
LICENSE  
 
Please read this License carefully before installing Ubisoft’s software tool (“Licensed 
Technology”). 
This License is an agreement between you, the “Developer”, and Ubisoft Entertainment 
and/or its licensors and/or its beneficiaries (“Ubisoft”), which grants the Developer the 
non-exclusive and non-transferable right to use the Licensed Technology. 
By installing the Licensed Technology, the Developer undertakes to respect the terms 
and conditions of the License. 
 

1- The License 
 
Ubisoft grants the Developer a non-exclusive and non-transferable License to use the 
Licensed Technology, but remains the owner of all the rights relating thereto. 
Any rights not specifically transferred by this License remain the property of Ubisoft. 
The Licensed Technology is licensed and not sold to the Developer, for private use. 
The License does not confer any right or title to the Licensed Technology and cannot be 
understood as a transfer of intellectual property rights regarding the Licensed 
Technology. 
 

2- Ownership of the Licensed Technology 
 
The Developer recognises that all of the rights associated with the Licensed Technology 
and its components (in particular the titles, computer codes, libraries, archives and text 
contained in the Licensed Technology), as well as the rights relating to the trademark 
and copyrights, are the property of Ubisoft and are protected by applicable regulations or 
other Laws, Treaties and international agreements concerning intellectual property. 
 
Developer acknowledges and agrees that the Licensed Technology and all other items 
licensed hereunder and all copies thereof constitute or contain valuable trade secrets or 
proprietary and confidential information of Ubisoft; that title thereto is and shall remain 
with Ubisoft; and that all applicable copyright, trademark, patent and other intellectual 
property rights in the Licensed Technology, and all items licensed hereunder are and 
shall remain the property of Ubisoft, as such rights may exist. 
 

3- Use of the Licensed Technology 
 
The Developer is authorised to use the Licensed Technology for the sole purpose of 
developing one video game software for Ubisoft (“Game”).   
Developer may upon Ubisoft’s prior written approval modify and/or enhance the Licensed 
Technology for the sole purpose of integrating it into the Game or developing the Game, 
provided that the ownership and intellectual property rights regarding all such 
modifications and enhancements shall exclusively and automatically vest and be assigned 
to Ubisoft. Developer shall not create any work derived from the Licensed Technology, in 
whole or in part.  To the extent that Developer's activities in connection with this 
Agreement result in new derivative works of and embodying the Licensed Technology, 
then those elements constituting such derivative works of and embodying the Licensed 
Technology shall be deemed to have been created as a "work made for hire" for Ubisoft. 
To the extent that the works are not deemed to be a work made for hire, Developer 
hereby assigns to Ubisoft all right, title and interest in and to such derivative elements 
free from any claims of Developer or any third party. 
 
Nothing contained in this Agreement shall be construed to grant to Developer the right to 
sell, disclose, distribute or sublicense the Licensed Technology apart from the Game.  
Subject to the terms and conditions herein, Licensee acknowledges and agrees that it has 
no rights or claims of any type to the Licensed Technology, and Developer irrevocably 
waives and releases any claim to title and ownership rights (including trade secret and 



copyright ownership) in the Licensed Technology, expressly excluding any and all 
enhancements.   
 
Developer shall not (A) copy, modify, display or distribute to any person all or any part of 
the Licensed Technology, except as provided for herein; (B) disassemble, de-compile or 
reverse engineer the Licensed Technology, or any part thereof, except as permitted 
herein; (C) use or distribute the Licensed Technology in any manner on or in any stand-
alone, on-line service or to provide service bureaus, time sharing or other computer 
services to third parties; (D) distribute or otherwise make the Licensed Technology, or 
any executables derived or produced from such source code, available for coin-operated 
machines; or (E) license, sub-license, distribute, make available or disclose the Licensed 
Technology to any third party except as authorized in this Agreement.   
 
Developer agrees not to remove or destroy any copyright notices, trademarks or other 
proprietary or confidential legends or markings placed upon or contained within the 
Licensed Technology or on any other documentation or materials related to the Licensed 
Technology.   
 
The Developer cannot transfer, sell, sublicense or lease the Licensed Technology to any 
third party. 
 

