


UBISOFT
ABU DHABI

s’

Opened in 2011, Ubisoft Abu Dhabi is one of the first major video
game studios based in the United Arab Emirates capital. The
studio is focused on bringing to market'successful mobile games
for a worldwide audience. Ubisoft Abu Dhabi has more than 60
talents and plans to grow to 100 within the next three to five years.
Since 2014, the studio hasreleased successful titles such as CSI:
Hidden Crimes™, which was played by over 30 million players.

With the acquisition of the social massive multiplayer Free-to-Play
game Growtopia® in February 2017, Ubisoft Abu Dhabi oversees the
title's live operations and manages its highly engaged community
of 35+ million registered users. The team is focusing its efforts on
creating additional content for its live games, strengthening player
engagement as well as working on other unannounced projects.
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Ubisoft Annecy was established in 1996, and it now welcomes a dynamic,
international team, with 20% of its workforce coming from abroad.

The studio developed its online and multiplayer expertise among different
games, especially on the Tom Clancy’s Splinter Cell® franchise. The studio
was then trusted to develop The Assassin's Creed® brand multiplayer
before setting the bar even higher with Assassin’s Creed® |V Black Flag®.
Ubisoft Annecy collaborated on Assassin's Creed® Unity and Assassin's
Creed® Syndicate while contributing to the shipping of The Crew®.

More recently, the team collaborated with Massive Entertainment
on Tom Clancy’s The Division® and continues its involvement
in the game, which has reached more than 35 million players
worldwide. Simultaneously, the teams also worked on Tom Clancy’s
Ghost Recon® Wildlands in association with Ubisoft Paris.

As an invaluable partner studio, Ubisoft Annecy led its own project
with Steep®, in collaboration with Ubisoft Kiev, Ubisoft Belgrade,
Ubisoft Montpellier, and Ubisoft Pune. The team worked in partnership
with the International Olympic Committee on the extension Road to
the Olympics, released in December 2017, and with the X GAMES
organization for the latest DLC released in October 2018.

- 2019 was a big year for the studio. Steep® reached a community of
almost 15 million players and Ubisoft Annecy continued its collaborati O|
 Massive Entertainment to release Tom Clancy’s The Division
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UBISOFT

BARCELONA
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Established in 1998, Ubisoft Barcelona has worked on a broad spectrum fL /

of games, ranging from racing to platform games. Building on its diversity
of expertise and innovative DNA, the studiéhas also generated@ @
collaboration culture as they work with other Ubisoft studios ocro%% .
world. During the recent years, the studic worked on beloved Ubi &, -
franchises such as Tom Clancy’s Ghost Recon®, Assassin’s Creed®, Tom \
Clancy’s Rainbow Six® Siege and Star Trek™: Bridge Crew on VR. The
studio recently released the Remaster of Assassin’s Creed® 3 and is
currently working on several projects such as Assassin’s Creed® Valhallg,
Tom Clancy’s Rainbow Six® Siege Live Game, Beyond Good and Evil™
2, Tom Clancy’s The Division® 2 and another unannounced AAA title.
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UBISOFT BARCELONA (MOBILE)
n as Digita Chocolate Microjocs Studio, the 70+ strong
m opened in : 2002 and was acquired by Ubisoft .
‘ -ologles and brands. The o
s and released many
y Life® played by more than 50 million gamers.

In 2018, the studio launched Mlgﬁ & Magic®: Elemental Guardians, a fast-
paced strategy RPG based on the medieval fantasy realm of Might & Magic
as well as Hungry Dragon™, an action-arcade game coming from the Hungry

franchise. Ubisoft Barcelona focuses its efforts on operating and creating
further content for its live games in addition to other unannounced projects.



knowledge cmd inspiring talented and mo*tlvcte
Ubisoft family. In the past year, their teamhas grown sugnlﬁcqn’d-y These
new additions have diversified their expertise, as well as their job families.
The main departments in the Belgrade studionow include Programming,
Design, Art, and Development testing. They have contributed to major
AAA games like Tom Clancy’s Ghost Recon® Wildlands, Steep® and
.*“"- WeIIST-C ’s ( ik
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_UBISOFT
"BERLIN

