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Celebrating its 5th anniversary this year, Ubisoft Abu Dhabi is one of the
first major video game studios based in the UAE capital and is focusing on
developing and bringing to market successfulmobile games for a worldwide
audience. The studio counts more than 60 taleéhted team members and
plans to grow to 100 within the next 3-5 years. Since 2014, Ubisoft Abu
Dhabi successfully released two hidden-object / investigation free-to-
play mobile titles: CSIl: Hidden Crimes™ and NCIS: Hidden Crimes™, both
based on the internationally known TV shows of the same names. With
the acquisition in February 2017 of the massive multiplayer free-to-play
game Growtopia™, the studio is working closely with Growtopia's creators
to ramp up steadily on taking over the title's live operations. The team
keeps focusing its efforts on creating additional content for its live games
and strengthening its player’s engagement as well as working on other
unannounced projects.
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Ubisoft Annecy was established in 1996, with one of the team’s first projects
being Rayman® 2 The Great Escape for PS2. The studio developed its
online and multiplayer expertise, notably on the Tom Clancy’s Splinter Cell®
franchise. Then, the studio was trusted with working and developing The
Assassin's Creed® brand multiplayer before setting the bar even higher on
Assassin's Creed® |V Black Flag®. The studio collaborated on Assassin’s
Creed® Unity and Assassin's Creed® Syndicate while contributing to the
shipping of The Crew®. More recently the team worked with Massive
Entertainment on record-breaking new IP Tom Clancy’s The Division® and
continues its involvement on the brand, contributing to the post-launch of
the game. Simultaneously, the teams worked on Tom Clancy’s Ghost Recon®
Wildlands in association with Ubisoft Paris. For the first time in its lifetime,
Ubisoft Annecy is also leading its own project with Steep™, in collaboration
with Ubisoft Kiev, Ubisoft Montpellier and Ubisoft Pune. Born in the
mountains of the French Alps and created by a team of passionate riders,
Steep™ is the first open world action sports game.

The game offers a seamless multiplayer experience in the huge Alps and
\ 1 playgrounds through four exhilarating sports such as ski, snowboard,
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Established in 1998, Ubisoft Barcelona has worked in several genres-of .,
games: from racing to platform games, the studio has developed all types of\
gameplays and at the same time has developed innovative solutions such as

Motion Tracking technology. Building on its diversity of expertise and on its

innovation DNA, the studio has also generated a collaboration culture that

helps it to work with other Ubisoft studios such as Ubisoft Montreal, Ubisoft

Paris, Ubisoft Montpellier, Ubisoft Reflections, Ubisoft Milan and Red Storm
Entertainment, contributing to important franchises such as Tom Clancy’s
Ghost Recon®, Assassin’s Creed®, Tom Clancy’s Rainbow Six® Siege or
Star Trek™: Bridge Crew on VR... The team is currently working on the Tom

Clancy’s Rainbow Six® Siege Live Game.
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 UBISOFT BARCELONA (MOBILE)

Formerly known as Digital Chocolate Microjocs Studio, the 60+ strong
Barcelona-based mobile team opened in 2002 and was acquired by Ubisoft
in September 2013 along with the studios technologies and brands. The studio
is specialized in Free-To-Play Mobile games. It has released many successful
titles such as Galaxy Life® played by more than 50 million gamers to date.
The teams are currently working on other unannounced projects.
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Ubisoft Belgrade is the groups Iotest productio studio base in Eastern 3
Europe. With strong PC expertise, they plan to deliver the best PC games in the
industry, to create unique experiences for allplayers and to position Belgrade
at the forefront of game development. The latest big project the studio
collaborated on is Tom Clancy’s Ghost Recon® Wildlands, which was released
in March 2017. The team is currently collaborating on Tom Cloncys Ghost
~ Recon® \ J,ld|0nd$ P P mode and works on v«\'»‘@" p post la unch support. ;.,“ ”
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Ubisoft anffouaced the opening = =
of Ubisoft Berlin, which will open
its doors later'this year.
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The Romanian adventure began 25 years-ago;when the group established - S
its first studio outside of France, in Bucharest. With a-trackirecord in :
co-productions with other Ubisoft studios on major titles, the team in
Bucharest has collaborated on brands like-Tom Clancy’s Ghost Recon®,
Just Dance®, Assassin's Creed® and Watch Dogs®. Ubisoft Bucharest’s
latest released projects are Watch Dogs® 2 and Tom Clancy’s Ghost
Recon® Wildlands.

