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COURSE:  

Computer Applications 2
UNIT 1: 

Information Research 
[image: image9.jpg]



Annotation: 
In this unit, students will use technology to access, review, evaluate, and select information from multiple resources to report on pertinent laws and trends related to increased computer use in society. In particular, students will explore Electronic Users’ Bill of Rights, copyright and patent laws, licensing agreements, and emerging trends.

Grade(s):  

	X
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
6 hours

Author: 
Christy Norris

Students with Disabilities:

For students with disabilities, the instructor should refer to the student's IEP to be sure that the accommodations specified are being provided. Instructors should also familiarize themselves with the provisions of Behavior Intervention Plans that may be part of a student's IEP. Frequent consultation with a student's special education instructor will be beneficial in providing appropriate differentiation.
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GPS Focus Standards: 
BCS-CA2-7
Students will use technology to access, review, evaluate, and select information from multiple resources for reporting purposes 
a)
Explain key principles in the Electronic Users’ Bill of Rights, e.g. safety, security, ownership, and privacy. 

b)
Identify copyright and patent laws pertaining to scanned images and documents, electronic clip art, scanned photography, trademarks, and information downloaded from the Internet. 

c)
Identify licensing agreements associated with word processing and desktop publishing software. 

d)
Predict and assess emerging trends in computers, communication, and business. 

GPS Academic Standards:
ELA11W2
The student demonstrates competence in a variety of genres. 
ELA11W3
The student uses research and technology to support writing.
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Enduring Understandings: 
•
Students will understand that electronic users have fundamental rights that empower them and responsibilities that must guide them.

•
Students will understand that copyright and patent laws are necessary to promote the creation of new products and the promotion of new ideas by granting rights to the original creator.
•
Students will understand that there are various types of software license agreements and that it is important to know which type of agreement is held for a particular software.

•
Students will understand why keeping abreast of current and emerging trends in computers, communication, and business is important.

Essential Questions: 
•
Why do we need, and what are the key principles of, the Electronic Users’ Bill of Rights?

•
What is the difference between a copyright, a trademark, and a patent?

•
Why do we need copyrights and patents?

•
What are some U.S. laws pertaining to scanned images and documents, electronic clip art, scanned photography, trademarks, and information downloaded from the Internet?

•
What are the types and key elements of software licensing agreements?

•
What are some emerging trends in computers, communication, and business?
Knowledge from this Unit:  
Students will be able to:

•
Describe the need for and key principles of the Electronic Users’ Bill of Rights.
•
Differentiate between a copyright, a trademark, and a patent.

•
Describe specific copyright and patent laws pertaining to electronically obtained information.

•
Identify types and describe key elements of software licensing agreements.
•
Predict and assess emerging trends in computers, communication, and business.
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Assessment Method Type: 
	
	Pre-test

	X
	Objective assessment - multiple-choice, true- false, etc.

	
	_x_ Quizzes/Tests

__ Unit test

	
	Group project

	X
	Individual project

	
	Self-assessment - May include practice quizzes, games, simulations, checklists, etc.

	
	__ Self-check rubrics   

__ Self-check during writing/planning process

__ Journal reflections on concepts, personal experiences and impact on one’s life

__ Reflect on evaluations of work from teachers, business partners, and competition judges

__ Academic prompts

__ Practice quizzes/tests

	X
	Subjective assessment/Informal observations

	
	__ Essay tests

__ Observe students working with partners

__ Observe students role playing

	
	Peer-assessment  

	
	__ Peer editing & commentary of products/projects/presentations using rubrics

__ Peer editing and/or critiquing

	X
	Dialogue and Discussion

	
	__ Student/teacher conferences

_X_ Partner and small group discussions

_X_ Whole group discussions

__ Interaction with/feedback from community members/speakers and business partners

	X
	Constructed Responses

	
	__ Chart good reading/writing/listening/speaking habits

__ Application of skills to real-life situations/scenarios

	
	Post-test


Assessment Attachments and /or Directions: 
· Electronic Users’ Bill of Rights Flyer Activity Grading Rubric

· Software Licensing Terminology Quiz
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•
LESSON 1:  ELECTRONIC USERS’ BILL OF RIGHTS

1.
Identify the standards. Standards should be posted in the classroom.

BCS-CA2-7
Students will use technology to access, review, evaluate, and select information from multiple resources for reporting purposes 
a)
Explain key principles in the Electronic Users’ Bill of Rights, e.g. safety, security, ownership, and privacy. 