Ubisoft Berlin openedin early 2018 with a focus on co—development'.f":*
of big Ubisoft brands, including Far Cry® 6, the next game in the
award-winning action series. The cosmopolitan team at Ubisoft Berlin
is dedicated to delivering inspiring and meaningful game experiences
that will empower players and make them feel part of the Far Cry
community to make it “the place to be” for fans of open-world shooters.
Ubisoft Berlin is part of the Ubisoft Blue Byte studio network.
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- BLUE
'MAMMOTH
~ GAMES

Founded in 2009 and acquired by Ubisoft in 2018, Blue Mammoth Games
is a development studio based in Atlanta, Georgia. The experienced
team specidalizes in online multiplayer games with large player bases.

Blue Mammoth develops Bﬁwlhalla@, a Free-To-Play fighting game with
cross-play on all platforms. Brawlhalla has over 40 million players and is
currently the most played fighting game on Stegm. The Brawlhalla® World

Championship will take place at DreamHack Atlanta later this year.
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UBISG&T—
RDEAUX

ounded in 2017 in one of the most attractive
Bordeaux is working on some of the best AAA games o




The Romanian adventure begqn 28 yeors ogo when the- group B e
estdbllshed its first studio outside of France, in Buchcrest Ithas. === e Wl
become the 2" biggest Ubisoft studio, with a-team of 1800+ talents. = '
With a track record in co-productions with other Ubisoft studios on
major AAA titles, the team in Bucharest has collaborated on brands
like Tom Clancy’s Ghost Recon®, Just Dance®, Assassin's Creed®_and
Woatch Dogs®. Ubisoft Bucharest’s latest released projects are Tom
Clancy’s Ghost Recon® Breakpoint'and Assassin's Creed® Odyssey.
Today, the studio continues to tackle the,biggest challenges in
gaming and technology. Thanks to the cutting-edge expertise
acquired in AAA game development, Ubisoft Bucharest is leading
its first project and at the same time collaborates with other
Ubisoft studios on Watch Dogs® Legion, Tom Clancy’s Rainbow
Six® Quarantine and Gods & Monsters™ (Provisional title).




Established in 2008, Ubisoft Chengdu is one of the key game studios
in western China, with a full-fledged production center of over 400
talents contributing to Ubisoft’s line-up. The studio has a strong track
ot record of co-development on Ubisoft’s biggest brands such as Assassin’s
Creed®, Skull and Bones™ and For Honor®, as well as developing casual
games such as Rabbids party game and bringing hit titles to Switch.

Meanwhile, Chengdu Studio’s Technology teams are pioneers
in cutting-edge technology, driving Ubisoft’s “Games As A
Service (GAAS)" ethos, and developing products that empower
production teams in data-driven decisions and processes.




Opened in 2020, Ubisoft Da Nang is the company’s first studio in
Vietnam. Located in a regional hotbed of tech and culture, the
studio is dedicated to developing “instant games” for social media
platforms, inspired by Ubisoft worlds. This new playstyle has seen
extensive growth, with millions of daily users worldwide.

Ubisoft Da Nang is continuing to expand its multicultural team, which will
work on three upcoming projects, including an unannounced mobile project.
The studio is also collaborating with Ubisoft teams around the world to
bring the company’s hit mobile games to new platforms and markets.
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FUTURE GAMES

Opened in 2009 and acquired by Ubisoft in October 2013, Future Games
of London (FGOL) is a leading European smartphone and tablet game
development studio. Since opening the studio has achieved over 800
million direct-to-consumer downloads on mobile app stores across
platforms, as well as Switch, PlayStation and Xbox consoles. FGOL
develops and publishes original games for a worldwide audience,
most notably the Hungry Shark® series which is celebrating its 10"
anniversary in 2020. The games in this series have topped the charts in
over 100 countries. The latest title in the series, Hungry Shark® World,
achieved 10M downloads in the week following worldwide release
and has amassed 150M more downloads since then. In the summer
of 2018, the studio brought Hungry Shark® to the current generation
of consoles, allowing players to go underwater from their living room.
In 2019 the ever expanding Hungry Shark® brand took the dive into
children’s literature with a range of books, and there’s plenty more
exciting licensing and brand projects to look out for on the horizon.

