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COPYRIGHT PROTECTION FOR SPORTS AND ROBOTICS MOVES:
NEW CHALLENGES

The purpose of this article is to identify issues of copyright protection for sports and robotics moves that requires an
in-depth research and a definition of its specifics. The article justifies the need to study relevant issues such as pantomime
and parody as elements of sports moves, modern sports and sports for people with disabilities, moves of emerging robots
in terms of copyright, and stakeholders’ awareness and willingness to commercialize copyright in the areas.
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Introduction. The celebration of intellectual
property (IP) day on April 26th, 2019 was held under the
slogan “Reach for Gold” with the goal of “to take a
closer look inside the world of sports”. WIPO
emphasizes the value of patents, designs, trademarks,
and copyright in the world of sport business. During the
celebration, the copyright was only covered as a matter
of broadcasting sports events. However, copyright in
sports is not only broadcasting. Spectators pay to watch
sports events not only to find out which of the athletes
will be faster, stronger or higher. Today, in conditions of
high competition in the sport business, the entourage of
such events is a decisive factor. The functionality of
sport cannot exist without its expression; and the more
creative the expression, the more spectators will watch
the event tomorrow.

Short moments of a full game such as the copying of
Conor Macgregor’s gait by Brad Marchand (Boston
Bruins) in the NHL 2018/19 season, have more than
120,000 views (highlights of that game have no more
than 40,000 views) on just the official League web page
on YouTube alone. There are many such examples of
high viewership from a small excerpt of a much longer
game. All these aspects are not related to the functionality
of the sport, rather they are the part of the game and
beautiful packaging, for which viewers are willing to pay
money. Could Connor McGregor’s gait be the subject
matter of copyright? It can be considered as a pantomime
(copyright). At the same time, scientists [3; 9; 11; 13]
consider sports moves as choreography (also copyright)
and leave pantomime in the shadows. We see a lack of

attention to pantomime and parody as elements of sports
moves, although these are not the overlapping meanings.

Can gesture creator claim royalties from copyright
use or should it be considered a parody (royalty-free
usage)? Can Diego Simeone demand royalties from
Cristiano Ronaldo for using his gesture in the Champions
League playoffs 2018/19? Even if there is a creative
component in this gesture, it is unlikely to be copyright,
as it is contrary to public morality. Clearly, these issues
can only be addressed through a holistic approach.

However, sport is not only celebration and attractive
rituals. Athletes find a place for expression within the
rules (slam dunk with cranking, front flip touchdown),
and some sports even stimulate creativity (for example,
rhythmic gymnastics, figure skating, or breakdancing,
that can appear in the 2024 Olympic Games) leaving
room for this in the rules. These facts are well-known
[2], however, scientists have only considered a limited
number of sports. Today, when some competitions are
canceled and others are held without spectators, the issue
of the entertainment aspect of sports events is more
important than ever.

An athlete performs the trained movements, a dancer
performs the scripted movements, and a robot performs
the moves embodied in it by a programmer. We can infer
explicit analogies. It is amenable to our ideas. Copyright
not only serves the creative industries [21]. The issue of
functionality and expression fits perfectly with robotics.
Sports are just as useful a source for robotics as
mechanics. We are already using robots, for example, in
industry and surgery, applying their moves as functional.
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In the film industry, stunt robots are in demand. Now
European legislation in the field of artificial intelligence
needs studies of the processes reified into solid facts and
the theoretical underpinnings [14].

Honda’s Asimo played football and even celebrates
goals. The robot NAO from SoftBank Robotics enter-
tained audiences with its dance [18]. An awesome video
[24] of Boston Dynamics with the expressively dancing
SpotMini has seven million views on the company’s of-
ficial YouTube web page and over 250,000 likes. Are
these moves functional or expressive? Do creators own
copyrights? The creators of the NAO robot have a great
chance of doing so. On the other hand, many SpotMini
moves are results of the unique design of this robot, that
is to say, the expression is difficult to separate from
functionality. Can the choreography or the pantomime or
the parody of a robot-animal (not a humanoid) be con-
sidered as copyright, even if all the moves of the dance
are invented by a programmer? But there is the paucity
of information on the matter.

