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IMPORTANT - Read this
License Agreement carefully
before clicking on the Agree
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Agree button, you agree to be
bound by the terms of the
License Agreement.

UnityHubSetup.dmg

Unity Terms of Service

Last updated: April 27, 2021

Unity (sometimes “our” or “we") provides game-development and related software (the
“Software”), support services and other development-related services (like

(“Developer Services”)), and various Unity communities (like

and (“Communities”)), provided through or in connection with our
website, accessible at or unity.com (collectively, the “Site"). Except to the
extent you and Unity have executed a separate agreement, these terms and conditions
exclusively govemn your access to and use of the Software, Developer Services,
Communities and Site (collectively, the “Services®), and constitute a binding legal
agreement between you and Unity (the “Terms”). These Terms, including all Additional
Terms referenced in Section 1.3 below, are, collectively, the “Agreement.” Unless
otherwise indicated, "Unity," as used throughout the Agreement, means Unity
Technologies ApS.

If you accept or agree to the Agreement on behalf of a company, organization or other
legal entity (a “Legal Entity”), you represent and warrant that you have the authority to
bind that Legal Entity to the Agreement and, in such event, “you® and “your” will refer and
apply to that company or other legal entity.

You acknowledge and agree that, by accessing, purchasing or using the services, you are

indicating that you have read, understand and agree to be bound by the agreement
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.
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Unity Technologies
Version 2.7.5 - July 23, 2021

Smart camera tools for passionate creators.
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