
Wrap-up
CS 346: Application Development

Copyright; Licensing; Final sprint!



There are a number of legal issues to sort out prior to releasing our software 
to the public.


• How do we protect ourselves from unauthorized use?


• How do we prevent someone from reselling our hard work?


• How do we restrict illegitimate use?
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Copyright
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Before distributing your software, in any form, it's critical to establish ownership and rights 
pertaining to that software. 


A copyright is a type of intellectual property that gives its owner the exclusive right to copy 
and distribute a creative work, usually for a limited time. Copyright is intended to protect 
the original expression of an idea in the form of a creative work, but not the idea itself. A 
copyright is subject to limitations based on public interest considerations, such as the fair 
use doctrine. 


Software copyright is the application of copyright in law to machine-readable software. 
Under Canadian and US law, all software is copyright protected, in both source code and 
object code forms. 


Practically, this means that different companies can independently produce software that 
solves the same problem, and there is no law preventing that from occurring, provided that 
they do not reuse actual source or object code from their competitor.
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https://en.wikipedia.org/wiki/Copyright
https://en.wikipedia.org/wiki/Creative_work
https://en.wikipedia.org/wiki/Limitations_and_exceptions_to_copyright
https://en.wikipedia.org/wiki/Fair_use
https://en.wikipedia.org/wiki/Fair_use
https://en.wikipedia.org/wiki/Software_copyright
https://en.wikipedia.org/wiki/Copyright
https://en.wikipedia.org/wiki/Law
https://en.wikipedia.org/wiki/Machine-readable_medium
https://en.wikipedia.org/wiki/Software
https://en.wikipedia.org/wiki/Copyright
https://en.wikipedia.org/wiki/Source_code
https://en.wikipedia.org/wiki/Object_code


In Canada, software is protected under the Copyright Act of Canada. 


Copyright is acquired automatically when an original work is generated; the creator is not 
required to register or mark the work with the copyright symbol in order to be protected. 
The rights holder is granted: the exclusive right of reproduction, the right to rent the software, 
the right to restrain others from renting the software and the right to assign or license the 
copyright to others. 


It's common practice to assert your copyright claim in the header of your software source files. 
Although is not required to assert copyright, it's a flag for potential violators, and it might make it 
easier to defend in court.


Copyright (c) 2023. Jeff Avery.
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How do I assert copyright?

See U Waterloo’s IP policy.  
https://uwaterloo.ca/secretariat/
policies-procedures-guidelines/
policies/policy-73-intellectual-

property-rights

https://en.wikipedia.org/wiki/Copyright_Act_of_Canada
https://uwaterloo.ca/secretariat/policies-procedures-guidelines/policies/policy-73-intellectual-property-rights
https://uwaterloo.ca/secretariat/policies-procedures-guidelines/policies/policy-73-intellectual-property-rights
https://uwaterloo.ca/secretariat/policies-procedures-guidelines/policies/policy-73-intellectual-property-rights
https://uwaterloo.ca/secretariat/policies-procedures-guidelines/policies/policy-73-intellectual-property-rights


Software Licensing

6



As the rights holder, you can grant others rights with respect to your software. 


A software license is a legal instrument that grants the licensee (i.e. an end-user) permission to 
use the software in a manner dictated by the license. These rights could include (but aren't 
limited to)  


• the right to install and use it, 


• the right to modify the source code, or 


• the right to redistribute the software with or without changes.


Authors of copyrighted software can also choose to donate their software to the public domain, 
in which case it is also not covered by copyright and, as a result, cannot be licensed.
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A permissive software license, sometimes also called BSD-style is a free-software license which instead of 
copyleft protections, carries only minimal restrictions on how the software can be used, modified, and 
redistributed, usually including a warranty disclaimer.


Copyleft is the practice of granting the right to freely distribute and modify intellectual property with the 
requirement that the same rights be preserved in derivative works created from that property. Copyleft 
software licenses require that information necessary for reproducing and modifying the work must be made 
available to recipients. 


Non-commercial licenses are intended to be used only be entities with no profit motive, including charities 
and public institutions.
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Permissive Copyleft Noncommercial  Proprietary

Description
Grants use rights, 
including right to 
relicense.

