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Copyright refers to a legal concept that spells out the rights to different types of intellectual property. Since the beginning of the year 1978, the protection that copyright offers reduced to a finite time, usually the author’s life plus seventy years ("Intellectual Property Clause", 2021)The expiry of this legal concept allows anyone to copy and use a person’s work freely. The law gives a copyright holder exclusive rights but can produce and distribute copies of his work, to showcase and perform the work publicly. Anyone who violates these rights is subject to civil penalties. The purpose of copyright is to offer protection to varieties of work, including videos, arts, software, books, articles, plays, songs, and books. It is important to note that it is the intangible creativity in such kind of work that is protected, not the physical work itself ("Intellectual Property Clause", 2021)
Fair use is a doctrine that permits the utilization of copyrighted materials that add to the generation of the new work and utilizations which do not rob authors and publishers of their work’s income. One does not need permission from the copyright holder for fair uses. There are four elements to examine in deciding whether a specific use is fair use or not. These include the purpose of use. For example, when a copyrighted work meant for commercial purposes, it is less likely considered fair use. The other element is the nature of the work; when an individual uses a copyrighted creative work, this is unfair. The amount of the copyrighted work used is the second factor. Using large portions is less likely regarded as fair use ("Intellectual Property Clause", 2021)
The last element used to determine whether using a copyrighted work is fair or not is the consequence of using the copyrighted work has on the prospective market. The uses that are likely to reduce the copyrighted work's overall sales are unfair since they deprive the copyright holders of their work income. It is best to consider more than one factor at the same time when making your judgement of whether the use is fair or on. However, the last element holds the most significant weight compared to the others. These factors are what the court uses to decide whether a particular use is a fair use or not ("Intellectual Property Clause", 2021).
Fair use is a doctrine that permits the utilization of copyrighted materials that add to the generation of the new work and utilizations which do not rob authors and publishers of their work's income. One does not need permission from the copyright holder for fair uses. There are four elements to examine in deciding whether a specific use is fair use or not. These include the purpose of use. For example, when a copyrighted work meant for commercial purposes, it is less likely considered fair use. The other element is the nature of the work; when an individual uses a copyrighted creative work, this is unfair. The amount of the copyrighted work used is the second factor. Using large portions is less likely regarded as fair use ("Intellectual Property Clause", 2021).
I agree with the court ruling in this case, and I support the federal judge for his verdict. My reason for concurring with the judgment using the legal framework I described above is that for a particular use is considered unfair use; Its use must be touching on two or more of the above factors. Otherwise, it is fair use. In the court ruling, the plaintiff, Solid Oak Sketches, claimed to be a copyright holder of the tattoo designs that featured NBA stars’ bodies. He filed a case against a video game publisher, Take-Two Interactive, for unauthorized reproduction of his designs on the stars’ bodies (The Hollywood Report, 2020).
The judge’s ruling considered the publishers use of the plaintiff’s tattoo designs a fair use since the purpose of his use of the designs to display the tattoos is utterly dissimilar from the original purpose tattoo designs were created (The Hollywood Report, 2020). The original purpose for creating those tattoos was to allow the players to utilize body arts as a communication means. On the other hand, the defendant replicated the tattoo designs in his video games, intending to portray them. The other reason that makes the defendant’s use fair use is that his purpose was not commercial, so it did not deprive the plaintiff of his copyrighted work’s income. The defendant’s use of the copyrighted work did not affect the plaintiff’s prospective market. It is also evident that he only used a small portion of his tattoo designs, making their particulars not observable (The Hollywood Report, 2020).
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