While using the laws of mechanics or cart-table
models is unlikely to meet the requirement of originality,
European studies [17] revealed that “further research
would also be welcomed to determine whether the cur-
rent application of IP rights sufficiently meets the needs
of the robotic industry”. At the same time, Directive
(EU) 2019/790 (2019) [6] aimed at increasing the growth
of the European digital economy establishes the need for
to achieve a fair balance between the rights and interests
of authors and other rightholders. These issues require
in-depth analysis. In addition to the dance itself, it is
quite obvious that, for example, the non-trivial solution
of the problem of inverse kinematics and motion plan-
ning in the software algorithm of motion is an IP subject
matter.

The purpose of this article is to identify issues of
copyright protection for sports and robotics moves that
requires an in-depth research and a definition of its spe-
cifics.

State-of-the-art. We are aware of studies in which
Abromson (2003), Roessler (2015), and Weber (2000)
argue that sports celebrations refer to copyright [1; 19;
25]. At the same time, as it was mentioned in previous
paragraphs, emphasis is placed on choreography, partly
emphasis is placed on pantomime [7]. We see a lack of
attention to pantomime and parody as elements of sports
moves, although these are not the overlapping meanings.
Moreover, we have not been able to identify scientific
works that clearly formulate the difference in terms cho-
reography, pantomime and parody as IP in the context of
European legislation.

“Copyright law has held a strong influence on the
industry and its development of games” Quagliariello
(2019) noted [15] but “exclusive rights in dance moves
is flawed” [5] in videogames, and copyright for creative

moves of an athlete could be commercialized there. Per-
haps extending the athletes’ copyright would resolve
some scholars’ doubts about the existence of copyright
in creative sports moves. Scientists have only considered
a limited number of sports. In this context, they do not
pay attention to modern sports and sports for people with
disabilities. Most of the questions of the utmost impor-
tance raised are seldom taken into account in European
literature as well as in the Compendium of U.S. Copy-
right Office Practices [4].

In light of the fact that the recently published book
by Anthea Kraut [10] received positive criticism, it
would be necessary to take a look at gender issues in the
context of cultural differences. “Copyright and choreog-
raphy productively illuminate one another and the work-
ings of race and gender in American dance” wrote the
author. Therefore, we see the importance of this issue.
Equally important is the expression of sports for people
with disabilities. We are aware of studies in which re-
searchers created a sign language theatre laboratory, in
which deaf actors combined sign language with gesture
and pantomime [8]. But information is sparse about the
connection of IP and this area. The study of the dichoto-
my of functionality and expression in the implementation
of sports moves of people with disabilities would be
relevant. Additionally, the athletes with disabilities
would receive an understanding of the directions of vest-
ing ownership of copyright and commercializing the
products of their creativity obtained by dint of their hard
work.

Regarding robotics Palmerini et al. (2014) noted that
“the ambition of the European Union to promote innova-
tion in the internal market and foster competitiveness
makes robotics a strategic sector, to which the European
institutions are devoting considerable attention” [17].
Scientists argue over who is the rightful owner of photo-
graphs, musical and artistic works made by artificial
intelligence (AI) [22]. Unfortunately, this problem
eclipses all other issues in the scientific literature. On the
other hand, the movement is one of the most useful func-
tions of a robot. In order to share rights between a person
and Al, someone must have these rights first. A question
that needs to be addressed — what kind of IP rights be-
long to the developers of robots-humanoids. To keep
abreast of any developments, studies and existing laws,
there is no need to consider Al as a copyright owner; that
means we agree with the central tenet that, at this junc-
ture, copyright belongs to the human intelligence (to
developer or someone else at work for hire).

There is the paucity of information on movement
copyright in robotics. Unlike the first part, in which it
would be justified the compliance or non-compliance
with the established rules and clarified many aspects, in
the second part it would have to be developed the pre-
requisites, furnished details, and given compelling argu-
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ments. Now, while software provides the ability to qual-
itatively impose the face of an outsider on a moving
object, increase age, and provide other bandwagons,
such results will make it possible to evaluate the amount
of copyright infringement on creative movement, not
only in the field of sports and robotics. It is necessary to
show to what extent moves of robots are expressive and
functional. These accents are also interesting for science.

Copyright protects expression. Therefore, the copy-
rightable subject matter may be a movement and its
creative script. Is it possible to adjust the code without
violating the rights of a developer? Probably, yes, but the
protection of the set of moves will preserve the rights of
a creator. There is a need to find the answer to the ques-
tion, whether the written scenario of a sports game (set
of moves) and the game per se is the subject matter of
copyright in conjunction with the answer to the question
whether the program code and the activities of a robot
are the subject matter of copyright.

