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5.5 ADOPTING OTHER PEOPLE´S PERSPECTIVES  

Adopting other people’s perspectives 

We will now adopt a new perspective.  We will go deeper into the educational 
strategies used by one of the teachers, the one who designed the activity 

based on the role-playing game, and in the answers given by the students. 
We were looking for them to learn how to reason adopting different points of 

view.  The figure that follows will give an idea of the place held by this activity 
within the general context of a workshop. 

Intellectual property in context  

The activity was developed in several sessions.  The teacher provided information, all of it con-
textualized around several characters.  Each one, in different professional and personal situa-
tions, had different opinions regarding the meaning of “intellectual property” and they affected 
their behaviours.  

In the figure, we include an example of the information, as given to the students for them to 
play the character. It includes three types of data:   

• The description of the characters and their context.   

• Their opinions or behaviours in relation to intellectual property.  

• Some suggestions on the possible sources of information that will help students to go 
deeper into the issue.  

The exercise included a discussion in which students had to defend their character’s position.  
Each group, made up of 3 students, assumed the same role. In the enclosed table we include a 
short summary of the information provided by the teacher to each one of them.  

After the discussion held in class, and still in the role of the corresponding character, each stu-
dent individually wrote a short summary. They provided a description of the character they had 
represented and the personal position that they would adopt if they were to talk to this charac-
ter  

. 
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 Do not respect IP Respect IP 

 FRAN AND LOLA IVÁN AND JENNY PETER AND HANNA JESÚS TEDDY AND KARINA 
 Manipulate images Download music Business on the 

Internet 
Badly paid script-

writer 
Society of Authors 

Profession Graphic designer and 
counter-cultural crea-
tive designer 

They both want to 
study art-related ca-
reers 

Executives from Inter-
net companies 

Film and TV script-
writer 

Representatives from the Soci-
ety of Authors 

Personal and 
professional 
context 

FRAN manipulates im-
ages in his jobs 

IVAN plays the guitar 
and wants to form a 
music group 

PETER works in the 
production section of 
the Emule program. 
JANNA works for a 
freeware company 

He thinks his job is 
very badly paid, and 
that he should get a 
share of the money 
from the ads shown in 
the series for which he 
writes scripts 

TEDDY joined the Society of 
Authors once his record career 
was over. KARINA is an econo-
mist that works for a company 
that manages licenses on the 
Internet 

Opinions and 
actions in rela-
tion to IP 

Any information avail-
able on the Internet 
should be freely avail-
able 

They download prod-
ucts from the net with-
out respecting IP 

They have no problem 
in ignoring IP rights if 
it means increasing 
the number of visits to 
their websites 

He agrees with re-
specting IP rights, but 
not with the type of 
contracts producers 
demand 

They agree with respecting IP 
rights and fight for the imple-
mentation of the Digital Levy by 
law 

Other informa-
tion 

Rights over images are 
abusive 

They think audiovisual 
products are expensive 
and profits are not dis-
tributed fairly.  They 
think it is not fair that 
there are “slaves” that 
create intellectual pro-
ductions and then oth-
ers enjoy them 

They value the prod-
ucts they can 
download from the 
web and the business 
opportunities around 
them 

He thinks that adver-
tising money is taken 
mostly by producers 
and large TV channels 

They think a song should gener-
ate economic rights for its pro-
ducers and creators every time 
it is reproduced 

Table 1. Character description: Document with class work  
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  Respect IP Do not respect IP  

  

  

FRAN AND 
LOLA 

IVÁN AND 
JENNY 

PETER AND 
HANNA 

JESÚS TEDDY 
AND 

KARINA 

Total 

 Manipulate im-
ages 

Download music Business on 
the Internet 

Badly paid 
scriptwriter 

Society of 
Authors 

 

Agree   1      1 2 
Disagree 1  1 3 1 6 
Both 2 2 2   1 7 
Total 3 3 3 3 3 15 

Did students identify with their characters?  

Let’s observe the degree of agreement shown by students with the opinions and activities of 
the characters they represented.  

If we look at Table 2, we see that only 2 students out of the 15 analyzed identified fully with 
opinions or actions from their characters.  In addition, there is a certain consistency in opin-
ions: when the character respects intellectual property they mostly partially agree with his/
her ideas and behaviour; on the other hand, when they don’t respect them, disagreements 
are stronger.  

Table 2: Agreement or disagreement with the character   

The role-playing game allowed 
students to identify or not identify 

themselves with the characters 
that defended opinions on the con-

cept of intellectual property. 