4- Termination of the License 
 
The License is effective from the first time the Licensed Technology is used and expires 
upon delivery by Developer to Ubisoft of the final version of the Game. 
This License can be terminated automatically by Ubisoft without notice if the Developer 
fails to adhere to the terms and conditions of the License.  Upon Ubisoft’s request and 
upon termination or expiry of this License, Developer shall immediately (A) return to 
Ubisoft all copies of the Licensed Technology with its modifications and enhancements, or 
portions thereof, in its possession and all elements regarding the Licensed Technology 
including without limitation any copies of the Licensed Technology, related 
documentation, notes and elements containing the Licensed Technology; (B) purge, or 
cause to be purged, all copies of the Licensed Technology or any portion thereof 
(whether modified or not) in its possession, including from any computer storage device 
or medium on which Developer has placed the Licensed Technology; (C) Developer shall 
give Ubisoft a written certification that it has complied with all of its obligations under 
this Section. 
 

5- Warranty  

UBISOFT’S WARRANTIES DO NOT INCLUDE ANY WARRANTY (I) THAT THE FUNCTIONS 
PERFORMED BY THE LICENSED TECHNOLOGY WILL MEET DEVELOPER’S REQUIREMENTS, 
(II) THAT THE OPERATION OF LICENSED TECHNOLOGY WILL BE BUG FREE OR ERROR 
FREE IN ALL CIRCUMSTANCES, (III) THAT ANY DEFECTS IN THE LICENSED TECHNOLOGY 
CAN OR WILL BE CORRECTED.     

UBISOFT IS PROVIDING DEVELOPER WITH THE LICENSED TECHNOLOGY “AS IS“.  
EXCEPT AS SET FORTH ABOVE, UBISOFT MAKES NO WARRANTIES OR 
REPRESENTATIONS WHATSOEVER, EXPRESS OR IMPLIED, WHETHER ORAL OR WRITTEN, 
WITH RESPECT TO THE LICENSED TECHNOLOGY INCLUDING BUT NOT LIMITED TO ANY 
IMPLIED WARRANTIES OF MERCHANTABILITY, NON-INFRINGEMENT OR OF FITNESS FOR 
A PARTICULAR PURPOSE. 

IN NO EVENT SHALL UBISOFT BE LIABLE TO DEVELOPER FOR SPECIAL, INDIRECT, 
INCIDENTAL OR CONSEQUENTIAL DAMAGES (INCLUDING LOSS OF PROFITS) OF ANY 
KIND ARISING OUT OF THIS AGREEMENT, EVEN IF UBISOFT SHALL HAVE KNOWLEDGE 
OF THE POSSIBILITY OF ANY POTENTIAL LOSS OR DAMAGE. IN NO EVENT WILL 
DEVELOPER HAVE ANY RIGHT TO (i)  RECOVER OR OBTAIN ANY RIGHTS IN OR TO THE 



LICENSED TECHNOLOGY, ITS ENHANCEMENTS AND MODIFICATIONS OR THE GAME OR 
ANY INTELLECTUAL PROPERTY RIGHTS IN AND TO THE FOREGOING, OR (ii)  ENJOIN OR 
OTHERWISE INTERFERE WITH UBISOFT’S DEVELOPMENT, LICENSING, PUBLISHING, 
MARKETING, DISTRIBUTION OR EXPLOITATION OF THE GAME, THE LICENSED 
TECHNOLOGY AND ANY OTHER PRODUCT OR ENGINE OR TOOL. 

6- Jurisdiction 
 
This Agreement shall be construed in accordance with the laws of the United States and 
the State of California applicable to agreements executed and wholly performed therein.  
Developer agree that any dispute arising out of or relating to this Agreement may be 
instituted and prosecuted in the courts of competent jurisdiction of the State of California 
located in Los Angeles County, and it irrevocably submits to the jurisdiction of said courts 
and waives any rights to object to or challenge the appropriateness of said forums.  
Developer hereby agrees to accept service of process pursuant to the notice provisions 
hereunder and waives any and all objections to venue, jurisdiction or service of process 
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