Discussion. Movement is a permanent component
of evolution. In addition to a common value, new, ex-
pressive and creative moves should give more advan-
tages to their creators. Copyright is one of these advan-
tages. But today, in many areas of activity, copyright for
movement is still only an abstract opportunity.

Based on the issues discussed, there is a need to
identify copyrightable subject matter in athletes’ and
robots’ moves and justify whether the commercialization
of copyright will be a barrier to competition and/or en-
tertainment or will be a way of improving the well-being
of stakeholders [20; 23]. The main obstacle to obtaining
copyright — the fact that expression in sports and robotics
is seen as secondary to functionality — should be consid-
ered. We see a clear need for raising awareness and in-
teracting among creators, innovators, other potential
copyright owners, and consumers, and delivering mech-
anisms to increase the competitiveness of SMEs and
individuals. The overall need of a study could be
achieved through the following methods:

—to review current use of copyright law for protect-
ing creative moves in both sport and robotics;

—to do an in-depth investigation of the potential for
such protections in sport;

— to undertake a case study of applying the findings
in robotics.

During the review, it is necessary to determine the
extent of the law coverage creative moves in both sport
and robotics. As a result of in-depth investigation of the
potential for such protections in sport, it is necessary to
assess whether existing legal frameworks and environ-
ment provide the ability to obtain and commercialize the
copyright of sports moves; and identify the level of
stakeholders’ awareness of the issue. Within the case
study, it would be possible to review the current and
promising areas in which a robot’s moves may imply

copyright; and identify the level of commercial attrac-
tiveness of copyright for movements of mass production
robots.

Previously unanswered questions such as the exis-
tence of copyright in modern sports, the applicability of
choreography, pantomime and parody to sports moves,
the expression of athletes with disabilities, and attitudes
of the spectators and participants to such enforcement
should be considered. Gender studies in this area also
needs to be complemented.

With respect to robotics, copyright should be con-
sidered in the context of the robots’ movement and the
importance of its expression. The movement is one of
the most important functions of robots. The expression
of a robot” moves has not previously been in the spot-
light, although this issue is relevant to current trends in
European legislation.

Actions that can be regarded as a copyright infringe-
ment, taking into account the trends of the digital era
should be studied. To achieve the overall aim, the fol-
lowing methods would be appropriate: literature review
and patent search, observations, interviews, and surveys.

On the basis of literature review (general scientific
literature, sports rules, patents, current laws, bills, and
case studies) current use of copyright law for protecting
creative moves in both sport and robotics should be
studied. This stage establishes the foundation for the
remainder of the investigation.

On the next stage, the potential for protecting cre-
ative moves in sports in several directions should be
determined. These directions include answers to the
following questions: Do moves comply with the strict
rules? Is the move a single move or a set of moves? Are
moves aimed to achieve a competitive result? Are moves
the only possible and / or simplest in a particular situa-
tion? Are they peculiar? Do moves comply with the
public morality? This algorithm might be slightly im-
proved. In this way, it is possible to separate melded
functionality (not copyright) and expression (copyright),
determine their balance, basic requirements for obtaining
copyright, and, consequently, the existence of copyright
in the moves.

The degree to which creative moves in sports might
correspond to moves in choreography, pantomime and
parody, where copyright is more common, should be
identified. It is necessary to study the kinematics and
diversity of sports moves through unstructured observa-
tions, and to conduct interviews with sports coaches.
Data on the extent to which bodily expression can be
obtained from the content of training programs, includ-
ing schools. It could provide great educational implica-
tion.

Together with the creators, it would be necessary to
try to register the most expressive sports moves in public
institutions in order to study the registration pitfalls.
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Copyright registration is voluntary but useful in many
aspects. It can constitute a test of the existence of the IP
rights. The registration of documents in the field of copy-
right is a common practice regardless of the field of
human activity [21]. The registration shows the creators
the opportunities in the area.

On the basis of European legislation, it is necessary
to establish whether the copyright on scripted sport ex-
ists. To evaluate the attitude of spectators and partici-
pants to the possible copyright enforcement, developing
a questionnaire and conducting a self-administered sur-
vey with closed-ended questions and open-ended ques-
tions among athletes, coaches, and spectators within
stratified random sampling would be appropriate, where-
in the samples may be formed in groups of regions with
population characterizing similar features of creativeness
and particularity of expression and body language [12].

