film or novel
in which the original characters are again
featured.

Downloading: Copying a file from a web
page.

DRM (Digital Rights Management): The
acronym for technologies, such as 
encryption codes, that block unauthorized
use of digital media or devices.

Facebook: A social networking website that
allows people to connect online with both
social and professional contacts. Students
should be aware that their Facebook page is
not covered by the fair use provision that
permits use of copyrighted material without
permission in their schoolwork.

Fair use: A defense to copyright infringement
that allows a person to reproduce or 
otherwise make use of a limited portion of a
copyrighted work without permission under
certain circumstances. Although the limits
of fair use are not always clear, permitted
purposes generally include criticism,
comment, news reporting, teaching, and
scholarly research.

Fanfic: Derivative works of fiction written by
fans as an extension of an admired work or
series of works, especially a television show,
often posted on the Internet or published in
fanzines (for example, when fans produce
their own stories using the characters from a
show such as Star Trek or a series of novels
such as Harry Potter).

File sharing: Copying files from one 
computer to another, either using file servers
on a network or by downloading files over
the Internet through a peer-to-peer (P2P)
network.

Intellectual property: Any product of a
creative mind that is fixed in a tangible form
of expression and, thus, is thereafter protected
by patent, copyright, or trademark laws.

License: A legal agreement granting 
permission to use a work for certain purposes
or under certain conditions. Cartoon and
film characters, for example, can be used on 
merchandise (and in some classroom 
applications) only through a license granted
by the copyright owner for that specific 
purpose.

MP3: An audio file format that is highly 
compressed for transmission over the
Internet and use in digital devices.

MP3 player: A device for playing MP3 files,
such as an iPod.

MySpace: A social networking website like
Facebook (see left column).

Orphan work: An original work that is 
protected by copyright but whose copyright
owner cannot be identified and/or located,
either because the work itself or a 
subsequent transfer of rights wasn’t registered
with the Copyright Office, or because the 
copyright owner has died and his/her heirs
are unknown, etc. Reproduction and other
uses of such works carry the risk of a 
copyright infringement claim.

Patent: A government grant that generally
protects an invention from being copied,
used, distributed, or sold without the 
permission of its owner.

Peer-to-peer (P2P) networking:
Networks, such as LimeWire, that connect
individual computers through the Internet
and allow users to download content directly
from one another’s hard drives. Such 
networks are commonly used for copyright 
piracy and have been identified as a prime
source of computer viruses.

Piracy: The unauthorized copying of 
copyrighted material, most often used to
describe the unauthorized copying of CDs,
DVDs, and software.

Plagiarism: Reproducing any portion of a
copyrighted work without permission. See
also academic plagiarism.

Public domain: A work of authorship is in
the “public domain” if the term of its 
copyright protection has expired or if it does
not meet the requirements for copyright 
protection (for example, while the design of
a calendar can be copyrighted, the content
itself cannot). Works in the public domain
may be used freely.

Ripping: Copying songs from a CD onto a
computer.

Spyware: Malicious software that gathers
information from a computer without the
user’s knowledge or permission. Spyware can
track online activity and collect information
about everything from the user’s email
address book to their credit card numbers.

Streaming: Viewing or listening to audio or
video files online without downloading.

Terms of Use (also, Terms of Service): A
website’s specific guidelines for use of the
site’s content. The terms of use page will
usually describe what can and can’t be
copied from the site, how copied content
may be used, and how it should be credited.

U.S. Copyright Law: Dating back to 1790,
when George Washington signed the first
Copyright Act, this law governs the rights
associated with creative and artistic works by
protecting the creators of such intellectual
property from its usage by others without
their permission. The Digital Millennium
Copyright Act of 1998 provides penalties for
developing hardware or software that 
overrides copy-protection schemes for digital
media.

Work made for hire: A work prepared by an
employee within the scope of his or her
employment. The copyright owner of such
works is the employer.

YouTube: A popular Web video-sharing site 
that enables anyone to store short videos for
private or public viewing.

A Copyright Glossary
The following offers a quick reference for terminology related to copyright and for when you encounter a computer
term used by a student that may be unfamiliar.
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Use the information on these pages as a guide to incorporating
the educational materials available on The Copyright Alliance
website (www.CopyrightAlliance.org) into your professional
development program and class plans.

