Virtual Reality

Is this the real life?

Barney Dixon reports

What areas of intellectual property will Congress focus on
in the upcoming ‘reality caucus’ on virtual, augmented and
mixed realities?

The US has quite robust fair use laws, how does fair use
play into VR?
What are some of the key IP issues in virtual and
augmented reality?



five-second rule, then the three-second rule, and so on. The law
follows custom and usage. Just look what has happened with single-
sex marriage and the legalisation of marijuana.

Once it became possible for even a child with access to a computer,
tablet or smartphone to make perfect copies of professional
content—and once federal judges realised that they ran the risk of
holding that their children and grandchildren were infringers—things
began to change, quickly. The basic rule of the consumer is this: I
paid for the device, | am paying monthly for connectivity; anything |
can get over the device should be free.”

Before infringement of professional content became a consumer
pastime, the public had some idea that they had to pay the content
owner to hear a song, see a movie or read a magazine. They are still
paying, but device makers and telephone services providers do not
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cut out tape hiss. Just under a year before President Ford signed
the Copyright Act into law, Sony released into the US market a
curiosity called Betamax—the first home recording device to capture
televised content. The copyright law was not built to handle what
came next, and Congress has been chasing the mad dog of change
down a country lane ever since, with no end in sight until the law is
completely rewritten.

| don’t think there is any impetus to overregulate technology. There
may be some action on privacy and on data security, but that should
not have an effect on the problems of rights holders, who are in the

Could laws governing VR end up similar to laws governing
video games?
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