Under the issue the relationship of copyright and
robotics it is necessary to describe the sequences of
creative moves of robots-humanoids and other robots to
establish similar and different characteristics in the copy-
right projection. On the basis of real-life breakthroughs
in the field of robotics, based on advanced patent search
and study of relevant videos from social media, it would
be important to describe the areas in which the copyright
can exist as well as to describe actions that can be con-
sidered as copyright infringement of the robots’ moves.
Such cases may serve as a basis for future legislative
improvements on the copyright enforcement by the de-
velopers and other copyright holders.

The relevance of robots whose movement can have
elements of expression in the society should be shown.

Such ideas can be implemented through a survey; these
results would reflect the level of commercial attractive-
ness of copyright for movements of mass production
robots. According to well-known research [16], robots
are characterized by different novelty, imminence, social
pervasiveness and utility. In a self-administered survey,
it should be suggested evaluating the significance of the
expressiveness of movements of only those robots,
movements of which are intrinsic to a design (for ex-
ample, some of social, educational, care, companion, and
sex robots). For the reflection of core preferences, strat-
ified random sampling would be applied.

Conclusion. Solutions to the questions posed will
be pioneering in the consideration of the potential for
creative moves in performing arts, sports and robotics to
be copyrighted. The originality which would enable the
solutions to go beyond the state of the art includes the
following aspects:

— Attention to pantomime and parody as elements of
sports moves;

— Analysis of modern sports and sports for people
with disabilities;

— Consideration of the moves of emerging robots in
terms of copyright;

— Determination of stakeholders’ awareness and
willingness to commercialize copyright in the relevant
areas.

Design of such a study will touch on important so-
cial issues such as morality, freedom of expression, and
well-being. The particular value lies in the fact that the
solutions cover a wide variety of areas: sports, business,
entertainment, law, and innovation.
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IMATKOB TAHUNJI

KaHJUJaT HayK, IOLIEHT, CTapIlINi HAYYHbIH COTPYIHUK
Hayuno-mccienoBarenbckoro MHCTUTYTa MIPABOBOTO 00eCIeueHUs] HHHOBAIIMOHHOTO Pa3BUTHUS
HanunonanbHo# akajgeMuu MpaBOBBIX HAYK YKpauHbl, XapbKoB, YKpauHa

3AIINTA ABTOPCKHUX ITPAB HA IBUKEHUSA B CIIOPTE U POBOTOTEXHHUKE:
HOBBIE BbI3OBbI

Ienms naHHOI CTaThU — BEISIBUTH BOITPOCHI 3AIIUTHI aBTOPCKHX MPAB HAa CIIOPTHBHBIC U POOOTOTEXHUYCCKHE JIBIKCHUS,
TpeOYIOIIHEe TOMOTHUTENFHBIX HCCIICIOBAHUI, M OIPE/ICIICHUE €T0 CICNU(UKA. B cTaThe 000CHOBBIBAETCS HEOOXOTUMOCTh
W3YYEHUsI aKTyaTbHBIX BOIPOCOB, TAKAX KaK TTAHTOMHUMA M TIAPOIUS KaK AJIEMEHTOB CIIOPTUBHBIX JIBIDKCHUH, COBPEMCHHBIE
BUJIBI CIIOPTA | CIIOPT LIS JIFOJICH ¢ OTPaHIMYCHHBIMI BOSMOXKHOCTSIMH, JIBUYKEHHST HOBBIX POOOTOB B KOHTEKCTE aBTOPCKOTO
MpaBa, a TaAKKe OCBEIOMJICHHOCTh U TOTOBHOCTh 3aWHTEPECOBAHHBIX CTOPOH KOMMEPIIHATH3UPOBATH aBTOPCKOE MPABO
B 9THUX 00JIACTAX.

KiroueBbie ciioBa: criopT, pOOOTOTEXHHUKA, TBIKECHUS, aBTOPCKOE TPABO, BBIPAXKCHHUE.