The Copyright Alliance
Formed in May 2007,
The Copyright Alliance
believes that copyright
law promotes creativity
and job creation 
and strengthens the 
U.S. economy.
A non-profit 

organization, The Copyright Alliance is made up of individual
and institutional members who represent creative endeavors
ranging from musical works to photography, from motion 
pictures to video games, and includes artists’ unions, major 
publishers, recording artists, broadcasters, graphic designers,
amateur and professional sports leagues, and software developers.
A special mission of the Alliance is to provide educators with
resources for raising copyright awareness among students and in
our nation’s schools.

Professional Development Resources
Copyright Education PowerPoint®
This informative presentation from the Picture Archive Council
of America (PACA) clearly explains copyright in relation to the
visual arts through case studies involving professional works.
It can help alert educators to situations in which students might
“borrow” or alter images without being aware that they are
infringing copyright, and challenges some commonly held 
misconceptions about the use of copyrighted images.

The Copyright Commandments
A clear, concise chart, also from PACA, that spells out the top
10 important facts about image copyrights.

Copyright Primer and Guide for Administrators
A set of materials designed to help school leaders understand
and comply with copyright laws. Written by Hall Davidson, a
director of educational services for KOCE-TV, PBS, Orange
County, California, the set includes an introduction to copyright
and the importance of digital literacy in today’s classroom, five
steps for implementing a copyright-compliant school technology
policy, and a quick quiz designed to help administrators 
recognize problematic copyright-related situations in their 
school districts.

A Framework for Integrating Copyright Education into the K-12 Curriculum

CLASSROOM RESOURCES
Use these curriculum connection charts to incorporate copyright education programs available through The Copyright

Alliance website (www.CopyrightAlliance.org) into your class plans.

● Relationships among
technology, human 
values, and behavior

● Individual development
and identity

● Individuals, groups, and 
institutions

● Vocabulary 
development

● Concept development
● Writing 
● Communication 
● Apply language 

● Data gathering
● Charts/tables

(not applicable) ● Internet safety
● Technology operation
● Cyber citizenship
● Communication and

collaboration
● Critical thinking
● Problem-solving
● Decision-making

● Internet research 
● Research and 

information fluency
● Gather and synthesize 

information
● Communicate knowledge

Grade Levels: separate lesson-sets for grades 3-5; 6-8; and 9-12

Program Objectives:

Components: Teacher’s guide, reproducible activity sheets and student certificate, wall poster, parent take-home brochure

● To introduce students to the concepts of copyright and intellectual property.
● To help students recognize that duplicating software and other copyrighted 

material is illegal and unfair to others.

● To help students, teachers, and parents set guidelines for 
using computer technology responsibly.

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

B4U Copy from the Business Software Alliance and YMI 
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● Civic ideals and practices
● Relationships among 

technology, human values,
and behavior

● Individual development
and identity

● Vocabulary 
development

● Comprehension 
● Written/oral 

presentation  

(not applicable) ● Dance
● Skits
● Performance 
● Understand and apply

media, techniques, and
processes

● Cyber citizenship
● Technology operation
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making

(not applicable)

Grade Levels: 3-4

Program Objective:
● To introduce students to basic concepts and vocabulary related to the responsible use of music found online.

Components: A 30-45 minute multimedia assembly program and interactive video

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● Relationships among
technology, human 
values, and behavior

● Individual development
and identity

● Civic ideals and 
practices

● Significant 
people and events in
history

● Role of economic 
institutions

● Vocabulary 
development

● Creative writing
● Use of spoken, written,

visual language to
exchange information

● Reflective 
evaluation

● Synthesis of  
information

● Apply language

● Data analysis ● Drawing
● Music composition
● Understand and apply

media, techniques,
and processes

● Evaluate artist 
contributions to 
community

● Compare and integrate
art forms

● Cyber citizenship
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making
● Web design

● Generate ideas and 
questions

● Research and 
information fluency

● Gather and synthesize 
information

● Communicate knowledge 

Grade Levels: 4-6

Program Objectives:

● Relationships among 
technology, human 
values, and behavior

● Individual development and
identity

● Vocabulary 
development

● Concept development

(not applicable) (not applicable) ● Internet safety
● Cyber citizenship
● Critical thinking
● Problem-solving
● Decision-making

● Intellectual property
● Gather and synthesize

information
● Communicate 

knowledge

Grade Levels: K-5

Program Objectives:
● To teach students about the appropriate use of computers. ● To inform students about cyber safety and respect for intellectual property.

