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Agreement on the use of the 2030 SDGs Game Kit. 
 

This Agreement is made and entered into by and between                         
(hereinafter referred to as the “User”) and Imacocollabo (hereinafter referred to as the 
“Provider”) to establish the terms and conditions pursuant to the use of the 2030 SDGs 
Game Kit (hereinafter referred to as the “Game Kit”) planned and sold by the Provider. 
 
Article 1 (Purpose) 
This Agreement stipulates the Userʼs rights (hereinafter referred to as the “Rights”) to 
implement a program (hereinafter referred to as the “Program”) using the whole or part of 
the Game Kit.  
  
Article 2 (Content of the Game Kit) 
The Game Kit consists of the following components. 

1.  Card Game: “2030 SDGs Game” 
2.  PowerPoint document for implementing the Program 
3.  Printed material for implementing the Program 

  
Article 3 (Facilitator Training Session) 
3.1. The Provider shall provide a facilitator training session to the User so that the User 
can implement the Program. The details and costs of the training session shall be 
determined separately. The training session shall be deemed completed when the User 
fulfills the following conditions. 

(i) The User must attend all courses of the training session. The User will not be 
certified when missing 30 min or more of the training session in total.   
(ii) The User must pass the practical examination to be conducted during the 
course of the training session. The Provider shall make a pass or fail decision.  

3.2. If the User has failed an initial examination, they may retake the examination 
online within 60 days of the initial examination. The date for the online examination shall 
be decided by way of an agreement between the User and the assessor nominated when 
the result of the initial examination is reported. The agreement shall be organized by the 
User at the Userʼs own responsibility. The facilitator training sImacocollabo 
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ession shall not be deemed completed unless the User passes the examination.  
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3.3. The User may retake the examination up to two times. When the User has failed 
to pass the online examination twice, this Agreement shall be terminated automatically. In 
this case, the fees paid for the facilitator training session shall not be reimbursed to the 
User under any circumstances. Even if the User failed the first online examination and did 
not take the second online examination, the fees paid for the facilitator training session 
shall not be reimbursed to the User. 
 
Article 4 (Provision of Game Kit Usage Qualification)  
Once the User has completed the facilitator training session and passed the examination, 
the Provider shall provide the User with a qualification to use the Game Kit.  
  
Article 5 (Game Kit Usage Fee) 
5.1.1. The User shall pay the Provider the standard fee of 20% of the net profit of a 
training session, workshop, or event carried out using the Program (including consumption 
tax/VAT/sales tax) as the Game Kit usage fee (hereinafter referred to as “Usage Fee”). 
The net profit means retail value with reasonable deductible expenditure subtracted. 
Reasonable deductible expenditures to be subtracted from the retail value are travel 
expenses, lodging expenses, and facility fees incurred by the User for a training session, 
workshop, or event carried out using the Program. Receipts are required for these 
expenditures. When the Program is part of a training session, workshop or event, the 
Usage Fee will only be applied to the Program portion.  
 
If the profit is under US$500 or you are working in schools or NGOs, you can decide how 
much per participant you want to pay (ex. from 0 to US$20). 
 
5.1.2. Payment of the Usage Fee shall be made in accordance with the payment method 
designated by the Provider and the costs related to payment transaction can be subtracted 
from the fee to be paid (the User do not need to cover this). 
 
5.2. The Provider may revise the attachment without the consent of the User. The 
Provider shall upload and make available the revised content on the Providerʼs website 
during the period in which the content remains valid and effective.  
 
Article 6 (Provision of Game Kit) 
Upon the Userʼs completion of the facilitator training session, the Provider shall provide the 
Game Kit to the User.  
6.1. The Game Kit to be provided is as follows. 

(i) A set of “2030 SDGs Game” shall be free of charge.  
(ii) A PowerPoint document and a printed material for implementing the Program 
shall be provided through an ASP service designated by the Provider.  
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6.2. The shipping and handling fees and Usage Fees relevant to Provision 6.1 shall be 
borne by the User.  
6.3. If the “2030 SDGs Game” is worn out, damaged, or lost, or if an additional set is 
required, the User may purchase an additional set from the Provider at a price separately 
specified.  
  
Article 7 (Cooperation for Facilitator Community)  
7.1. The User may create an online community for those who have completed the 
facilitator training session (hereinafter referred to as the “Community”), in which the User 
may voluntarily participate.  
7.2. The Provider and the User shall make an effort to share mutual information and 
knowledge through the community.  
7.3. The programs held by the User shall be made available on the Providerʼs website 
upon the Userʼs request. 
 
Article 8 (Management of Game Kit Usage Fee) 
8.1. The Provider shall collectively manage the Usage Fees paid by the User under a fund 
called “Transformative Projects Fund.” (hereinafter referred to as “TPF”)  
8.2. TPF shall be invested to projects for the Community. 
 
Article 9 (Termination, etc.) 
9.1. If action of the User falls under any of the following categories, the Provider may 
terminate the whole or part of this Agreement without advance notice or other consideration.  

