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LETTER OF INTENT	Comment by Christophe De bont: Please fill in all the sections highlighted in yellow, which need to be completed by the game studios.

Where necessary, you will find comments with explanations about what information should be inserted in each section.
CO-PRODUCTION
 
[PLACE], [DATE] 

This is to confirm that [STUDIO_VL] and [STUDIO_NVL] intend to work together on the co-production (the “Co-production”) of the game [PROJECT_TITLE], specifically in the following phase: [PROJECT_PHASE]. The game is considered [majority/minority] Flemish.

The following outlines the basic principles for the discussion that we have entered into for the Co-production of [PROJECT_TITLE]:
- 	We will each contribute our time and expertise, based on a mutually agreed planning. 
- 	We will each keep full right and title into our own intellectual property rights that we have created and/or used in the framework of the Co-production and that are not destined specifically to the Game (the “Background IP”). We will each separately remain entitled to commercialize and/or exploit our own Background IP, provided that such commercialization and/or exploitation does not impede the successful commercialization and/or exploitation of the Co-production.  
- 	In the framework of [PROJECT_TITLE], both parties provide a non-exclusive royalty-free license on the abovementioned intellectual property rights with a view to creating and commercializing a new and independent work titled “[PROJECT_TITLE]” in the framework of the Co-production. 
- 	Both parties agree to jointly discuss and determine the sources of funding to support the Co-production, including the application for private, semi-public, public or government grants.
- 	We agree on a [_/_] joint ownership (“mede-eigendom”) of the intellectual property rights on the final result of the Co-production that are specifically destined to the Game (the “Foreground IP”). The revenue share for any revenue generated with the commercial exploitation of the Foreground IP or of [PROJECT_TITLE], once it is commercially exploited, shall follow the division of the joint ownership. The [_/_] ratio of joint ownership of the intellectual property rights shall be adjusted in the Co-production Agreement if it becomes evident that one party contributes more initial financial funding than the other party. Depending on the joint ownership ratio both parties can also discuss adding recoupable investments for either studio or both studios.
- 	Regardless of the above criterion for distinguishing between Foreground and Background IP ("was it specifically destined to the game?"), the intellectual property rights defined in Annex 1 are in any event considered Foreground IP.


The letter of intent is non-binding. However, once the letter of intent is signed, both parties agree to proceed with the drafting of the Co-production Agreement. The Co-production Agreement is a prerequisite for submitting a technical dossier in order to be eligible for the VAF support agreement.

	[STUDIO_VL NAME]
[STUDIO_VL ADDRESS]
validly represented by __________ 	(print name)

__________________________	(signature)

	[STUDIO_NVL NAME]
[STUDIO_NVL ADDRESS]
validly represented by __________ 	(print name)

__________________________	(signature)
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ANNEX A – BACKGROUND AND FOREGROUND IP AT AGREEMENT DATE	Comment by Caroline Balemans: Example of background and foreground IP: In the collaboration between Nintendo and Ubisoft for “Mario + Rabbids: Kingdom Battle”, each studio contributed its background IP. Nintendo provided the Mario characters and universe, while Ubisoft provided the Rabbids franchise. Both of which remained fully owned by the respective parties and were merely licensed for use in the project. During development, the studios jointly created foreground IP, including hybrid characters like Rabbid Peach, new story elements, specific game mechanics, and original art and assets unique to this title. This newly developed material constituted the foreground IP, typically owned jointly or licensed between the parties according to the co-development agreement.

The following table provides an example overview of the various Foreground and Background Intellectual Property Rights that may be applicable under this LOI. The criterion for determining whether an item constitutes Foreground IP is whether the intellectual property has been destined specifically for the Game. The Parties may update and modify the table as necessary, based on the specific details of their Game.

	BACKGROUND IP
	FOREGROUND IP

	3D environment structures
	Specific 3D objects

	Generic commands
	Specific draping of environments

	Generic haptic
	Characters

	Generic visual (popups, effects) interactions
	Gameplay

	
	Game scenario

	
	Visual effects specifically created for the Game
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