Components: Interactive website (games and videos) and printable certificate

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To teach students that they do valuable and creative work in school and in their lives.
● To encourage students to take pride in ownership of their creative work by using the

copyright symbol.

● To teach students to respect the
intellectual property rights of others.

Components: Teacher’s guide, student lesson modules, Code of Conduct reproducible, parent letter

Beat Street from i-SAFE

Creativity in the Classroom
from the American Society of Composers, Authors, and Publishers (ASCAP) Foundation and MENC

Cyber Tree House from the Business Software Alliance 

8
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● Careers in music
● Relationships among

technology, human values,
and behavior

● Individual 
development and identity

● Civic ideals and practices

(not applicable) (not applicable) ● Skits
● Music in relation to

history and culture

● Cyber citizenship
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making

● Generate ideas and
questions

Grade Levels: 6-8

Program Objective:
● To show students why illegally downloading music hurts more people than they think.

Components: One-hour multimedia assembly experience featuring interactive videos starring Donny, a 14-year-old involved in illegal downloading

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

Donny the Downloader
from the American Society of Composers, Authors, and Publishers (ASCAP) and i-SAFE

● Civic ideals and 
practices

● Relationships among
technology, human 
values, and behavior

● Individual development
and identity

● Community outreach/
service learning project

● Vocabulary 
development

● Comprehension 
● Written/oral 

presentation 
● Compare and contrast 
● Draw conclusions
● Letter writing
● Conduct interviews

● Create flowcharts ● Understand and apply
media, techniques,
and processes

● Role-play
● Performance

● Cyber citizenship
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making
● Gaming software
● Software piracy
● Social media sites
● Create video blogs

● Analyze case studies
● Internet research 
● Gather and synthesize

information
● Communicate knowledge
● Research and 

information fluency

Grade Levels: 8-10; with modifications for 6-12

Program Objectives:
● To identify ways to avoid piracy and counterfeiting.
● To understand the importance of copyright laws and fair use

and define intentional and accidental plagiarism.

Components: Teacher’s guide, pre- and post-unit assessments, case studies, and project-oriented activities

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

Digital Citizenship and Creative Content Curriculum from Microsoft

● Relationships among 
technology, human values,
and behavior

● Individual development and
identity

● Individuals, groups, and
institutions

(not applicable) (not applicable) (not applicable) ● Cyber citizenship
● Creativity and innovation
● Communication and collaboration
● Critical thinking
● Problem-solving
● Decision-making 

● Generate ideas and
questions

Grade Levels: 9-12

Program Objectives:

Face the Music: Copyright, Art, and the Digital Age from the Close Up Foundation

Components: Video and supplemental reading

● To introduce students to the concept of intellectual property and the legal
foundations of copyright.

● To explore the impact of technological innovations on the music industry.

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To recognize protocols for obtaining the rights to use copyrighted materials,
the consequences of illegal downloading and copying, and potential risks of
using counterfeit software and other forms of intellectual property.

● To provide students with the knowledge they need to make
legal and responsible choices about music downloading.

9
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● Individual development and
identity

● Individuals, groups, and
institutions

● Civic ideals and practices
● Relationships among 

technology, human values,
and behavior

● Community outreach/
service learning project

● Vocabulary 
development

● Concept 
development

● Read for 
perspective

● Communication 
● Evaluate data
● Apply language

● Data gathering
● Charts/graphs
● Data analysis
● Surveys and statistics
● Word problems
● Algebraic equations
● Money management
● Science as inquiry
● Science and technology
● History and nature of

science

● Performance 
● Movement to

music
● Understand and

apply media,
techniques, and
processes

● Cyber citizenship
● Internet safety
● Creativity and innovation
● Safe website design
● Communication and 

collaboration
● Research and information

fluency
● Critical thinking
● Problem-solving
● Decision-making

● Gather and synthesize
information

● Communicate 
knowledge

Grade Levels: K-4

Program Objectives:

i-CREATE 
from the United States Patent and Trademark Office and i-SAFE

Components: Teacher's guide, reproducible activity sheets, student newsletter, online games, audio CD/downloadable music, professional training materials,
parent take-home materials, educator newsletters

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To introduce students to the concept of intellectual property and the
importance of protecting it.