IIIMATKOB JAHILJI ITOPOBUY

KaHAWJAT HayK, TOLEHT, CTapIInii HAyKOBUH CIIBpOOITHUK
HayxoBo-10CJIiTHOTO IHCTUTYTY IIPABOBOTO 3a0€3MeUeHHs IHHOBAI[IHHOTO PO3BUTKY
HarionanpsHOi akageMii mpaBoBUX HayK YKpaiHu, XapkiB, YKpaiHa

3AXHUCT ABTOPCBKUX ITPAB HA PYXH YV CIIOPTI TA POBOTOTEXHIIII: HOBI BUKJIMKH

IMocranoBka npo6Jemu. CBATKyBaHHS JTHS iHTeNeKTyaiabHOT BiacHocTi (IB) 26 kBiTHS 2019 poky npoXoamiIo mij
racyioM «JlocsirTi 30510Ta» 3 METOI0 «ONM>KYe 3arIsTHyTH y CBIT ciopTy». BOIB miakpecittoe 3HaueHHs TaTeHTIB, AN3aliHIB,
TOProBeIbHUX MapOK Ta aBTOPCHKHX MPaB Y CBITI CIIOPTHBHOIO Oi3HeCy. AJie aBTOPCHKI IIpaBa BUCBITIIOBAIUCH JIUILIE Y
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KOHTEKCTI TpaHCIALIl cnopTUBHUX moAiid. OfHAK aBTOPCHKI MpaBa y CHOPTI — 1€ HE JIMIIe KaHau iH(opMaliiHOTro
MoBJieHHs. CbOro/iHiI, B yMOBaX BUCOKOI KOHKYPEHIIiT Y CIIOPTUBHOMY Oi3HECi, aHTypaXk TaKMX 3aXOJiB € BUPIIIaJIbHUM
(dakTopoM.

Orasin girepaTypu. My KOHCTaTyeMO BiJICYTHICTh YBard 10 HAaHTOMIMHU Ta Mapoii K eJIEMEHTIB CIIOPTUBHUX XO/IIB,
X04a Il TEpMiHH He MEePEeKPHUBAIOTh 3MICT Xopeorpadii, icCHyBaHHS SKOi y CIIOPTI aHAI3YEThCS y4eHHMU. binbiue Toro,
HE BUSIBJICHO HAayKOBUX Ipallb, SIKI YiTKO PO3AUISAIOTH TEPMIHH «Xopeorpadis», «rmaHToMimMa» Ta «mapofis» sk IB B
KOHTEKCTI €BPONEHCHKOTO 3aKOHOIABCTBA. MOKITMBO, PO3LIMPEHHS aBTOPCHKHUX MPAB CIIOPTCMEHIB J03BOJIMTH BUPIIIUTH
CYMHIBH JISSIKUX HAYKOBIIIB II[0JI0 ICHYBaHHS aBTOPCHKHX IPaB y TBOPYHX CIIOPTHBHUX pyXax. YUeHi y 3a3HaUCHOMY
KOHTCKCTI pO3TJIAAaiu JIUIIEe OOMEXKEHY KUTbKICTh BUIIB CIIOPTY Ta MPAKTUYHO HE aHANI3yBaIM CHOPT IS JIFOJCH 3
00MEXEHUMH MOXKIIHBOCTSIMH.

ChOro/iHi, KOJH JesiKi 3MaraHHsl CKaCOBYIOThCSI, a 1HIII IPOBOASATHCS O€3 IIIJauiB, MUTAHHS PO3BAKAITLHOTO aCIIEKTY
CHOPTHBHUX 3aXO0JIiB € SIK HIKOJIM Ba)KIJIBHM.

3apa3 eBporieiicbke 3aKOHOAAaBCTBO Y I'ajly3i IITYYHOTO IHTENEKTY MOTpe0ye BUBUEHHS IIPOIIECIB, TEPETBOPEHHUX Ha
CyLTBHI (DaKTH Ta TEOPETHYHI OCHOBH. UM MOKHA BBa)KaTH Xopeorpadiro, TaHTOMIMY YH apoilo Ha poOoTa-TBapUHY
(a He Ha TyMaHO1/1a) aBTOPCHKUM IIPAaBOM, HaBiTh SKIIO BC1 PyXH TaHIIO MpUayMaHi nporpamicrom? Ane iHdopmaris 3
LIOT'O MMUTAaHHS € 0OMEXKEHOIO.

Hupextusa (€C) 2019/790 (2019), cnpsiMmoBaHa Ha MPUCKOPEHHS 3pOCTaHHs €BPOIEHCHKOT IIMPPOBOi EKOHOMIKH,
BCTaHOBJIIOE HEOOXIAHICTh JOCSITHEHHS CIIPaBEUIMBOrO OallaHCy MiXK NMpaBaMU Ta IHTEpECaMH aBTOPIB Ta 1HIIUX
MPaBOBIACHUKIB. 1[I mUTaHHS BUMararTh TIHOOKOro aHamizy. Ha momatok 1o xopeorpadii, MijKoM OYeBUIHO, 10, HA-
NPUKJIJ], HETPUBIaIbHE PillIeHHs TPOOIeMH 3BOPOTHOI KIHEMaTHKH Ta IIaHYBaHHs PyXy B IPOIPaMHOMY aJITOPUTMI pyXy
€ 00’extoM IB.