Future Games of London keeps operating and creating
further content for its live games while working on
other unannounced forward-thinking projects.



GREEN PANDA
GAMES

Founded in 2013 and based in Paris, Green Panda Games develops and y
publishes games in the idle genre. Boasting a highly-talented 120-person \1‘%
team, Green Panda Games has launched more than 55 games since :
its creation, downloaded by some 185 million players worldwide. Many .
of its games have been instant hits, such as Bee Factory, Sushi Bar, ‘ ® e 72
Terrarium and more recently Mining Inc. Green Panda Games has a £ ; v
sharp editorial vision in the idle games segment, data-based iterative




Ubisoft Halifax is currently worklng on Asscssms Creed® Rebelllon
aunique spm on the prqur frcmchlse and the ﬁrst appeqrance

The studio also takes part in many local initiatives to grow
the community of game developers in Atlantic Canada, as
well as make the industry more inclusive and diverse
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| r@d "'d_rrving game
realistic recreatlon of the Uni ed tates. In 2018, Ubiso
released The Crew® 2 tqktng the challenge to
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KETCHAPP

Created in 2014, Ketchapp is a leading publisher of Free-To-Play games
for mobile and tablets. Acquired in 2016 by Ubisoft, Ketchapp focuses on
creating fun and accessible gameplay experiences, and the engagement
of a collective community of millions of players. Since Ketchapp's creation,

the company displays a wide and ever-growing portfolio in the hyper-
casual segment with over 1.76 billion downloads to date. The team at
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Founded in 2016 and acquired by Ublséﬁ 26f0 Kohbrvﬁﬁm S |

leading developer of “idle” games, with e ?lve emn«:.e II}}LI €
and the mobile free-to-play space. The studio’s f pgome.,' o[

Miner Tycoon” has been downloaded by th'cm 20 million playe
worldwide. Based in Berlin, the 100-per % eo;fague’s’to eaepl&
and innovate the idle games genre. Slnpe'lofuﬂrgh'ln 2016, they have
released more than 170 content update Mne,[ Tycoon, h';.os
based on feedback from the player comn f d ﬁwe-be!’come glo
f the games as a service qu ggh ameievélogm_
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UbISVUF |
KYIV

Ubisoft Kyiv studio has been in the Game Development playground
for over a decade and is one of the biggest Ubisoft studios with a
strong expertise in bringing Ubisoft’s franchises to PCs, and growing
experience on all platforms including mobile. The studio collaborated
over the years on numerous franchises such as Tom Clancy’s Ghost
Recon®, Assassin’s Creed®, Far Cry®, Watch Dogs®, Trials® and
others. The Quality Control department launched in 2016 has proven to
be areliable partner for Ubisoft studios worldwide, taking over testing
of world-known blockbusters. Currently Ubisoft Kyiv collaborates
on Assassin’s Creed® Valhalla, Watch Dogs® Legion, Rainbow Six®
Siege, Gods and Monsters™ (provisional title) and Far Cry® 6.
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: p With last year's release of Tom Clancy’s The Division® 2, ﬁ’weﬁfﬁ}y
- the'studio’s proprietary game engine Snowdrop, Massive cont’rypgsf
to'push the Ilﬁtnts for what is technologically possible. Massive is also - 3
$ e the home bcse of Uplqy, Ubisoft's dlgltnglstrlbutlon plotform. 1

iy LA 5 . ;
- : : In 2017 it was announced that Massive is qudlng the development. & -
: : of anew cu'l:tlng edge game set on the beautiful and dangerous >
e moon fro‘m’James Cameron’s prominent Avato;TM ﬁIm franchise.

il The studlos goal has always been - and stilli is - tatcroft
i;“_",- . the finest gaming experiences for all ployers,‘
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| : 8 :
With more than 4,000 er bisoft Montreal is the company
largest studio and the largest video game production studio in
the world. Its teams have developed more than a hundﬁcmes
and work on live operations for some of Ubisoft’s biggest titles and
franchises, including Assassin's Creed®, Tom Clancy’s Rainbow
Six® Siege, Far Cry®, Watch Dogs® and For Honor®.