● To guide students through an inventive process combining the stories of
young inventors with hands-on patent and trademark searching online.

● To explore issues associated with using digital technology to access, use, and develop
intellectual property.

● To explore Internet safety, cyber security, cyber citizenship, and online harassment.
● To encourage students to view themselves as creative individuals.

● Community helpers
● Cultural awareness 
● Physical and human

characteristics of 
places

● Family life in present
and past

● Transportation
● Significant people and

events in history
● Geography terms
● State history
● U.S. history

● Vocabulary 
development

● Sound-letter 
recognition

● Predict outcomes
● Storytelling
● Character development
● Creative writing
● Read for perspective
● Use of spoken,

written, and visual 
language to 
communicate

● Apply language 
● Critical thinking
● Metaphors, similes,

and analogies

● Number recognition
● Place value 
● Shape, color, and 

pattern recognition 
● Multiplication
● Word problems
● Geometry
● Units of measure
● Data analysis and

probability
● Apply mathematics in

other contexts
● Express ideas through

mathematics
● Careers in 

mathematics

● Science as inquiry
● Life cycle and 

characteristics of
organisms

● Organisms and 
environments

● Changes in 
environment

● Structure of body 
systems

● Structure of the 
earth systems

● Motions and forces
● Transfer of energy
● History and 

nature of science
● Personal health
● Nutrition

● Understand and apply
media, techniques, and
processes

● Evaluate a range of 
subject matter, symbols,
and ideas

● Sing alone and with 
others

● Music in relation to 
history and culture

● Evaluate music 
performances

● Listen and analyze 
music

● Reflect and assess 
characteristics of 
works of art

● Art in relation to 
history and culture

● Cyber citizenship
● Internet safety
● Creativity and 

innovation
● Communication and

collaboration
● Research and 

information fluency
● Gather, evaluate and

synthesize data

Grade Levels: separate lesson-sets for grades K-1; 2-3; and 4-5

Program Objectives:

Join the ©Team
from the Entertainment Software Association and YMI

● To introduce the concept of intellectual property.
● To help students see the connection between copyright and

creativity through their own work across the curriculum.

● To provide basic guidelines for avoiding plagiarism and
copyright infringement.

● To reinforce research and communication skills.

(i-©®eaTM)

Components: Teacher's guides, reproducible lesson plans, PowerPoint® templates, wall poster, stickers, curriculum connection charts, parent take-home booklets

Standards Alignment
Social Studies Language Arts Math Science Fine Arts Technology/Computers
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● Report information from
a spatial perspective

● Locate places using
maps or globes

● Physical and human
characteristics of places

● Civic ideals and 
practices

● Relationships among
technology, human 
values, and behavior

● Vocabulary 
development

● Cause and effect
● Drawing conclusions
● Creative writing 

(not applicable) ● Drawing
● Understand and apply

media, techniques,
and processes

● Cyber citizenship
● Internet safety
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making

● Internet research 
● Gather and synthesize

information
● Communicate 

knowledge
● Research and 

information fluency

Lucky & Flo: Crime-Fighting Canines
from the Motion Picture Association of America and Weekly Reader Custom Publishing

Grade Levels: separate lesson-sets for grades 3 and 5-7

Program Objectives:
● To introduce students to the concept of intellectual property.
● To show students how the DVD-sniffing dogs, Lucky and Flo, help

uncover film piracy.

● To explain the harm of film piracy and the penalties for illegally
copying DVDs and illegally downloading movies from the Internet.

Components: Teacher's guide, reproducible activity sheets, informational brochure, wall poster, take-home parent page

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● Individual development
and identity

● Individuals, groups, and
institutions

● Civic ideals and 
practices

● Relationships among
technology, human 
values, and behavior

● Biographies
● Understand wide range of

print and non-print texts
● Reading comprehension
● Use of spoken, written,

and visual language to
communicate

● Creative writing 
● Vocabulary development

(not applicable) ● Music in relation to 
history and culture

● Art in relation to history
and culture

● Understand and apply
media, techniques, and
processes

● Cyber citizenship
● Internet safety
● Cyber security
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making

● Gather and 
synthesize 
information

● Communicate
knowledge

● Research and 
information fluency

Grade Levels: K-8
Program Objectives:

Learn from the Past, Create the Future (Inventions and Patents)
from the World Intellectual Property Organization

Components: 69-page self-contained workbook

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To introduce students to inventions and patents as
they relate to the concept of intellectual property.

