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Attribute of Online Game Screen and its Protection

MAO Le-le, JIA Xiao-long

(Law School Lanzhou University of Technology, Lanzhou Gansu 730050, China)

Key words: online game screen; computer software;online game live broadcast

Abstract: There is a dispute in the practical and academic circles about whether the online game screen is a

work, what kind of work the online game is, whether the unauthorized live game is infringing and what

kind of rights are infringed. In determining the game screen works, can not consider the competitive nature

of the game, should start from the game as a whole. Online games belong to computer software works,

( 36

)
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Research on the Training Mode of " Human Resources Managers Serving Enterprises
in Local Applied Universities

——Taking North China University of Technology as an Example

HAO Hai-bin', YANG Tao’
(1.College of Management, North China University of Science and Technology, Tangshan Hebei 063210, China;

2.Tangshan Normal University, Tangshan Hebei 063009, China)

Key words: local application-oriented colleges; major in business administration; human resources manage-
ment; human resources manager

Abstract: For local application-oriented colleges and universities, undergraduate students are the main
body of talent cultivation. They should pay attention to serving the needs of the society and also serve the
needs of students. Therefore, it is particularly urgent to cultivate college students’ innovative ability and
practical ability. The main subject of North China University of Technology is engineering and medical sci-
ence, and students are trained in industrial and mining enterprises and health systems. As a business ad-
ministration major, we must also FOCUS on cultivating students’ practical work abilities while laying a
solid foundation for students. Therefore, the human resource manager serving industrial enterprises is the

main training target of business administration.

bbb oo oo oo
( 13 )

game screen is only the result of the operation of game software, so take a monism that relies on computer
software works to protect the game screen. Game copyright people enjoy exclusive rights to game screen,
game live is the use of the game screen invisible reproduction. At present, the provisions of the copyright
law on" other rights that should be enjoyed by the copyright owner' may be used as the basis for the right

to stop the act of live streaming the game without consent.

P S S S S S O P
( 31 )

agricultural products, this study analyze the influence of consumer’s purchase intention. This study col-
lected a total of 368 valid samples via questionnaire survey, which were analyzed by PLS-SEM. We found
that product quality, brand image, website quality, logistics and distribution quality, and after-sales serv-
ice quality significantly affect consumers perceived functional value, and positively affect consumers” pur-
chase intention; Website quality, product quality significantly affect consumers perceived emotional value,

and positively affect consumers’ purchase intention.