(i) Fraudulent or intentionally false calculation or report of Usage Fees 
(ii) Infringement of the copyright and any other rights held by the Provider and 
Project Design, including but not limited to copying, redistribution, modification, 
and leasing of the “2030 SDGs Game” 
(iii) Provision of the Game Kit to or use of the Game Kit by a third party who is not 
entitled to use the Game Kit, except for cases where the User allows the third 
party to use the Game Kit for the purpose of supporting the Userʼs program 
management 
(iv) Any activities that may hinder or disturb operation of the Community 

9.2.  If either party breaches its obligations under this Agreement in whole or part, the 
other party may give notice requesting the breach to be remedied within a period specified 
in the notice. If the breach is not remedied, the party giving notice may terminate this 
Agreement in whole or part. 
9.3.  If either party suffers loss or damage as a result of the other party's negligence 
or failure to comply with this Agreement, the suffering party shall be entitled to claim 
recovery of the loss or damage from the breaching party.  
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Article 10 (Ownership of Rights) 
10.1 Both parties shall acknowledge that copyright and all other rights related to the 
Game Kit belong to the Provider and Project Design except that the PowerPoint document 
referred to in Article 2 may be modified by the User at the Userʼs own responsibility. 
10.2 Both parties shall acknowledge that none of the Rights are attributable to an 
organization or organizations that the User belongs to and that all of the Userʼs rights are 
personally attributable to the User. 
 
Article 11 (Confidential Information) 
11.1 Neither party shall disclose or divulge to a third party any confidential information 
obtained through the performance of this Agreement; provided, however, that this shall not 
apply to information to which any of the following items applies. 

(i) Information that is already public knowledge at the time of provision or disclosure 
(ii) Information that is already in the possession of the recipient at the time of 
provision or disclosure 
(iii) Information that becomes public knowledge after provision or disclosure 
through no fault of the recipient 
(iv) Information that is legitimately obtained from a third party not subject to the 
obligation to maintain confidentiality 
(v) Information that cannot be considered proprietary through comparison with 
public knowledge  

11.2  The provisions in Clause 11.1 shall not apply when information is required to be 
disclosed pursuant to a regulation, law or court order or when information is required to 
be disclosed to board members and employees of the Provider or the User for the purpose 
of carrying out work pursuant to this Agreement. 
 
Article 12 (Prohibition of Transfer of Rights and Obligations) 
Neither party may assign or transfer to third parties any rights, obligations, or contractual 
status, in whole or in part, that arise from this Agreement.  
 
Article 13 (Validity of Agreement)  
This Agreement shall be valid for one (1) year commencing from the date of signing of this 
Agreement, and shall be automatically renewed for successive one (1) year terms 
thereafter.   
 
Article 14 (Modification of Agreement) 
14.1 This Agreement may be subject to modification. 
14.2 When this Agreement is modified, the Provider, the User, and other members of 
the Community shall negotiate in good faith to reach agreement.  
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Article 15 (Governing Laws) 
This Agreement shall be governed and interpreted in accordance with the laws of Japan. 
 
Article 16 (Court of Jurisdiction) 
The Tokyo district court shall be the agreed court with exclusive jurisdiction for all litigation 
in connection with this Agreement. 
 
Article 17 (Interpretation of Ambiguities 
Matters not stipulated in this Agreement and any other ambiguities which arise in relation 
to this Agreement shall be settled through consultation in good faith by and between the 
parties. 
 
By signing below, both parties agree to the terms and conditions of this Agreement. 
 
Date of signature   User:  

 
 
 
 
 
 
 
 
 
 
 
 
 
Provider: 
Takeo Inamura, 
Chairman 
 
Imacocollabo 
2nd floor, Kojimachi 285 Bld. 
Kojimachi 2-8-5, Chiyoda-ku 
Tokyo-to, 102-0083, Japan 
Representative Takeo Inamura  
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Attachment: Pricing Scheme for the Usage of the Game Kit  
 
The standard usage fee is: 20% of total profit or US$20 per participant. However, if the 
profit is under US$500 or you are working in schools or NGOs, you can decide how much 
per participant you want to pay. (ex. from 0 to US$20)  
When you decide how much you will pay, you may be confronted by your own beliefs 
around money. (Do I shy away from asking professional fees for my services?  Do I 
always look for the cheapest solutions? Do I need someone else to tell me how much 
something is worth?) This is another powerful dimension of awareness to explore for 
yourself, that can also open a space for transformational dialogue with others around the 
power of money.  
 

Category Usage fee Examples 

1. For-profit 
activities 

20% of total profit OR US$20 
per participant (If total profit 
is under US$500, 0 to US$20 
per participant can be applied) 

When used for running events 
and workshops or providing 
training courses to your clients 

2. In-house 
activities 

US$20 per participant  

*Reduced from US$800 per event 

starting Dec 2021 

When used for in-house staff 
trainings within your corporation, 
including in-house events, 
marketing, and promotions 
producing no profit.  

3. Public education 
or nonprofit 
organizations 

US$20 per participant (0 to 
US$20 per participant can be 
applied) 

When used in classes for primary, 
secondary and tertiary education. 

 
 