● To show students how patents work and why they are important.
● To inspire students through case studies featuring renowned inventors.
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● Individual development
and identity

● Individuals, groups, and
institutions

● Civic ideals and practices
● Careers in music
● Economics
● Community outreach/

service learning project
● Relationships among

technology, human values,
and behavior

● Reading comprehension
● Creative writing 
● Written/oral 

presentation
● Use of spoken, written,

and visual language to
communicate

● Multiplication
● Solving problems

and equations
● Surveys 
● Data gathering 
● Data analysis
● Tables/graphs

● Drawing
● Musical performance
● Skits
● Desktop publishing
● Understand and apply

media, techniques,
and processes

● Music in relation to
history and culture

● Computer presentations 
● Recording software
● Technology operation
● Cyber citizenship
● Internet research 
● Critical thinking 
● Decision-making 

● Internet research 
● Gather and synthesize

information
● Communicate 

knowledge
● Research and 

information fluency

Music Rules! from the Recording Industry Association of America and YMI

Grade Levels: separate lesson-sets for grades 3-5 and 6-8

Program Objectives:
● To introduce students to the concepts of

copyright and intellectual property.

Components: Teacher’s guide, reproducible activity sheets, student certificates, wall poster, parent take-home brochure

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To help students recognize that taking music without
paying for it (“songlifting”) is illegal and unfair to others.

● To encourage music appreciation
and musical creativity.

● Relationships among 
technology, human values,
and behavior

● Individual development and
identity

● Civic ideals and practices

(not applicable) (not applicable) ● Skits
● Music in relation to

history and culture

● Cyber citizenship
● Creativity and innovation
● Communication and 

collaboration
● Critical thinking
● Problem-solving
● Decision-making 

● Generate ideas and
questions

Music Rules! — Learn B4U Burn
from the Recording Industry Association of America

Grade Levels: 6-12
Program Objective:
● To provide students with the knowledge they need to make legal and responsible choices about accessing music found online.

Components: Hour-long multimedia assembly experience

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills
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● Individual development and identity
● Individuals, groups, and institutions
● Civic ideals and practices
● Economics
● Relationships among technology,

human values, and behavior

● Vocabulary 
development

● Reading 
comprehension

● Letter writing

(not applicable) ● Poster presentation ● Cyber citizenship
● Internet safety
● Critical thinking
● Problem-solving
● Decision-making

● Generate ideas and
questions

● Internet research 
● Gather and synthesize

information
● Communicate 

knowledge

Play It CyberSafe from the Business Software Alliance and Weekly Reader Custom Publishing

Grade Levels: 3-8

Program Objectives:
● To help students understand and appreciate the

importance of using legal software as well as the
meaning of copyright laws and why it’s essential to
protect copyrighted creative works such as software.

Components: Teacher's guide, reproducible activity sheets, and wall poster

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

● To initiate discussion around the 
following: stealing, plagiarism,
intellectual honesty, and other 
pertinent topics.

● To encourage students to examine their 
personal behavior using their computers,
software, and the Internet.

● Relationships among
technology, human values,
and behavior

● Individual development
and identity

● Individuals, groups, and
institutions

● Vocabulary 
development

● Concept development
● Comprehension 
● Reflective evaluation
● Synthesis of  

information
● Cause and effect
● Compare and contrast

● Data gathering
● Charts/tables
● Statistics

(not applicable) ● Cyber citizenship
● Computer technology
● Internet
● Communication and

collaboration
● Critical thinking
● Problem-solving
● Decision-making

● Internet research 
● Research and 

information fluency
● Gather and synthesize

information
● Communicate 

knowledge

Grade Levels: 8-12

Program Objectives:
● To use problem-solving approaches to investigate and

understand film piracy.
● To research Internet and print sources.

● To communicate specific information in a clear and 
concise way to team members.

● To work in collaboration with a team to develop and 
evaluate a solution to a problem.

Components: Teacher’s guide and reproducible activity sheets 

Standards Alignment
Social Studies Language Arts Math/Science Fine Arts Technology/Computers Research Skills

The Story of Movies: The Film Piracy Problem
from the Film Foundation 
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