2.
Review Essential Question. Post Essential Question in the classroom. 


EQ:  Why do we need, and what are the key principles of, the Electronic Users’ Bill of Rights?
3.
Interest approach – Mental set


Ask students to think about the Bill of Rights (the first ten amendments to the U.S. Constitution); ask for volunteers to name some of the rights.  Discuss the purpose of the amendments. Explain to students that having individual rights automatically creates individual responsibilities. Discuss the fact that privacy is not specifically listed as a right, but that it is considered a peripheral right. Though it is not in the constitution, privacy is protected by congressional acts.

4.
Ask students to think about the increase in the use of technology over the past 20 years. Ask students to name some of the rights and responsibilities they think technology users should possess. Discuss the need for a bill of rights that relates specifically to electronic use (for personal background knowledge, you may want to research Al Gore’s address on the need for an electronic bill of rights).

5.
Tell students to access the following website:

 http://courses.cs.vt.edu/cs3604/lib/WorldCodes/Bill_of_Rights.html

Read aloud the Preamble of the proposed Electronic Users’ Bill of Rights, and explain to students what it means. Briefly review the four Articles with students. Be sure to tell students that the proposal is not law, but it is a good representation of the rights people want, and responsibilities we all should assume when dealing with electronically obtained data.

6.
Give students the handout entitled “Electronic Users’ Bill of Rights Flyer Activity,” and review the assignment with them. Grade the flyers using the rubric provided.
•
LESSON 2:  COPYRIGHT AND PATENT LAWS

1.
Identify the standards. Standards should be posted in the classroom.


BCS-CA2-7
Students will use technology to access, review, evaluate, and select information from multiple resources for reporting purposes
b)
Identify copyright and patent laws pertaining to scanned images and documents, electronic clip art, scanned photography, trademarks, and information downloaded from the Internet. 
2.
Review Essential Questions. Post Essential Questions in the classroom. 


EQ:  What is the difference between a copyright, a trademark, and a patent, and why do we need each?

EQ:  What are some U.S. laws pertaining to scanned images and documents, electronic clip art, scanned photography, trademarks, and information downloaded from the Internet?

3. 
Introduce Vocabulary

	Attribution
	Copyright
	Intellectual property

	Patent
	Trademark
	


4.
Interest approach – Mental set


After reading each of the following scenarios, ask students how they would feel:  

“Suppose you spent hours and hours doing research, composing, and typing a term paper for your English class.  While you were away from your computer, someone who didn’t spend any time doing anything related to a term paper saved your file on a flash drive, went to another computer, changed the name, printed it, and turned it in as though it were his/her work.”


“Suppose you had created and perfected an object we’ll call a “widget.”  Your “widget” was a huge hit, and everybody wanted one. For a short while, you enjoyed money and success, but soon someone copied your design, mass produced it, gave it a new name, and sold it for less than yours.  Consumers decided to buy the less expensive widget, and you no longer made a lot of money.”

5.
Discuss stealing and how easy it is for most people to agree that stealing a material object – like money or a cell phone – is wrong and should result in punishment.  It is more difficult, however, for people to realize and/or understand that stealing an idea is really the same as stealing an object.  

(NOTE:  The lesson plans for CTAE Foundation Skill #9 deal with ethics. Because stealing is an ethical issue, you may want to incorporate all or part of the lessons for CTAE-FS-9.1 and CTAE-FS-9.8 here.)

6.
Lead a question-answer-discussion session about copyright issues. Start by accessing the following website:  http://www.cyberbee.com/cb_copyright.swf   and project it so students can see. Follow the on-screen directions, but ask your students to try to answer the questions before you click and read the correct answers. Consider giving rewards for ‘good tries’ and correct answers.

7.
Ask students to think about patents, pair with another, and share any prior knowledge they may have concerning patents. Call on two or three students to share any patent knowledge with the whole class. Lead a discussion about patents and how they are different from copyrights and trademarks.  See the following website for info:  www.lawmart.com/searches/difference.htm

(NOTE:  CTAE-FS-11.13 deals with legal requirements of business. One of the activities included with the lesson involves absurd patents. Consider using it here.)
8.
Have students construct a table that compares/contrasts copyrights, trademarks, and patents. 
9.
Tell students to use the Internet to find at least two specific laws pertaining to the copyright/patent of electronically obtained information. Have students create a visual (flyer, foldable, poster, PowerPoint, etc.) outlining the title and key points of each law. The following websites may be helpful:  
   

http://www.benedict.com/
http://www.bitlaw.com/copyright/
www.patentlawportal.com/
•
LESSON 3:  SOFTWARE LICENSING AGREEMENTS

1.
Identify the standards. Standards should be posted in the classroom.


BCS-CA2-7
Students will use technology to access, review, evaluate, and select information from multiple resources for reporting purposes




c)  Identify licensing agreements associated with word processing and desktop publishing software.
2.
Review Essential Question. Post Essential Question in the classroom. 