-l

This year, during the first edition of Ubisoft Forward, Ubisoft Montre :

presented Hyper Scape®, a brand-new Battle Royale game, as wellas
Far Cry® 6, the latest installment in the beloved franchise. Its teams

also worked on the much-anticipated Assassin's Creed® Valhalla and
Watch Dogs® Legion games, which were showcased at the event.

- _._}




P City W|th a creative talent pool tﬁq tudlo ﬁts perfectl§ W|th the Ubisoft
o DNA Ublsoft Mumbai heis owﬁ' quiokTy. and will soonhave 100 employees
working on exmtmggr‘o;e Tbe studio has a f,uII ﬂedged AAA pr»oducfhon
‘team, focusmgoﬁ co- deve}/gﬁment of AAA, UbISOft t|t|es Ub|so' '»‘Mumbcn 7
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Control department in November 2019. Ubisoft Ode,ser‘ con tribut
to Tom Clancy’s Ghost Recon® Breakpoint and Tn&s,g,’;@?
is now collaborating on Gods and Mons (,prov title),

Bes as well as post-launch of Tom CImcy;sﬁ”gost;Reé‘oﬁ@ Breakpoint. : % g
Odesa studio a part of the E ter -Eéﬁqgeem Hub (Bucharest, s N
Belgrade and Kyiv) and hq pécome a'strong player in the region. "\!\ S\




UBISOFT
OSAKA

was acquired by Ubisoft in 2008. Since then, the studio built
wealth of experience developing for console, handheld, and ma

platforms. The studio released many successful titles, notably for®s
the Petz® brand, and worked on games for a number of high profile

partners including Tetris®, The Smurfs™, and The Disney Channel.
Ubisoft Osaka collaborated 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.

L b5 ‘_.‘q".'vgli. o ﬁ/. ﬁiﬁﬂi i 4 |







as witn : W ofﬁé Jbis ft s pdlo
28 -yg@;ﬁ'ﬁhth mofé than 700 creati e/mirids and
_ in Paris, it'is responSIble for the creation of
ft's most iconic brands such ds‘%he worldwide dance
e pl enomen Ti Just Dance®, which has ‘already sold over 75
~ million coples and celebmted its 10" anniversary last year. The studio P
. portfolio exte s‘fdver seyeral geperatlongo?cdnsoles andincludes -~ = ,u,
some,..l;,la iSOl most successful brands, from the-acclaimed Tom
Cfon;zﬂ -"]aost Recon® series to The Rabbids® and Watch Dogs®.
&

d‘st_year the studlo released the latest episode of Ubisoft’s military
nooter franchise, Tom Clancy’s Ghost Recon® Breakpoint, as well as Just

| :once® 2020, which was launched on Google Stadia for the first time.
Ubisoft Paris‘also worked with Ubisoft Toronto and other studios from the

- company s‘'global network on Watch Dogs® Legion, to be released in 2020.

UBISOFT PARIS (MOBILE)

7 Opened in 2013, the Ubisoft Paris Mobile studio is a powerhouse of talent
and expertise working on AAA mobile titles with high production values
in narrative, gameplay and artistic direction. The studio developed
the standalone Assassin’s Creed® Pirates, and City Of Love: Paris™,
a twisting adventure mixing romance and old mysteries, both titles
have been Editor Choice awarded. With a focus on building arenas for
welcoming countless player adventures, the studio recently released
“The Mighty Quest For Epic Loot®", a colorful and thrilling Action-
RPG with over 8M downloads; and Might & Magic®: Chess Royale,
the first Auto-battler and Battle Royale cross platform on the market.
The studio is currently working on other unannounced projects.



UBISOFT
PHILIPPINES

In 2016, Ubisoft Philippines opened as the first and only AAA game
development studio in the country. Since then, the studio has grown
to 150 professionals, co-developing the following flagship franchises:
Assassin’s Creed® Valhalla, Assassin's Creed® Odyssey, Assassin’s Creed®
Origins, Assassin's Creed® lll Remaster, Assassin’s Creed® Liberation
on Nintendo Switch; Skull & Bones™, For Honor®, and The Crew® 2.