The studio is currently collaborating with 'Ubisoft Paris on the PvP mode
for Tom Clancy’s Ghost Recon® Wildlands. Among other projects, Ubisoft
Bucharest is working with Ubisoft Montreal on Assassin’s Creed® Origins

and with Ivory Tower on The Crew® 2.
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Since Ubisoft Chengdu opened in 2008, it has become one of the key
game studios in China. In its eight years and counting, the team at Ubisoft
Chengdu has developed an-array of games including Scott Pilgrim vs.
the World™: The Game, the Chinese version of Might & Magic® Duel of
Champions, and The Smurfs™ & Co along with its follow-up, The Smurfs™
& Co: Spellbound. The studio has been working closely with other Ubisoft
studios on AAA brands such as Assassin’s Creed®, The Crew®, Tom
Clancy’s Rainbow Six® Siege, Watch Dogs®, Tom Clancy’s Ghost Recon®
Phantoms, Tom Clancy's The Division® and For Honor®. The diversity of
talents in Chengdu has allowed the studio to develop games on multiple
platforms. In 2015, Ubisoft Chengdu's first mobile game Monkey King
Escape™ reached 2 million downloads on iOS and Google Play in Asia. The
first console game led by Ubisoft Chengdu, Scrabble®, was released in
North America in the same year. 2017 saw the announcement of 2 games
led by Chengdu: Rabbids® Crazy Rush and Uno®. The team is now hard at
work co-developing Skull and Bones™ with Ubisoft Singapore, and working

38 $i on Assdssin’s Creed® Origins in collaboration with Ubisoft Montreal.
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Opened in 2009 and acquired by Ubisoft in October 2013, Future Games of
London is a leading European smartphone and tablet game development
studio. In 8 years the studio has achieved over 475 million direct-to-
consumer downloads on iTunes, Google Play and Amazon. FGOL develops
and publishes original games for a worldwide audience, most notably the
Hungry Shark™ series which has been the Number 1 game in 48 countries.
Its classic title, Hungry Shark™ Evolution, is as popular as ever with a loyal
fan base of over 5M people. Its latest title, Hungry Shark™ World, achieved
10M downloads in the week following worldwide release. The studio has
launched its first VR game, Hungry Shark™ VR, on Daydream in mid-May
2017. Over a million people play Hungry Shark™ games every day.



In 2015 Longtqll Halifax jomed Ubisoft's intei‘natloncl network of studios with
a new name: Ubisoft Hcllfpx The studio is Ubisoft’s first North American
studio entirely specmhzed in mobile games and is comprised of a highly-

SkI"ed team of over 50 people The studlo recently cnnounced |ts first




Tower is announcing The Crew® 2, to be
mstalment of the franchise is taking tt . Ienge
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In April 2008, Ubisoft opened a studio in Kiev, Ukraine. Specialized
in bringing Ubisoft’s franchises to home computers, the studio has
worked on AAA projects such as Assassin’s Creed® Revelations,
Tom Clancy’s Ghost Recon Future Soldier®, Assassin’s Creed® lll,
Assassin's Creed® |V Black Flag®, Assassin's Creed® Unity, Far Cry®
4, Assassin’s Creed® Syndicate or Tom Clancy’s Rainbow Six® Siege.

In the last year, Ubisoft Kiev shipped the following titles for PC platforms:
Far Cry® Primal, Watch Dogs® 2, Steep™ and Trials® of the Blood
Dragon. The studio’s latest achievements include post-launch support
of Watch Dogs®2 in collaboration with Ubisoft Bucharest. Over the
past years, the teams have also been working closely with Massive
Entertainment for continuous delivery and support of Uplay PC.

Ubisoft Kiev is now focusing on new AAA titles, collaborating closely with
Montreal on the PC version of Assassin's Creed® Origins and Far Cry® 5.
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Turning 20 in 2017 Massive Entertainment hos gone a once small but o
" renowned studio to a major producer of AA bIockbusEeggcmes within the ™ b 2.3
" Ubisoft family:-Always looking to excel, th _| ,slonoté",dndscreatlve team-- g ;
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Creed® Revelations ahd played a major role on Far Cry Massive is dlse ¥ ‘,} "* 7
responsible for the development of the Uplay PC platform. Earhel; tl‘:}yeqﬁ,\ o %
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_into the largest UW ‘J ‘?;:,; :
studio worldwide wit e for the
development of many o ds ine ng For
Honor®, Far Cry®, To Assass eed®,
and Watch Dogs®. Tt ontreal is back with
the return of two of its'm¢ assin’s Creed® and
Far Cry®, which will be unv he names Assassin’s Creed®
Origins and Far Cry® 5. Finally, a brand new VR game, called
Transference™, merging storytelling and video games was pres ‘r"’ ‘
Transference™ has been a collaborative development effort betwe
Ubisoft Montreal’s FunHouse and Elijah Wood's production compe
SpectreVision founded with Daniel Noah and Josh C. Waller.
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in Paris ang’ comprising a highly talente
studio has’'won acclaim for the'q
offers oné of the best available onli
notchéd up 26 million registered players. Since then !
to werk tirelessly to offer user-generated content instruments throughthe -~
-diting-edge gaming network called ManiaPionet®; offering two great. 7~
games: TrackMania® and ShootMan 17
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UBISOFT
OSAKA

