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Introduction 

 

This public paper was written in light of the European funded H2020-project I-Media-Cities. It 

will shine a light on the issue of determining, attaching and communicating a license to 

software developed within projects that are funded by the European Commission. This paper 

will provide an overview of some best practices, talk about some specific related scenario’s, 

and will provide an overview of open source software licenses.  

 

I. Best Practices for Licensing software in European projects 

 

The following is an overview of the best ways to choose and attach a license to software 

developed in European projects, as well as a list of the best practices to communicate the 

chosen license so optimal conditions for reuse are created. The following list was based 

upon 2 extremely useful initiatives in this field: the Reuse Initiative1 and the Open Source 

initiative2. 

 

A. Choose a license 

In line with the Open Source Strategy of the European Commission3 has very clearly chosen 

to demand that any software, developed within projects they fund, to be published under 

an open source license. This chapter will therefore list the most used and popular Open 

Source License. 

Before we continue with an explanation of the licenses, it is important to focus on what 

open source actually means here. For the sake of this paper, to summarize it, this means 

software that is allowed to be freely used, modified, and shared. This includes the 

publication of the source code. 

The following is a list of the most popular open source licenses: 

 

 The MIT License: https://opensource.org/licenses/MIT 

 The GNU General Public License: https://opensource.org/licenses/gpl-license 

                                                
1 https://reuse.software/, Free Software Foundation Europe 
2 https://opensource.org/, Open Source Initiative 
3 https://ec.europa.eu/info/departments/informatics/open-source-software-
strategy_en#opensourcesoftwarestrategy 
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 The Mozilla Public License 2.0 : https://opensource.org/licenses/MPL-2.0 

 The Apache License 2.0 : https://opensource.org/licenses/Apache-2.0 

 

B. Provide the license information 

Projects should always include the entire text of the license in their projects. Free and 
open source software licenses are standardized and have standard texts. Regardless of 
which license is used, it is important to include the entire license text in your project. It is 
advised to never change any license texts even if they are very similar to existing ones. 

When adding a new license file, the easiest way to make sure that an unchanged license 
is provided, is by copying it verbatim from this repository of licenses maintained by the 
SPDX Workgroup4.  

 

C. Include a Copyright statement and software license 

All source code files should contain a copyright statement and a software license. Source 
code files are often reused across multiple projects, taken from their origin and 
repurposed, or otherwise end up in repositories where they are separate from its origin. 
It is important therefore to ensure that all files have a comment header that convey that 
file’s copyright and license information: Who are the copyright holders and under which 
license(s) do they release the file? 

When reusing software, don’t remove existing headers, but only add to them, so the 
provenance is guarded. If files cannot have a comment header, please include the 
information in a separate file when publishing it.  

 

D. Provide an Inventory for included software 

Aside from the license files included in the project, and the file level copyright information, 
you may include a bill of materials for your project, but you should only do so if this is 
generated automatically. 

A bill of materials can be very complicated and lengthy, making it difficult to maintain. If 
you do not generate it automatically, it’s very likely someone will forget to update it when 
making changes. In these cases, it’s best not to have a bill of materials, but to rely only on 
the information coupled with the source code files. 

 

II. Accessing Proprietary Software for free 

Notwithstanding the EU Commission’s advice that all software development funded by 
European Projects should result in an open source license for that software, there are still 
many cases whereby software used for a part of the project is copyright protected, and is 
therefore proprietary. This happened in I-Media-Cities, whereby some of the artificial 

                                                
4 https://spdx.org/ 
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intelligence analytical software used to analyze the films, was under copyright, while all 
other software was open sourced.  

The following is a list of tips on how to approach proprietary software and how to harness 
the power of this software without having to pay for such reuse. These scenarios can be 
also be used to approach software license owners to propose a mutually beneficial 
cooperation: 

 Fair Use scenario: Fair use is the right to use copyrighted material without 
permission or payment, under some circumstances. The statute, numerous court 
decisions, and best practices provide ample guidance about when fair use applies. 
Fair use is widely used by journalists, researchers, and search engines. 