 

.  
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The analysis of the texts produced by the students revealed several interesting elements that 
we summarized in table 2 and which will be considered in the presentation. Firstly we must dis-
tinguish between the information provided by the teacher, regarding the situations that 
surrounded the characters and their attitude towards intellectual property, and the represen-
tations that students built when they participated in the classroom debate playing their 
character role.  If we observe the latter we see, at least, three elements of interest: a) the de-
gree of agreement or disagreement that the students express, b) the conceptual dimensions 
they introduce in the description of the character, and c) the way in which they express that 
description in a communicative context (teacher’s blog).  

The analysis that follows will take into account all these factors that interact between one an-
other. We can’t forget that it is a qualitative analysis in which we are looking for an internal 
validation of the data and the analysis of the process more that the products themselves.  

Context of the characters 
introduced by the teacher 

Do not respect IP Manipulate images 

Download music 
Business on the Internet 

Respect IP Badly paid script writer 
Society of Authors 

Representation of the 
character built by stu-

dents 

Degree of agreement with 
the character 

Agree 

Disagree 
Both 

Conceptual scope of the 
description 

Legality 

personal, social, cultural context 
Authorship 

Communicative context of 
the description 

Value judgments 

Opinions 
Justifications 

Students represented the role of 
their characters.  The fact of tak-

ing someone else’s perspective 
had an impact in their way of 

thinking about intellectual prop-
erty and also on how they ex-

pressed their opinions  

Table 3: The role-playing game: Dimensions of the analysis 
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Intellectual property and located knowledge  

One of the first things that stands out when exploring the texts from students is the way in 
which the personal and work contexts of the characters they represent seem to condition the 
student´s opinions. The figure shows the dimensions attributed to each character.  We have 
to bear in mind that three of these characters do not respect intellectual property and two of 
them do respect it.  

If we observe the adjoining figure we see how the context of the characters, their 
personal and work situation, is going to affect considerations that the students make 
of them when playing their role.  Among the most relevant data we find high percentages 
in the authorship dimension. In all characters, this dimension stands out, except in the 
case of the representatives from the Society of Authors (68.75% vs. 12,50%). Let’s see an 
example where one of the students reflects over her characters, Fran and Lola, editors that 
manipulate images on the Internet without respecting intellectual property.  

1.My character was Lola and Fran. They were against intellectual property, because they said 
that anyone that publishes a creation has to be prepared to have it copied or whatever people 
want to do with it.  

2.I agree with the fact that rights over images or songs are abusive and they would have to 
lower them to reduce piracy.  I do not agree with them saying that when something is pub-
lished we can do what we want with it, because we should respect the author.  

Bachillerato 1 04 13 08 Blog Role Playing game Commentaries  

In this case the relationship with the character is established through the idea of creation: 
who is the owner of the images that appear on the Internet? It is clear that this student is 
aware that they have an author who has to be respected.  

 

We can also explore how teenagers are aware of the importance of the law. If we look 
at the figure again we see that percentages are high when they refer to those characters 
that defend an extreme position regarding the concept of intellectual property 
(representative from the Society of Authors, 75.00 %). Looking at the description of these 
characters provided by the teacher we see that they are in favour of the imposition by law of 
a digital levy. On the other hand we have to highlight that, in most of the cases, besides 
making references to the law they also talk about financial profits. Figure 1: Understanding the concept of intellectual prop-

erty depending on the character played.  

0,00 100,00

Manipulate images

Manipul
ate 

images

Downlo
ad 

music

Business 
on the 

Internet

Badly 
paid 

script 
writer

Society 
of 

Authors

Legality 25,00 28,57 55,56 28,57 75,00

Personal, social, 
cultural context 6,25 14,29 0,00 7,14 12,50

Authorship 68,75 57,14 44,44 64,29 12,50
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Let’s see some of the examples that show how teenagers have opposed and even con-
tradictory opinions. Analyzing Laura’s text we see that, in the first part, she especially re-
spects not just the law but also the author’s rights.  

1.My character was Teddy and Karina and they defended author´s rights, they defended the 
SGAE and other organizations, the digital levy and intellectual property.  

2.In some respects I do agree with them, regarding the fact that if we did what these charac-
ters say and defend, so much money would not be lost and all the people behind each published 
work would be better rewarded.  We would also respect the Law and we would do what is right, 
we would have the sufficient morality to understand that this is the way things are and they 
must be done like this and respected. Bachillerato 1 04 13 08 Blog Role-playing game  Com-
mentaries  

If we now look at the text that follows shortly after the last one we will notice the complexity 
of the problem faced by this teenager. In this case her opinion is contradictory with the last 
one.  While before she recognized the importance of rewarding authors, she now complains 
about the high prices.  Similar expressions can be seen in other students, they almost always 
find it difficult to separate the price they have to pay for music or other types of creations 
and the respect for intellectual property.  