Through partnerships with academic institutions and active
involvement in community events, Ubisoft Philippines continues
to grow the game development industry in South East Asia.




2020 marks the 12* year of Ubisoft’s presence in India. Ubisoft Pune is'c
of the most creative and largest video game studios in India. With a tear
of 1000+ talents, Ubisoft Pune is growing both in numbers and in expertise.
Over the years, the studio also became the second largest Quality Control
department within the Ubisoft group. The studio includes the latest

technology and innovation in its processes to foster the quality of its game
The QC teams work in synergy and manage various testing cycles, incl
mobile and console functionality testing, compatibility and compliance.

The studio also houses a fully integrated production team working on
co-development of several AAA Ubisoft titles. Ubisoft Pune takes pride y
in its diverse workforce and is committed to enriching players’ lives.

.
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UBISOFT
QUEBEC

Strengthened by 500 talented, innovative and passionate creators,
Ubisoft Quebec keeps on growing and continues to rise. Founded
in 2005, the studio has been involved in several key Ubisoft
franchises over the years, developing cutting-edge expertise in
major AAA game development. After leading last year’s critically
acclaimed Assassin’s Creed® Odyssey, the team is back at E3 to
unveil Gods & Monsters™ (provisional title), a storybook adventure
about a forgotten hero on a quest to save the Greek gods.




Founded back in 2000-and acqwred by Ublsoft in 2011 the Helsinki-
based Ubisoft Redlfyrfx currently employs 150+ fun-loving professionals
of 20+ nationalitiestUniquely, the Finnish'studio has both console/
PC and mobile game development under one roof. RedLynx is
known for on-point gameplay, working closely with the:community
and supparting user-generated content in a major way.

The studio has a track record of over 100 games, developed
on all major gaming platforms, but is best known for its award-
winning physics-based racing series, Trials®. In 2014, Trials
Frontier brought the series to mobile platforms for the firsttime,-
and since then, it has reached over 80 million downloads.

In 2017 the team released South Park™: Phone Destroyer™, which wcd" ‘
developed in collaboration with South Park Digital Studios. The action-
packed game combines real-time strategy and collectible cards. In2019

|n partnershlp W|tb.Ub|soft Kiev, RedLynx releosed TI’IG|S® Rising, the

i Jpg to moji;r VAVAVAY gomes and was proud to
|$|on 2's ¢oogle Stadia release earlier this
npther bisoft studio, Massive Entertainment.
tei’;m |§‘f@ using ﬁts efforts’on creating
4ot |55-+|.ve ggmes strengthemng player
) lﬁ on excmng uncmnounced projects.
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RED STOR

& .
Founded in 1996 by novelist Tom Clancy, managing director Steve Reid and

seventeen 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 since, the studio has contributed
_to the development of notable Ubisoft brands such as Rocksmith®,
Far Cry®, and the best-selling IP Tom Clancy’s The Division®. Most .
recently, Red Storm contributed to Tom Clancy’s The Division® 2.



REFLECTIONS

Ubisoft Reflections is a world-leading, multicultural AAA game development
studio based in Newcastle upon Tyne boasting a 35-year legacy in the
*games industry. The studio has a decorated history of global collaboration
with creative teams from several Ubisoft studios on some of the industry’s
most acclaimed AAA games, the most recent of which include Tom Clancy’s
The Division® 2, Far Cry® 5, Assassins Creed® Syndicate, Tom Clancy’s
Ghost Recon® Wildlands, Watch Dogs® 2 and Starlink: Battle for Atlas®.

Beyond AAA game development, the studio prides itself on nurturing
creativity and innovation amongst its teams having dedicated time
and resources.to ground-breaking in-house projects and initiatives,

such as the award-winning Grow Home® and Grow Up series as
well as the Ubisoft Gaming School, which now operates globally.

With nearly 240 people comprised of over 20 nationalities, Ubisoft
Reflections continues to build teams of passionate people to work
on leading franchises, and other unannounced AAA projects.






