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OVERVIEW OF THE VIDEO GAME SECTOR

Part I
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The fastest growing entertainment sector
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Å$50 billion USD by 2010

Å15% Average Annual Growth



Todayªs Gamer



UBISOFT: SHAPING THE ENTERTAINMENT OF TOMORROW, TODAY

Part II



UBISOFT AT A GLANCE

A leading producer, publisher and 

distributor of interactive entertainment 

products worldwide since 1986.

Ý4th independent publisher worldwide





18 MULTIMILLION 
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Creating games (1/2)

CONCEPTION PRE-PRODUCTION PRODUCTION



Creating games (2/ 2)

=> VIDEO

Video game development is all about creating good content. 

And good content depends on 3 key factors: 

o Accessibility

o Strong story-telling

o Fun 

Good games also depend on Talented Teams. 

Many different profiles and skills are needed to make video 

games, including Engineers, Artists & 

Designers. 



OUR STUDIO GROWTH MODEL

1. Ubisoft opens a new studio with local 

support and hires local talent

2. Ubisoft establishes partnerships with local 

universities to develop young talents 

3. The activity attracts other related companies to the region 

=> A new local industry based on highly 

skilled labor is born.



UBISOFT IN QUEBEC: 
A CASE STUDY (1/2)

1.  Start-up phase: 

Å1996: the government of Quebec introduces a tax break for the 

multimedia sector.

Å1997: Ubisoft establishes its Montreal studio and spends approximately 

40% of its new recruitsô salaries on training the first three years.

2.  Development phase:

ÅGovernment continues to grant aggressive tax breaks

Å2003-2006: Competitors like EA and Eidos start to move in

ÅUbisoft develops partnerships with local universities and opens its very 

own Campus to train future recruits

3.  Growth phase:

Å+50 companies in the sector, employing +5000 people 

ÅLocal universities now offer specialized programs

ÅA new agreement signed with government until 2015



UBISOFT IN QUEBEC: 
A CASE STUDY (2/ 2)

Today Quebec is the second largest 

gaming cluster in the world.  

2 Key Success Factors: 

1. Long-term cooperation with the local government:

2. Talented people & local universities willing to help these 

talents develop their skills