I do not agree, for example, with the digital levy because even if it is compensatory, we should-
n’t pay for something that we are going to use at a personal level.  And with respect to piracy, 
people don’t have enough money to spend so much in each CD, DVD, etc, of each of the artists 
that we like. They should lower the prices.  

Another aspect that is worth pointing out is how the act of thinking about certain char-
acters or others is associated to the different forms of expression that give way to 
different levels of complexity in the reflection: value judgements, opinions and justifi-
cations. Let’s see the adjoining figure.  

In the mentioned figure we see that while the presence of value judgements is very high in 
relation to some characters, independent of whether they respect or not intellectual prop-
erty, (100% among those who manipulate images and 60% among those who represent  

the Society of Authors), in other cases, interestingly, we notice the presence of justifications 
(100.00% badly paid scriptwriter). Let’s see an example of the latter:   

 

Figure 2. Character analysis:  

Thinking processes and communicative context   

Teenagers are aware of the im-
portance of rules to live in a soci-
ety.  They find it difficult to inte-
grate in thsee a financial dimen-
sion that goes against, in some 
cases, their personal interests 

0,00 20,00 40,00 60,00 80,00 100,00

Manipulate images

Download music

Business on the Internet

Badly paid script writer

Society of Authors

Manipulate 
images

Download 
music

Business on 
the Internet

Badly paid 
script writer

Society of 
Authors

Value judgment 100,00 66,67 25,00 0,00 60,00

Opinion 0,00 33,33 50,00 0,00 40,00

Justification 0,00 0,00 25,00 100,00 0,00
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My character was Jesús. He considered that his job was badly paid, he agreed with defending 
the rights of intellectual property but he did not agree with the types of contracts drawn by pro-
ducing companies. 

I don’t agree because, for example, in music, records are very expensive, which makes people 
download them; although on the other hand I agree in that if records were cheaper people 
would still download music because, if they could have it for free, why buy it (Bachillerato 1 04 
13 08 Blog Role-playing game Commentaries)  

We have qualified as “justification” this response because she gives two reasons to explain 
her idea: a) the price of records would explain why people download them from the web, b) 
she corrects herself and admits that, even if they were cheaper, people would keep on doing 
the same thing.  

Until now we have insisted in how, going further than whether the character respects intel-
lectual property or not, the context in which these characters exist conditions not just the 
students´descriptions of them but also the way in which they express them. We will now 
look at how both aspects condition whether students identify with them or not.  

Identifying with the character  

We will now analyze how the act of identifying or not identifying themselves with their char-
acter influenced the teenager’s ideas.  By exploring the responses we saw that although 
conceptual dimensions attributed to the character hardly varied with respect to the 
student being in agreement or disagreement with his/her character’s opinions and 
behaviour, what did change were their ways of expressing themselves when in-
cluding value judgements, opinions and justification in their responses. Data that 
supports these ideas is shown on Figure 3.  

Above all, it is worth highlighting that the presence of justifications is greater when students 
are in disagreement with the character they played (50% in cases were there was a total 
disagreement and 20% if the disagreement was just partial). We can explain it considering 
that, when in disagreement, the student feels more compelled to justify his or her way of 
thinking.  

This data has important educational implications and shows how disagreements lead onto 
more complex thinking processes.  

Figure 3.  Degree of identification and thinking processes in a 
communicative context  

0,00 20,00 40,00 60,00 80,00 100,00

Agreement

Disagreement

Both of them

Agreement Disagreement Both of them

Value judgment 50,00 33,33 50,00

Opinion 50,00 16,67 30,00

Justification 0,00 50,00 20,00



90  

 

5.5 ADOPTING OTHER PEOPLE´S PERSPECTIVES  

Undoubtedly, we face an open issue that we will have to investigate further. Let’s see one 
last example to explore the reasons given by students when they express their agreement or 
disagreement with the character they have had to play.  

Justifying disagreement 

 
1. Mi character was Jesús, a scrip writer unhappy with his salary who defended intellectual 
property.  

 

2. My stance regarding my character’s opinions is the contrary in some respects, although if I 
were in a situation in which I had to live off script writing or any other job in which my author-
ship played a role, I would also think intellectual property should be fully respected.(Bachillerato 
1 04 13 08 Blog Role-playing game Commentaries)  

Judgment when the attitude is partially shared  

 
1-My characters were Peter and Hanna, they were against IP and defended free software and 
emule.  