UBISOFT
SAN FRANCISCO

Home to the North American Ubisoft headquarters since 1996, Ubisoft San
Francisco opened its development studio in 2009 and since developed
Rocksmith® and Rocksmith® 2014, to teach millions of people how
to play guitar and bass. With a song library of over 1,500 songs and
9 years of support the Rocksmith franchise helped millions of players
around the world on their musical journey. In 2017, the studio released
the critically acclaimed South Park™: The Fractured But Whole™,
in collaboration with Trey Parker, Matt Stone, and South Park Digital
Studios. The studio is currently working on two unannounced projects.
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UBISOFT
SINGAPORE

Since opening its doors in 2008, Ubisoft Singapore has become the biggest
AAA game development studio in Southeast Asia. The 400-strong studio is
home to 35+ different nationalities focused on delivering ambitious gaming
experiences to our players. Ubisoft Singapore has been contributing to all
the Assassin’s Creed® titles since Assassin’s Creed® Il. It innovated within
the franchise as the studio behind the naval battle gameplay and water
technology in Assassin’s Creed® lll, Assassin’s Creed® |V Black Flag®
and most recently in Assassin's Creed® Valhalla. Its expertise in AAA and
live operations, combined with a passion for naval gameplay, pushed the
team to lead the development of Skull and Bones™ revealed at E3 in 2017.



Jio. eased more
es, ranging from small’castal’te-bigropen:- —world games, |
i, i vering awide range of plat?@rms & technologies The
aivifis ' has brought its expertise and ¢ creativity into brands such
9Ioncy 's®, Prince of Persia®, and Assassin’s Creed®.
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or more than eight years Ubisoft Sofiarhas beena key contributor to the f

~ Assassin's Creed® franchise, taking a significantpart in the development -
yoth Assassin's Creed® Black Flag® and Assassin’s Creed® Origins,
oleodlng the creation of Assassps Creed® Li erqtlon Assassin s;
) Rogue, and the mythology: DLC “The Curse _,t'lpP_hﬂraohs" of
's Creed® Origins. Most recently , Ubisoft Sofi :
studio to the creatlon ICY'S
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Established in 2010, Ubisoft Toronte.is a growing and diverse team on a \
collective mission to create what is‘next in games. Announced at Ubisoft
Forward, the Toronto team is leading Far Cry®.6, the next game in the
award-winning series, where players plunge intora modern-day guerrilla
revolution to tear down Anton Castillo, a twisted president brought to life
by Giancarlo Esposito. Ubisoft Toronto is also lead studio on the production
of Watch Dogs® Legion. Releasing in Fall 2020, players recruit anyone they
see in the open world to join their DedSec resistance to fight back against
the emergence of an authoritarian regime in Jﬁ%nql near-future London.

Ubisoft Toronto has contributed to the suceess of award-
winning Ubisoft brands including: Assassin’s Creed®, Far Cry®,
For Honor™, Tom Clancy's Splinter Cell®, and Watch Dogs®.
In 2018, Ubisoft Toronto created its first new IP, Starlink: Battle
for Atlas®. The studio shipped its first lead production, Tom
Clancy'’s Splinter Cell® Blacklist™, to critical acclaim in 2013.

Ubisoft Toronto is one of Canada’s Top 100 Employers for Young
People and Gameslndustry.biz Best Developer of Show at E3 2019.



UBISOFT
WINNIPEG

Ubisoft Winnipeg is a technology studio with a unique mission: develop
new technologies that will change the way we build video games
worlds. It is the only Ubisoft studio focused on exploring the unknown
to develop technology that empowers game creators - at all Ubisoft
Canadian studios - to build even better, more immersive worlds across
our major brands such as Far Cry®, Assassin's Creed®, Watch Dogs®
and other unannounced projects. This vanguard studio is home to
passionate innovators who create leading-edge technology in one
of Canada’s top cities for game and tech development talent.



1492
STUDI

1492 Studio was founded in 2014 and acquired by Ubisoft in 2018, the
studio creates successful interactive stories in the visual novel genre to
feed the Is It Love? series. With more than 15 mobile apps - generating
close to 60 million downloads to date, the 1492 Studio games offer
players the chance to travel to new dimensions, in worlds full of
intrigues, suspense, and romance. The studio continues to operate
its live games by creating further content and animating a strong
community of fans while working on other unannounced projects.