by Ubisoft in 2008. Since then, the studio built up a wealth of exje

developing for console, handheld, and mobile platforms. The studior

many successful titles, notably for the Petz® brand, and worked on games

a number of high profile partners including Tetris, Smurfs, and Disney Channe

Ubisoft Osaka is currently collaborating with the Ubisoft San Francisco studio
on the development of South Park™ The Fractured But Whole™ and the

Rocksmith® franchise. With an eye on the future, the studio continues to grow
in size with a focus on fostering its close working relationship with Ubisoft

San Francisco to develop upcoming AAA projects.




Founded in 2005, Ubisoft acquired the Paris-based free-to-play game studio
|n 201. W|th the highly successful Howrse® whlch boasts more than 60




UBISOFT PARIS (MOBILE)
J-Opened in 2013, the Paris mobile studio is a powerhouse of talent and expertise working on
- AAA mobile titles with high production values. The team leverages new technologies to create
' memorable gaming experiences on smartphones and tablets. The studio has developed the
standalone Assassin’s Creed® Pirates for smartphones and tablets which generated more than
22 million of downloads. In 2016, the studio partnered with the Peyo studio on Smurfs®: Epic Run,
the first runner ever developed for this franchise on mobile. More recently, Ubisoft Paris Mobile
developed City of Love: Paris™, an innovative title combining interactive storytelling and high-
quality character animations. The studio keeps focusing its efforts on operating and creating
further content for its live games in addition to working on other unannounced projects.
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UBISOFT
PHILIPPINES

In 2016, Ubisoft expanded its presence in Southeast Asia with Ubisoft
Philippines, the nation’s first major game studio. Located on the campus of De
La Salle University in Santa Rosa, the emerging Central Business District in the

South of Manila, the studio is ideally situated to benefit from the talent pool
of this young and dynamic country. Ramping up to 50 team members in its
first year, Ubisoft Philippines is developing a whole range of expertise, from
art and animation to programming and design. The teams collaborate closely
with Ubisoft Singapore and other studios to develop AAA console games.



Pune studio is proud to be the only fully integrated game studio'in Ind
The studio’s journey began in 2008 as a small studio with 35 team
members. Their passion for video games has driven the studio to grow
to a team of 600+ members now. The talents are united by their love for
gaming, and a passion to create games that engage, entertain, and enric
players’ lives. The studio works on developing HD and mobile games
and also hosts one of the biggest Quality Control teams in the grou

Ubisoft Pune’s portfolio includes Tom Clancy’s Splinter Cell® HD Trilogy fv
PSN, Prince of Persia® Classic (i0S) and Assassin’s Creed® Rearmed (iOS).
Ubisoft Pune has been contributing on multiple fronts in development of £
Just Dance® titles, as well as Steep™. On the mobile front the studio has
an established live-ops team working on Rayman® Adventure and
Trials® Frontier.




UBISOFT
QUEBEC

Founded in 2005, Ubisoft Quebec’s teams are united with the goal of
creating outstanding worlds. The studio is constantly growing, now
gathering together over 450 world-class talents. Involved in several key
Ubisoft franchises such as Prince of Persia®, Watch Dogs®, For Honor®
and Assassin's Creed®, the studio has developed cutting-edge expertise
in major AAA game development. After working on the Assassin's Creed®
brand since 2010 in close collaboration with the Montreal Studio, the team
successfully took leadership of the last installment of the franchise with the
release of Assassin’s Creed® Syndicate in 2015. New exciting unannounced
projects are on their way!
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Founded in 1996 by novelist Tom Clancy, current managing director
Steve Reid and thirteen developers, North Carolina-based Red Storm
Entertainment became a member of the Ubisoft family in 2000. With the

release of the award-winning Tom Clancy’s Rainbow Six® in 1998, Red .
Storm defined the tactical shooter genre and established the studio as an
industry leader. Its following breakthrough title, Tom Clancy’s Ghost Recon®,
set a new benchmark in online gaming and won numerous Game of the -
Year awards in 2001. Over the years, the studio has contributed to many
notable Ubisoft brands and more recently to industry best-selling new IP
Tom Clancy’s The Division®. Red Storm is now bringing almost 20 years of
multiplayer experience to Virtual Reality, focusing on Social VR games.