2- Partly yes and partly no.  I don´t agree with Peter when he says that software should be 
free, and that the price of CDs should not be so high, because if they need money they should 
look for it somewhere else, just like everyone else does. I disagree in part with him because 
also we should somewhat respect people´s right to privacy. (Bachillerato 1 04 13 08 Blog Role-
playing game Commentaries)  

When we comment the examples together we realize the complexity of the problem.  The 
fact of having considered Marta’s opinion as a justification is due to the ability to put herself 
totally in someone else’s position and, in addition, to differentiate this position from her own 
one. It is clear that she doesn’t share some of the character’s opinions or behaviors, by 
downloading music from the web without respecting intellectual property, in this context she 
admits that Jesus is the author and that his rights are not being respected.  

On the other hand, Soraya expresses opinions and judgment values without justification, i.e. 
she does not establish relationships among the different elements in the situation.  Her judg-
ments are more a succession of ideas than a justification in which ideas succeed themselves 
coherently.  

Reflecting in a coherent way 
when faced with a specific situa-

tion in which the issue of intel-
lectual property is present will 
require the implementation of 

educational innovative strategies 
that encourage reflection and a 

civic engagement  
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A case study: Cristina  

We will now modify the analysis perspective to concentrate on a case study. We will explore how the 
concept Cristina, a Bachillerato student, built around intellectual property has changed throughout the 
workshop in which she participated. This new outlook will allow us to discover in depth the reasons be-

hind her change  

Cristina within the workshop context  

Cristina is a teenager who took the class  “Audiovisual Communication” in a Bachillerato center. Her teacher integrated within 
this course the workshop related to intellectual property, which took place between the 29th of March and the 19th of May. 

The work context that was carried out in class in summarized in the adjoining figure, in which two types of information are in-
cluded: a) activities carried out by all students just as the teacher described them, b) the ones carried out by Cristina and 
which we have analyzed to understand her development.  

As it can be observed in the previous figure, a relevant strategy in the workshop seems to be related to the teacher’s efforts to 
bring teenagers closer to certain relevant creations from the current times, related to the world of images and their multiple 
expressions. For example, students analyzed some videos present in You-tube in which their creators had been inspired in 
other already existing works, which they had analyzed and transformed.  They also worked the concept of creating in collabo-
ration, from the analysis of a comic book and, in addition, they were able to talk to the creator. Finally, the last part of the 
workshop, from session 13, was dedicated to students reflecting upon the possibilities of them being the creators.  

WE WERE LOOKING TO UNDERSTAND HOW IDEAS AND 
ACTIONS EVOLVED IN A TEENAGER THROUGHOUT THE 
TIME SHE PARTICIPATED IN THE EXPERIENCE  



 

Workshop context 

Figure 1. Cristina builds a new concept of intellectual property  
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How did the meaning of the concept of intellectual property change?  

Cristina, in addition to working with her classmates and participating not just in class discussions but also in blogs, individually 
answered in writing some questions prepared by the teacher at the start and end of the workshop.  Figure 1 shows her evolu-
tion between these two moments.  

At the beginning she considers the contents of the creation or the processes of knowledge more important; at the 
completion, she gives more weight to the personal, social and cultural context in which the created work is immersed 
and to the work of the creator.  

To explain this we can consider the role given throughout the workshop to the social and cultural relevance of certain contem-
porary creations discussed by students in class.  

Overcoming errors 

To explain the reasons behind the changes we have just mentioned, we will now see, with the help from some examples, how 
Cristina built during the time that the workshop lasted, an increasingly more complex concept of intellectual property.  

In particular, let’s see the meaning of this concept when she refers to it in answering a question at the beginning and at the 
end of the workshop:  

What does “Intellectual property” mean for you?  
Something private that has to do with the world of author’s rights and everything related to them. (Questionnaire 1, 25 03 08)  

The rights of authors with respect to their creations and activities in different fields and the protection that the State tries to give 
those authors. For me it means to have a right. (Questionnaire 2. 19 05 2008)  

INTELLECTUAL PROPERTY WAS FIRST ASSOCIATED 
WITH THE CONTENTS OF THE CREATION, AND AT THE 
END OF THE EXPEREINCE WITH THE CREATOR´S SO-
CIAL AND CULTURAL CONTEXT  
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These two responses show clear differences.  In the second one she has overcome an error, since she now does not see 
“intellectual property” as “something private”. She insists on the idea of author´s rights, but she now mentions the “State’s 
protection”.  She has probably understood that, in Spain, there is a legal framework that protects it.  

We can also observe how, throughout the workshop, Cristina has understood the meaning of a certain cultural context.  

