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@ PREPARATION

Co-funded by

the European Union

14-18 years old

Understanding what it means to be inspired and the major

difference between inspiration and plagiarism.

Students will be able to:
e Explain what inspiration is and how people are inspired by
different concepts.
e Understand the thin line between inspiration and
plagiarism.
e Make their own work (photo) inspired by the work of a

famous artist.

90 minutes

75 minutes
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ﬂf’f MATERIALS

e Computer, interactive whiteboard, tablet/phone.
e Device with internet access for each student.

e Account on

e Account on

o Text materials: Information about inspiration, plagiarism and copyright, eg.:

e Video: (The Odessa Steps and Its Descendants — depicts
one of the most famous scenes in movie history and a few of the many scenes it has

inspired)

N
o TECHNIQUES

e Presentation
e Debate

@ FORM OF WORK

Individual activity — each student has to find an artist, information about her/him, her/his works and
then prepare own work (photo) inspired by works of her/him
Group activity — presentation and discussion.

Co-funded by Funded by the European Union. Views and opinions expressed are however those of the author(s) only

. and do not necessarily reflect those of the European Union or the European Education and Culture
the European Union Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.



https://www.bookwidgets.com/
https://bookcreator.com/
https://inkforall.com/copy-editing/plagiarism-checker/inspiration-vs-plagiarism/
https://thetutorresource.com/inspiration-vs-plagiarism/
https://copyrightalliance.org/education/industry/photographers/
https://www.copibec.ca/en/nouvelle/358/la-difference-entre-copyright-et-droit-d-auteur-c-est-quoi-
https://www.youtube.com/watch?v=yH1tO2D3LCI
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& LESSON PLAN OVERVIEW
Preparation:

e Prepare a book on BookCreator containing information about the lesson topic.
- Student’s work can be added to the book which can be used by the teacher many times
and after each class it will contain more examples.

- How to prepare it — check explanatory tool sheet n° 3.

e Prepare questions for the lesson using Book Widgets

- How to prepare it — check explanatory tool sheet n° 4.

Introduction:

Introduce the topic to the students and discuss together the definition of inspiration: “the process of

being mentally stimulated to do or feel something, especially to do something creative”

Implementation:

Part 1:
e Engage students in a discussion: “What does it mean to be inspired by something?”
e Present to the students the book you have prepared on Bookcreator.
e Have students watch instructional video about inspiration.

- Discuss with students: How can inspiration sometimes lead to plagiarism?

Part 2:
e Ask students to select an artist and find out information about her/him, her/his works and then
use it to prepare their own work (photo) inspired by the works of the artist they have selected.
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e Have students present their work and explain their take on inspiration.
- Was it hard to find inspiration?

- What was your main source of inspiration?

Summary:

e Have students answer the questions you have prepared on Bookwidgets.
e (Go over the answers together and correct any mistakes.

e Take additional questions/concerns from students and clear out any misconceptions.

Homework:

Ask students to prepare a page for the book that was used during the lesson with their own example

(using their work which was done during classes).
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