The Copyright Protection of Online Multiplayer Games

Abstract
    Digital developments have brought about unprecedented recreational activities that have given rise to a series of legal problems including the protection of online games. This presentation endeavors to address the protection of online multiplayer games by copyright laws.

    In the first place the online games as well as the operation mechanism are defined in connection with the international legal framework of copyright that can be applied to this newly emerging phenomenon. 
    Thereafter the rights of game providers and the rights of gamers shall be analyzed in a conflicting perspective. On the one hand, the right holders of online games shall enjoy the moral rights to amend and edit the games as well as the property rights including the right of distribution and communication to the public, etc.; on the other hand, the rights of game participants such as the right of out-of game trading, the right of in-game technical advancement and the right of creative game-related expression shall be taken into account. 
    On that basis the presentation then probes into the possibility to establish a balance between the rights of game providers and the rights of gamers. The interoperability between the customer terminal and the service terminal shall be governed under the current international instruments. WIPO and TRIPS have provided a platform for the protection of the right holders of online games, whereas the international human rights instruments shall not be ignored, which also justify the rights of game players. 
    Finally this presentation attempts to render suggestions for the improvement and concretization of the current international copyright laws with regard to the protection of online games. In respect of the protection of the rights of both the right holders and the gamers, the copyright protection of online games shall be complemented simultaneously by the laws of patent, trademark and commercial secrets.