Probably, as we will now see, it is easier to understand these concepts when they show up in specific situations. In any case, 
we observe how the definition of the concept at the completion of the experience insists On the benefits of cultural creations 
for society and gives less importance to the contents of the actual knowledge.  

Let’s see how the teacher helped students to explore in more depth the relationship between culture and intellectual property. 
We will now analyze two exercises in which students work the issue by analyzing situations in which creations have emerged 
from other already existing works.   

To what extent can a creator use someone else’s creations to create something himself? This question, undoubtedly complex 
and difficult, was debated in the classroom. Let’s see how.   

Summary of the proposed exercise (28th of March 2008)  
Someone has uploaded a video in YouTube created from the videogame the Sims and the series Buffy The Vampire Slayer, and the 
characters show the same abilities and the plot from a TV series (http://www.youtube.com/watch?v=rljbZAoYoLs) .  

Let´s see Cristina´s reflections to the questions asked by the teacher:  

What author´s rights does the author of this video have?  
I don’t think he has any rights because the images were not created by him.  

What rights do the creators of the videogame and the TV series have?  
They should have to have at least most of the rights because they are the creators of the series and the videogame. 

AT THE COMPLETETION OF THE EXPERIENCE, INTELLEC-
TUAL PROPERTY WAS NOT JUST ASSOCIATED TO A PRI-
VATE ENVIRONMENT, INSTEAD IT WAS PRESENT IN A 
SOCIAL, CULTURAL AND LEGAL DIMENSION AS WELL 
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We see that, there is even a contradiction in her responses and she finds it difficult to get to the bottom of the issue, i.e. she 
does not seem to ask herself to what extent creations imply, in most of the cases, a starting point, a base, in another creation. 
Let’s see what happens during a later session  

Summary of the proposed exercise (21st of April 2008)  
In an Audiovisual Communication Class we showed a video of a comic, its making process, production, characters that take part from 
the conception of the idea until its publication ….  

You have made several works yourself throughout the course (presentation, web pages, audio clips, etc)  

Do you think any of them can be subject to intellectual property? Give reasons for your answer.  

Yes, because even though information has been taken from different sources ( and they too, therefore, have rights over that work) 
the creative work has been personal.  

In Cristina´s brief reflection, almost halfway through the workshop, we see a complex way of thinking: a) On the one hand, 
she dominates and uses the concept of “source”, with which she seems to refer to the fact that a creation is not born in a vac-
uum; b) she is able to differentiate the role held by the different creators in the creation when they base their new work in that 
of others or are inspired by one another successively to create.  

Intellectual property and daily life  

To understand how Cristina came to increasingly more complex understanding processes and was, even, capable of generaliz-
ing what she had learned in her personal daily life, we will have to stop at the last example from the questions students an-
swered at the beginning and end of the workshop.  
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Do you think author´s rights or IP affect your daily life at all?  
I don’t think they affect my daily life at all but the daily lives of those who work in the music and TV world are definitely affected, be-
cause they live DIRECTLY off it and they must be informed of the existing creations and the author´s rights to create new things. 
(Questionnaire 1. 25 03  2008)  

Yes, I use a lot of things in my daily life that have intellectual property because they are personal creations from authors.  In all those 
products the author has the rights, and intellectual property protects him (Questionnaire 2. 19 05 2008)  

This student’s reflections clearly show the conceptual change that took place throughout the workshop.  While at the beginning 
she thought it was something that only affected authors, at the end she understood that it is something that exists in her daily 
life as a user. This change of perspective definitely reveals a more complex process in the understanding of the concept.  

FOR THE FIRST FEW DAYS INTELLECTUAL PROPERTY 
WAS SOMETHING ALIEN TO THEIR EVERYDAY LIFE, AT 
THE END OF THE WORKSHOP THEY HAD LEARNED THAT 
IT CAN BE PRESENT IN THE DECISIONS WE TAKE EVERY 
DAY. 
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6. PERSPECTIVES FOR THE FUTURE 

Perspectives for the future 
Through this report we have shown the scope of the project.  Together, students and teachers from various educational levels 
have learned to create, contemplate and use other people’s works in a responsible way.  Its implementation has opened new 
perspectives that will contribute to its enrichment and widen the results of the project.  Its scope has been organized around 
three axes: Educational, social-institutional and academic-scientific. 

Educational projection  

Education has been the main focus.  We believe results have clearly demonstrated that the educational environment is one of 
the most important to approach this issue, due to the conceptual changes that have taken place in students. We point out a 
few actions that may expand and widen this proposal.  

