The Ubisoft Story
The adventure begins in 1986. Excited by the budding world of multimedia, the five Guillemot brothers, originally from Brittany, band together and establish Ubisoft, a publishing and distribution company for educational and game software. At first, Ubisoft is a distributor for software created by the biggest names in America and Europe — such as LucasArts, Novalogic, Electronic Arts and Interplay — and records a string of successes for the PC, Amstrad, Atari and Amiga platforms.

1989-91: The Guillemot brothers quickly realize that this market is global in scope. They decide to expand beyond France, with distribution structures in Great Britain, Germany and the United States. 

1991–93: Still operating as a distributor, the company moves into the console market, dominated at the time by Nintendo and Sega.

1994-95: The company continues to grow internationally, expanding its distribution network to Spain, Japan, and Italy. The Guillemot brothers then adopt their winning business model: in-house production of game software. They found the first Ubisoft production studio in France, along with a second one in Romania, and create Rayman®, the legless, armless star of an action-adventure game that becomes the biggest-selling French multimedia game in the world with over 15 million units sold.
1996: To fuel its growth, Ubisoft goes public, trading on the Second Marché of the Paris Stock Exchange.

1997-98: Ubisoft boosts its production and distribution capacity with new studios in China, Canada, Morocco, the United States, Spain, and Italy. Distribution subsidiaries are established in Australia, the Netherlands, Belgium, and Denmark. 

1999: The company's performance wins it the trust of the biggest names in entertainment, resulting in licensing agreements with Warner Brothers and Disney, among others.

2000: Sony Online Entertainment soon also recognizes Ubisoft's expertise and know-how. The two firms sign a European partnership agreement for the distribution of Everquest®, a massively multiplayer online (MMO) game. But even more importantly for Ubisoft, the new millennium is also the time for consolidation of its group of companies. Trading is transferred to the Premier Marché of the Paris Stock Exchange. This same year, Ubisoft's external development strategy moves into high gear, as the company strengthens its position on the North American market through the acquisition of the celebrated studio Redstorm, creator of the prestigious Tom Clancy's Rainbow Six® brand. The company also purchases another US studio, Sinister Games, and acquires Grolier Interactive in England, as well as the distribution companies 3D Planet in Italy and Gamebusters in Austria. 

2001: Ubisoft continues its expansion, purchasing Blue Byte studio in Germany as well as Games Studio, the videogames division of The Learning Company. Ubisoft's catalog now includes epic video game brands such as Prince of Persia®, Myst®, Settlers®, Scrabble®, Chessmaster®, and more.

Ubisoft, sensing the growing importance of the Internet as the new gaming platform, launches an online gaming division with its portal www.ubi.com.

2002-03: Ubisoft's strategy pays off. Not only are its studios creating high-quality and incredibly innovative games, but the company is also developing strong, prominent brands that enhance both its value and its staying power.

These years are also a period of transition toward a new generation of consoles; This is another important moment for the positioning of the company, which plays a part in the commercial success of the Xbox by bringing out an exclusive Xbox title, Tom Clancy's Splinter Cell®. The game earns critical acclaim and a new brand is born, selling more than 9.6 million copies. 

2003-04: Ubisoft unveils its new logo and announces the sale of its 100,000,000th game since the company's creation. This is also Ubisoft's year in the sun: the company receives a host of awards for Tom Clancy’s Splinter Cell®, Prince of Persia: The Sands of Time™, Far Cry™, Beyond Good & Evil™, XIII and Tom Clancy’s Rainbow Six® 3. Ubisoft relaunches its acquisition strategy and two new studios enter the Ubisoft fold: Tiwak in France and Wolfpack in the United States. Partnerships with Microsoft and Sony result in exclusive agreements for Playstation 2 and Xbox, respectively. The company also strengthens its presence in the booming MMO market with the launch of Shadowbane® and the signature of a European publishing agreement for Everquest® II and Lords of Everquest®.

In 2004, Ubisoft is the third largest software publisher in Europe and the seventh* largest in the United States. The company has 2,600 permanent employees in 21 countries and distributes its games in 55 countries. Its 13 development studios around the world make it the second largest production force worldwide. 

Ubisoft's goal is to continue to create strong brands based on innovative games that show the company's full creative power. 
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