In order to determine whether Fair Use applies here, it is best to first answer two 
questions: 

o What is the purpose of the use? Is the use transformative — is the purpose 
for which preexisting copyrighted software is reused different from that for 
which it was originally created?  

o Is the amount of material used appropriate to the purpose of the new use? 

If the answer to both is ‘Yes’, than it is very likely that Fair Use applies. 

In the case of the I-Media-Cities example, the answer to both was not yes, which 
made the case for Fair Use extremely difficult.  

If the answers to both are yes, two more factors should be taken into 
consideration, although the first question on the purpose is the most important: 

o What is the nature of the use?  

o What is the effect of the use on the market?  

These four factors determine the right to fair use. 

 Win-Win scenario: A second very prevalent situation is that of the win-win 
scenario, whereby both parties come to an understanding, and it is a voluntary 
transaction where both benefit from the use. 

In this scenario, using proprietary software for free should lead to a beneficial 
situation for the rights’ owner and the party that wants to use the software for 
free. It should become a cooperation where each party sees benefits that allow 
them to join this scenario. 

This was the case of I-Media-Cities, whereby the I-media-Cities consortium and the 
owner of the AI software came to an understanding that the software could be used 
for free within the platform. This would help the I-Media-Cities platform in 
analyzing and cataloguing its films, and it would allow the owners of the software 
to further train their software, using the materials of the project.  

 

 

 



III. Ownership of structured data derived from Software 

Another side effect of using software is the fact that often such use leads to the creation 
of structured data. The question then becomes, who owns this structured data and what 
is the best way to license this data?  

If we look at the example of I-Media-Cities for a moment, there structured data is 
generated, either by the use of the software by human users, or through the use of the AI 
analysis software. On top of that, as we already saw, in the first case (human interaction) 
the software is open source, in the latter the AI software is proprietary. In order to deal 
with determining ownership and licensing it, specific processes were undertaken. 

The following is a list of actions that can help deal with this situation, and that were 
implemented by the I-Media-Cities Consortium: 

A. Determine who owns the generated data 

 Structured data generated through human use of software belongs to the person 
that created the structured data. It is therefore imperative that any project clearly 
state in their terms of use and privacy policy, what they are allowed to do with this 
data. 

 Structured data that is generated as the result of content processing by machines 
belongs to the license owner of the software that does the processing. It is 
imperative for projects to come to an agreement with the software license owner 
before processing of the content starts.  

B. Attach a license to the structured data 

It is always important that any dataset, especially structured datasets within European 
projects, receive a license, preferably an open license (open and free access). The 
specific license should be listed in the agreement made with the human user or the 
software owner, before processing starts.  

In I-Media-Cities, human users had to agree that their data would be made available 
under an open license, or they could not contribute anything, and in the agreement 
between the software licensor and the Consortium, a clause was added that states 
that all data generated by computer processing is published with an open license. 

C.  Publish information on how to access the datasets with Open License 

On the project website a statement should be placed that informs how to access the 
structured datasets, which have received an open license.  

 

IV. Universal technological interoperability 

In European projects, each software solution provides its own infrastructure, APIs, and 
data formats, which often leads to interoperability issues in the long run. How can 
European projects connect to other solutions, not in the least solutions developed in 
other European projects, if such interoperability issues keep emerging? These issues 
ultimately prevent the emergence of interoperable (Internet of things) technology at a 



large-scale. The following is a list of points that can improve and stimulate 
interoperability between European projects: 

 Force European projects to create interoperability by using open standards and 
creating API’s. 

 Work on solutions and standards that can help interoperability on the following 
terrains: 

o Syntactical 

o Semantic 

o Platform 

I-Media-Cities, for example, has adopted the W3C semantic data model, which is an open 
Data model. As we move further and further towards an Internet of things, applying such 
open standards will become a necessity.  
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