• Consolidation of a website where teachers and students may find contents, activities and resources to understand 
intellectual property and related it to their daily. This task will require further permanent support for teachers from the 
website itself, maintaining a collaboration with them and providing a structure to allow an efficient participation in which 
practice and theoretical reflection can coexist.  

• The design of a training plan for teachers in the use of the contents and methodologies assessed in this project.  
This training will offer the necessary tools to introduce the issue in the classrooms.  

• The search for connections between intellectual property contents and the official curriculum.  

TO EDUCATE IN A CIVIC COMMITMENT BY BUILDING A 
PARTICIPATORY CULTURE IS ONE OF THE CHAL-
LENGES FACED BY OUR CURRENT SOCIETY  
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• Other possibilities to introduce this issue in the classroom may be explored.  For example, contents developed 
may be associated to specific course topics such as “Education for citizenship” or “Knowledge of the environment”. The 
cross-sectional presence of this issue can also be sought within the curricular frame.  For example, exploring intellectual 
property contents in classroom creations or in any real life or digital situation in which students take part.  

• To encourage a more fluent communication among schools and creators. As we have seen in the implementation 
of this project, it is important for students to know and value the creative process with the author’s help.  In addition to 
encouraging schools to open their premises to local creators, a website can be designed with the aim of establishing a 
channel of communication with creators that are further away. 

• We think the contents developed for this project are intimately related to education regarding the media, which 
should be a priority objective in the education of citizens and a civic engagement.  

Social projection  
The success of a project such as this one, whose aim of to contribute to the education of responsible and competent citi-
zens. Companies and institutions involved in creating can have an important role in this process.  

• To establish a collaboration among social institutions and management entities with schools through campaigns 
that bring the creative process closer to teenagers in all its aspects.  

• To open the doors of schools to financial and cultural management entities, so that students can also come closer to 
the creative process form these perspectives  

COMPANIES AND INSTITUTIONS INVOLVED IN THE 
CREATIVE PROCESS MAY CONTRIBUTE TO THE CREA-
TION OF A SOCIAL AWARENESS THAT RESPECTS 
CREATORS´ INTELLECTUAL PROPOERTY AND USERS´ 
RIGHTS  
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• To expand the participation in projects such as this one to entities or institutions related with different types of crea-
tions (architecture, design, crafts). This will contribute to widening the idea of creation in teenagers and to associate 
intellectual property with experiences that are not part of their daily life.  

Academic and scientific projection.  

To accept, as researchers, the management and advising of this project has been a challenge from which we have derived new 
paths to follow.  

• To analyze the cognitive and emotional processes that explain the understanding of intellectual property in children 
and teenagers. Only by understanding them will we be able to carry out an appropriate intervention  

• To investigate and analyze new didactical strategies that would bring intellectual property closer to children, in a 
meaningful way to which they can relate. This project has demonstrated how research is the most appropriate way to 
encourage a cognitive change and  an attitude of respect for one’s own creations and the creations of others.  

• In order to continue what we have already started with this project, to encourage a collaboration among universi-
ties, companies and other social entities. A joint effort will have an impact in the training of critical and responsible 
citizens.  

THE CONCEPT OF INTELLETUAL PROPERTY OPENS UP 
A RESEARCH FIELD RELATED TO THE DEVELOPMENT 
OF NEW IDEAS AND PRACTICES IN CITIZENS THAT 
ARE NECCESARY TO MANAGE ONESELF IN TODAY´S 
SOCIETY  
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Technical specifications  

We now list the different types of data that have been collected throughout the project.  They have been analyzed with software programs NVivo 8, AtlasTi  
5.1 and Photoshop Elements.  

4th year of Primary Education 

Classroom sessions  

Date No. of Sessions No. of Videos No. of Photos No. of Summaries No. of Blogs Other Material Total

March 1 2 0  0 34 37 

April 3 4 217  0 54 278 

June 1 1  0 0 0 2 

Total 5 7 217 0 0 88 317 

 

4th year of E.S.O. (Mandatory Secondary Education) “Young European Company”  

Questionnaires  

No. students: 16. Date Questionnaire 1: 31st March / Date Questionnaire 2: 5th  Mayo  

Classroom sessions  

Date 
No. of Sessions No. of Videos No. of Photos No. of Summaries No. of Blogs Other Material Total

March 2 0 0 1 1 1 5 

April 1 3 11 2 1 0 18 

May 1 0 0 0 0 16 17 

June 1 1 4 0 1 0 7 

Total 5 4 15 3 3 17 47 
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Bachillerato 1: “Audiovisual Communication and Multimedia”  

Questionnaires  

No. students: 17. Date Questionnaire 1: 25th March  

Classroom sessions  

Bachillerato 2: Course: “Audiovisual Communication and Multimedia”  