MerTa 11i€i cTaTrTi — BU3HAYUTH HEPO3KPUTI MUTAHHS 3aXUCTy aBTOPCHKHX IPaB HA CHOPTUBHI Ta pOOOTOTEXHIUHI
PYXH, 1[I0 BUMAraroTh IJIMOOKOTO JOCIIDKEHHS, Ta BU3HAYEHHs HOTO crienngiky.

Buxuiag ocHoBHOTo MaTtepiany. Pyx € noctiiiHOIO ckiia1oBoro eBomolii. Ha gonatox 1o 3arainbHOT IHHOCTI, HOBI,
BUPAa3Hi Ta KpeaTUBHI pyXH MOBHHHI IaTH OUIbIIE IepeBar CBOIM TBOPISIM. ABTOPCBKE MPaBO — OJIHA 3 IIMX TepeBar. Ale
chOTOoAHI B Oaratbox cdepax AisIIBHOCTI aBTOPChbKE MPAaBO Ha PyXHU BCE IIE € JIHIIe abCTPaKTHOI MOXKIIUBICTIO.
Y KOHTEKCTi MUTaHHSI BCTAHOBJICHO HarajbHy NOTpeOy y HACTYITHOMY:

— aHaJIi3 3aCTOCYBaHHs 3aKOHOABCTBA PO aBTOPCHKE MPABO JJIs 3aXKUCTY TBOPUYHX PYXIB SIK Y CIIOPTI, TaK i B po0o-
TOTEXHILII;

— TOCIIIKEHHS TIOTEHI[Ialy TAKOTO 3aXHCTYy y CHOPTI;

— TeMaTH4YHe JOCIIHKEHHS 11010 3aCTOCYBaHHS PE3yNbTaTiB 3a MONEePEAHIMH MyHKTaAMH Y pOOOTOTEXHiLIi.

PimeHHs mocTaBieHUX MUTaHb OyAyTh HOBATOPCHKMMH Y PO3MJISAl MOTEHIIaly TBOPYHMX PYXiB y CIOPTI Ta
pobororexHini. [y BU3HaUeHHs 00CATY aBTOPCHKUX ITPaB y 3a3Ha4€HOMY KOHTEKCTI 3aIIpOIIOHOBAHO 3/1iHCHEHHS aHaITi3y
3a HaCTYIHUMH HarpsiMamu: UM BiANOBINAIOTH PyXH YiTKUM BCTaHOBIICHHUM IpaBwiam? Po3risgaeTbes OAMH pyX 4u
CYKYIHICTb pyxiB? Uu cipsIMOBaHi pyX1 Ha JIOCATHEHHS! KOHKYPEHTHOTO pe3yibTary? Uu € pyXu eIMHO MOKJIMBUMH Ta
/ a00 HAMITPOCTIIIMMH Yy KOHKPETHi# cutyanii? Uu e pyxu kpeatnBHUMHU? Un BIINOBIAAIOTH PyXH CyCHUIBHIH Mopai?

BucnoBku. OpHUriHaJIbHICTb, sIKa JO3BOJHUTH PIIICHHSM BUHTH 32 MEXI Cy4acHOTO PiBHS, BKJIFOUA€E TaKi aCTIEKTH:

— yBara Jio IaHTOMIMH Ta MapoJii K €JIEMEHTIB CIIOPTUBHUX XOIIiB;

— aHaJli3 Cy4acHOTO CIIOPTY Ta CHOPTY JUIS JIIofiei 3 00MEXEHHMMHU MOXIIUBOCTSIMHU;

— pO3WIsLI pyXiB HOBUX POOOTIB 3 TOUKHM 30py aBTOPCHKHX MPAB;

— BU3HAa4Y€HHs 00i3HAHOCTI Ta TOTOBHOCTI 3alliKaBIEHUX CTOPIH KOMeEpIliai3yBaTH aBTOPCHKi NpaBa y BIAMOBIIHUX
cthepax.

KarouoBi ciioBa: criopt, poOOTOTEXHIKA, PyX, aBTOPChKE MPABO, BUPAXKCHHS.
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