-In 2016, the studio launched Werewolves Within™, an around-the-campfire
game of social deduction, before recently releasing its first AAA VR game,
Star Trek™ Bridge Crew. For the first time, fans of the legendary franchise

are able to become the crew of a Federation starship with their friends.



REFLECTIONS

Reflections is a AAA game development studio based in Newcastle Upon
Tyne in the UK. Boasting a 33-year-old legacy, the studio has collaborated
with creative teams from other Ubisoft studios from around the world to
contribute to the creation of some of tfe industry’s most acclaimed AAA
games, the most recent of which include Tom Clancy’s The Division®,
Assassins Creed® Syndicate, Tom Clancy’s Ghost Recon® Wildlands, and
Woatch Dogs® 2. Beyond AAA game development, the studio prides itself
on nurturing creativity and innovation amongst its teams by dedicating
time and resource'to ground-breaking in-house projects, such as the
award-winning Grow Home™ and Grow Up series. With over 200 people
from 20 different countries working together on a range of exciting games,
Reflections is a studio that truly values diversity. The studio continues to look
for pioneering and passionate people to join the ranks, and help cement its
reputation as an industry-leading game creator.
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UBISOFT
SAN FRANCISCO

Opening its doors at Ubisoft's North American headquarters
in 2009, Ubisoft San Francisco developed Rocksmith® and
Rocksmith® 2014, teaching millions of people how to play

guitar and bass. With a song library of over 1,000 songs and the

addition of the iOS version, the Rocksmith® franchise continues

to expand. This year, the development studio is getting ready

to release South Park™: The Fractured But Whole™, an all-new
superhero RPG comedy experience, working side-by-side with

Trey Parker and Matt Stone and South Park Digital Studios.
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Through numerous
built a strong exper
dedicated to Art creation

franchises, including the

Division®, Tom Clancy's




UBISOFT
SINGAPORE

Since it set up shop in Singapore in 2008, the Singapore studio has
built a strong AAA expertise by contributing to all the Assassin’s
Creed® titles since Assassin's Creed® Il. It also innovated
within the franchise by being the studio behind the naval battle
gameplay and the water technology in Assassin’s Creed® lll and
Assassin's Creed® IV Black Flag®. In parallel, the studio also grew
its proficiency in the online space, by leading online, multiplayer
game, Tom Clancy’s Ghost Recon® Phantoms, operating it
as a Game as a service . This dual expertise in AAA and live
operations, combined with a passion for naval gameplay and a
desire to offer a fresh take on piracy, pushed the team to lead the
development of Skull and Bones™, announced at E3 in 2017.



ed in 2008, Ubisoft Sofia has developed @ rich portfolio,
g from casual to'action adventure games, and covering a
ane ‘'of platforms and technologies: Tom Clancy’s Ghost
Recon® Shadow Wars (3DS), Prince of Persia® Trilogy HD(PS3),
"""-u. Imagine® Fashion Designer (3DS), Prince of Persia® Classics (PSN),
Chessmaster® The Art of Learning (DS & PSP), and many more. The
- studio’s achievements also include the development of Assassin's
reed® lll Liberation for PS Vita and Assassin’s Creed® Liberation HD
~ for PSN, Xbox Live and PC, followed by the succ:!?sful collaboration
o ‘ ontreal and five other studios on'Assassin’s Creed® IV Black
d.m«,o . After Iecdlng the development of themlghly acclaimed by
- critics and gamers Assassin’s Creed® Rogue (PS3 & Xbox360),
s Ubisoft Sofia jshow bringing its expert‘tSe.to the creation of the
fcndmg new chcpter s@g:s Ci , in addition to worklng
~ on other excmng un nnou pro;ects
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Established in 2010, Ubisoft Toronto is a growing and diverse team on a
collective mission to create what'’s next in AAA open world games.
The studio announced its first new IP at E3 2017, Starlink: Battle for

Atlas™, an all-new, action-adventure game where players.assemble
customizable controller-mounted starships and launch into epic,
interplanetary adventures. The Toronto team isalso hard at work on
Far Cry 5 in collaboration with Ubisoft Montreal, The studio shipped
its first lead production, Tom Clancy’s Splinter Cell® Blacklist™, to
critical acclaim in 2013. Since then, the Toronto team has contributed
to multiple award-winning Ubisoft brands including: Assassin’s Creed®,
Far Cry®, Watch Dogs®, and For Honor®. Ubisoft Toronto was
honoured in 2017 as one of Canada’s Top 100 Employers for the second
consecutive year.