Questionnaires  

 No. students: 17. Date Questionnaire 1: 25th March / Date Questionnaire 2: 19th May  

Classroom sessions  

Date 
No. of Sessions No. of Videos No. of Photos No. of Summaries No. of Blogs Other Material Total

March 4 1 13 4 1 60 83 

April 10 3 38 10 20 31 112 

May 1 0 4 1 2 14 22 

June 2 4 48 2 0 0 56 

Total 17 8 103 17 23 105 273 

 

Date 
No. of Sessions No. of Videos No. of Photos No. of Summaries No. of Blogs Other Material Total

March 3   4 1 13  

April 15   13 6 29  

May 1   1 19 0  

June 1   0 0 0  

Total 20   18 26 42  
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Appendices  

The concept of intellectual property: Dimensions of the analysis 
The analysis of data is organized in four different core divisions, each of which includes, in turn several sub-divisions, as seen in the table:  

 

 

 

 

 

 

 

We will now define the divisions and subdivisions used for the coding and analysis, followed by an example that explains each one:  

Information and content  

This core division includes references to the contents of the creative act, related to information or to knowledge processes  

Lack of information  
Awareness that one does not have an appropriate response and that it would be necessary to have more information to answer: ‘What does 
intellectual property mean for you? It means nothing to me because I have never heard of it’  

Dimensions 1. Information and content 

 

2. Legality 3. Personal, social and 
cultural context 

4. Authorship 

Sub-  

Dimensions 

Lack of information Legal frame Protection Invention and innovation 

 Capability of knowledge Financial benefit Possession Collaboration 

 Other errors Rights and obligations Context Space-Time Plagiarism / Copy 

 Reference to knowledge Author´s rights Culture User 

 Audiovisual technology License Artistic Expression Creation 

 Web Special licenses: Creative Finality Author 

 Immaterial dimension   Society   

     Respect   
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Capability of knowledge 
Capability of knowing; it can be confused, for example, with intelligence or with other knowledge processes. ‘It is something that allows us to 
acquire knowledge that we can use in the future’.  

Other errors 
Errors due to the lack of information but which are expressed by accepting them as an appropriate answer or opinion. ‘Do you think author´s 
rights or intellectual property affect your daily life at all? Yes because we all pay a tax that they charge additionally when we buy articles that 
we may get for free by other means, like for example when we buy a record, clothes, etc.… we can always get in from the web fo  free or at a 
very low price’.  

Reference to knowledge 
Cognitive contents. References to the result of the knowing process. ‘‘What does intellectual property mean for you? The knowledge of each 
person or group of people’  

Audiovisual technology 
Reference to communication means or instruments that use codes or audiovisual tools. ‘Do you think it has something to do with the course on 
audiovisual communication? Yes, because I think intellectual property in some way and without knowing too much about the issue is related to 
the film industry and technology (computers...)  

Web  
Explicit references to digital networks. ‘Of the materials used or created during the course “Audiovisual Communication and Multimedia”, do you 
think any of them can be subject to intellectual property? Yes, for example the creation of web pages, because I think it is something that can 
be quite useful for the future.  

Immaterial dimension 
References to immaterial property. For example: ´What does intellectual property mean for you? The ownership of things that you have in your 
brain’.  

Legality  

This core division includes references to the relationship, direct or indirect, between intellectual property and the law. It implies an awareness of 
the existence of certain rules that regulate intellectual property and, in addition, they have a social impact.  
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 Legal frame 
They refer quite often to the frame from which an obligation is derived in relation to intellectual property. ´Do you think author´s rights or intel-
lectual property affect your daily life at all? Yes, since you can’t plagiarize films or books thanks to intellectual property, if it didn’t exist anyone 
could copy and claim other people’s merits as their own´.  

Financial benefit 
They refer to the financial advantages implied by the fact that a creation is socially recognized. ´What does intellectual property mean for you? 
I think it is a right held by creators to enjoy the benefits that derive from their ideas’. Rights and obligations  

Rights and obligations 
They derive from the law or they can also lean on a moral obligation. ‘Being creators and, at the same time, users of cultural products”  

Author´s rights 
There is an explicit reference to this term and to the concept behind it within the frame of intellectual property. ´What does intellectual property 
mean for you? It’s similar to author´s rights or at least I think so. Whatever each one creates is the creator´s property, because it was created 
and thought by that person’.  

License  
There is an explicit reference to this term and it is related to a specific way of broadcasting a creation within a legal framework. ‘If we have 
used materials that were already created, what do I have to do before publishing? Where can I go to ask for permission? To look for a license 
agreement for its use and enjoyment.  I will have to go to the author of the original work´.  