Grants use rights, 
forbids proprietization.

Grants rights for 
noncommercial use 
only.

Traditional use of 
copyright; no rights need 
be granted.

Examples MIT, Apache, MPL GPL, AGPL JRL, AFPL Proprietary software, no 
public license

https://en.wikipedia.org/wiki/Permissive_software_license
https://en.wikipedia.org/wiki/Copyleft
https://en.wikipedia.org/wiki/Creative_Commons_NonCommercial_license
https://en.wikipedia.org/wiki/Proprietization
https://en.wikipedia.org/wiki/Copyright
https://en.wikipedia.org/wiki/MIT_license
https://en.wikipedia.org/wiki/Apache_license
https://en.wikipedia.org/wiki/Mozilla_Public_License
https://en.wikipedia.org/wiki/GPL
https://en.wikipedia.org/wiki/GNU_Affero_General_Public_License
https://en.wikipedia.org/wiki/Java_Research_License
https://en.wikipedia.org/wiki/Aladdin_Free_Public_License
https://en.wikipedia.org/wiki/Proprietary_software


How do I apply a license?
1. Distribute the license with your program.


• Include a license.txt file in your distribution.


• If you provide source code to anyone, include a statement about how it is licensed in the 
header of each file. Check the license to see what is required.


2. Include a licensing statement on your website.


• See terms of each license to check what’s suitable. 


Unless explicitly stated otherwise all files in this repository are licensed under the 
Apache Software License 2.0 [insert boilerplate notice here]
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For projects, a simple 
license is fine. For 

commercial purposes? 
Consult a lawyer!



Final Submission
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Sprint 4 Demo
Your Sprint 4 demo is graded in exactly the same fashion as previous demos. 


• There is no “final demo” to the class.


• Fri Apr 7 is Good Friday (University Holiday)


• Sprint 4 Demos are Mon Apr 10, following the Fri schedule.


https://student.cs.uwaterloo.ca/~cs346/1231/syllabus/schedule
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https://student.cs.uwaterloo.ca/~cs346/1231/syllabus/schedule


Final Submission
You should have everything committed to your Git repo after the demo.


• Deadline is 11:59 PM on Mon Apr 10th (last day of class).


• Coincidentally the Sprint 4 Demo Day 


This should not matter! The final submission is just a review of everything that you did 
throughout the term.


You will likely have everything done and polished by the Sprint 4 demo. 


Please do not plan on making significant changes after the demo! 
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What should I submit?
See the Final Submission section of the Project website, and the Project Artifacts page. 


1. GitLab was setup and used for tracking your project. Issues were logged and associated with 
deliverables (sprints). Meeting minutes were recorded and posted.


2. Git source code repository was setup with the sections described. Your project structure 
may vary based how you named your top-level projects, but you should have a multi-project 
build, with a README and LICENSE file.


Yes we will look at your code/structure, but we’re mostly concerned with features working. 

3. Software releases. You should have a ZIP file (or installer, or something comparable) for 
every sprint. You should have release notes for each release. If if it not clear how to run your 
application, you should include instructions.


You are welcome to include anything else that you feel is relevant e.g. installation instructions, 
demo videos. The marking scheme only covers the required features, but you should provide 
enough documentation that we are able to run your application properly.
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https://student.cs.uwaterloo.ca/~cs346/1231/project/activities/index.html#3-final-submission
https://student.cs.uwaterloo.ca/~cs346/1231/project/artifacts/


How will we be graded?
We will grade based on what was submitted by 11:59 PM. 


• Do NOT commit after the deadline.


• Make sure that course staff have Developer access or greater so that we can view your repo.


Grades


• Everyone on the team will receive the same final submission grade.


• Individual participation grades will be based on attendance, commit history, participation in 
the project. If you have attended class/meetings, and participated to the best of your ability, 
this should not be a concern.


• Final grades will be released at the end of the term, with exam grades. 


• https://student.cs.uwaterloo.ca/~cs346/1231/project/activities/assets/final-checklist.pdf
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https://student.cs.uwaterloo.ca/~cs346/1231/project/activities/assets/final-checklist.pdf