EQ:  What are the key elements of software licensing agreements?
3. 
Introduce Vocabulary

	copyright
	copyleft
	software license agreement
	source code

	click-wrap license
	freeware
	free software license
	public domain

	first sale doctrine
	shareware
	open source license
	proprietary software

	contract of adhesion
	EULA 
	shrink-wrap license
	GNU public license


Give students the handout entitled “Software Licensing Terminology.” Review the handout with students.  Assign vocabulary puzzles if desired.  Give vocabulary quiz when appropriate.
4. 
Share with students any software license agreements you may have received personally or in the business department.  The media or technology specialist may be able to provide additional agreements.  Talk to the students about single, multiple, and site licenses.  If you are not familiar with the licenses granted to or purchased by your school/system, consider asking the technology specialist (or person in charge of obtaining software for the school and/or system) to come talk to students. 

5.
Have students create a visual (slide-show, brochure, booklet, etc.) about the various types of software licenses. Tell them to include an example of each type. The following websites contain a wealth of information regarding software licensing:


http://en.wikipedia.org/wiki/Software_license

http://en.wikipedia.org/wiki/Software_license_agreement

http://www.gnu.org/licenses/license-list.html

http://msdnaa.oit.umass.edu/Neula.asp  (this one is actually an example of a license)

•
LESSON 4:  EMERGING TRENDS IN COMPUTERS, COMMUNICATION, AND BUSINESS

1.
Identify the standards. Standards should be posted in the classroom.


BCS-CA2-7
Students will use technology to access, review, evaluate, and select information from multiple resources for reporting purposes
d)
Predict and assess emerging trends in computers, communication, and business. 

2.
Review Essential Question. Post Essential Question in the classroom. 


EQ:  What are some emerging trends in computers, communication, and business?

3.
Interest approach – Mental set


Because Computer Applications I is a prerequisite for Computer Applications II, students should have already completed a lesson in which they learned about and researched emerging trends in the computer industry.  Introduce the lesson by ‘revisiting’ the information from that lesson (see Computer Applications I, Unit 11- Information Research, Lesson 3).

4.
Lead a discussion about emerging trends in computers, communication, and business.  Consider asking students to bring in or find articles describing -- or ads depicting -- trends. Allow students to share findings with the class. (To find articles about future trends, tell students to complete an Internet search on their own or guide students to the “future trends” tab at http://www.globalfuturist.com/ 
•
ATTACHMENTS FOR LESSON PLANS


· Electronic Users’ Bill of Rights Flyer Activity

· Electronic Users’ Bill of Rights Flyer Activity Grading Rubric

· Software Licensing Terminology

· Software Licensing Terminology Puzzles

· Software Licensing Terminology Quiz
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Web Resources:
•
http://courses.cs.vt.edu/cs3604/lib/WorldCodes/Bill_of_Rights.html
•
http://www.cyberbee.com/cb_copyright.swf
•
www.lawmart.com/searches/difference.htm
•
http://www.benedict.com/
•

http://www.bitlaw.com/copyright/
•

www.patentlawportal.com/

•

http://en.wikipedia.org/wiki/Software_license

•

http://en.wikipedia.org/wiki/Software_license_agreement

•

http://www.gnu.org/licenses/license-list.html

•

http://msdnaa.oit.umass.edu/Neula.asp

•

http://www.globalfuturist.com/
Materials & Equipment: 
•
Computer with Internet access

•
Printer and paper

•
Poster board, construction paper, stencils, markers, glue, etc.

•
Presentation software (optional)

21st Century Technology Used: 
	X
	Slide Show Software
	
	Graphing Software
	
	Audio File(s)

	
	Interactive Whiteboard
	
	Calculator
	
	Graphic Organizer

	
	Student Response System
	x
	Desktop Publishing 
	
	Image File(s)

	
	Web Design Software
	
	Blog
	
	Video

	
	Animation Software
	
	Wiki
	
	Electronic Game or Puzzle Maker

	
	Email
	x
	Website
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