Special licenses: Creative Commons  
There is a direct reference to this concept, literally used by students within the frame of a creation that can be used with certain freedom. ‘Do 
you think author´s rights or intellectual property affect your daily life at all? Although I don’t usually listen to protected music, author´s rights 
are a great obstacle for, for example, whomever wants to do only a little retouching fotoFigure, or a re-mix of an mp3, without any commercial 
purpose. This is why I’d rather support other licenses such as creative commons, instead of the widely known copyright, through which you can 
decide the limitations of use of  your creations´.  

Personal, social and cultural context  

It refers to the context that surrounds a creation that can be subject to intellectual property. This context can be analyzed from different points 
of view that focus not just on the creator or user but also on the social-cultural frame that surrounds them.  
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 Protection  
Act of safekeeping the creator´s rights with respect to his works. ‘What does “Intellectual property” mean for you? The protection of your rights 
with respect to your works’.  

Posession  
They explicitly refer to the fact that the creator has a specific right over his work.  They stress the term “property”. What does intellectual prop-
erty mean for you? A right held by each person, for example if someone composes a song for him or her to take part of the credit if he or she 
transfers the rights, or for nobody else to be able to use it without his or her consent’.  

Context Space-Time  
It may refer to the content of a creation or to the situation in which the creator is immersed. ‘What is a cultural creation for you? For me a cul-
tural creation is an innovation that has to do with the world around us and in which we live.  Its purpose is to enterntain and educate.  

Culture  
There are explicit references to this term, depending on the context in which it is brought up, it has different meanings. ´What is a cultural 
creation for you? A cultural creation for me is to make a creation of a social nature, something that has to do with the culture in the area where 
one is from.  

Artistic Expression  
There is a certain identification between culture and art, for example, excluding scientific productions from culture. ‘What is a cultural creation 
for you? It is an artistic expression either in photography, film, painting, music, etc.’.  

Finality  
There is an explicit reference to the usefulness of the work created or the fact that it could be set within the context of intellectual property. 
‘What does “Intellectual property” mean for you? It is a law that is enforced so that music, documents, etc are not plagiarized.´  

Society 
The creation subject to intellectual property is set in a social context. What is a cultural creation for you? Something new within the cultural 
world and the different environments related to it and which can be useful for people and enrich their knowledge’.  

Respect  
Consideration for the rights and obligations of the creator. ‘Do you think it has something to do with the course on Audiovisual Communication? 
If yes, give reasons for your answer. Probbaly, the relation between IP and the course on “Audiovisual Communication” is that, just like we are 
taught to create receiving some technical guidelines, we are taught to have respect for other people´s works’.  
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 Authorship  

This core division explicitly references the person who creates or produces something.  Closely following the official definition as determined by 
the Royal Academy of Linguistics, it refers to the person who has created a scientific, literary or artistic work.  

Invention and innovation 
Creation and modification of a product, and its introduction into the market. ´What is a cultural creation for you? For me a cultural creation is 
the construction or reconstruction of an ancient object, a way of thinking and the tradition of a population that is alive or wants to recuperate its 
tradition.  It can also refer to all the art that innovates, meaning, that changes, whether radically or only partially´.  

Collaboration  

To work with another person or other people in the creation of a work. ‘But I do not agree with the fact that, despite the work implied in the 
making of a CD, the merit only goes to the singer, and I think we should see beyond, and for other people besides the singer to be seen as 
creators as well.´  

Plagiarism / Copy 
To copy other people´s works in their essence, presenting them as one´s own. ‘Do you think author´s rights or intellectual property affect your 
daily life at all? Yes, since you can´t plagiarize books or films thanks to intellectual property, if it didn’t exist anyone could copy and claim other 
people’s merits as their own’.  

User 
Someone who uses something regularly. ‘What does “Intellectual property” mean for you?‘ It means when an individual creates something that 
is his own, (book, song, novel… )that cannot be plagiarized, and if someone does and obtains a benefit, part of it should be given to te creator’.  

Creation  
To produce something new. ‘Do you think author´s rights or intellectual property affect your daily life at all? I don’t think they affect my daily life at 
all but the daily lives of those who work in the music and TV world are definitely affected, because they live DIRECTLY off it and they must be informed of the 
existing creations and the author´s rights to create new things.  

Author  
Person that has produced a scientific, literary or artistic work.  A specific reference is made to the person that creates or produces something. 
‘What does “Intellectual property” mean for you? ‘It means that when a person has a creation that is totally his own, nobody can copy or plagia-
rize it since it would jeopardize the rights the author has over the work’.  
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