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CHAPTER 01

Company data




Annual sales generated by Ubisoft from fiscal year 2004-05 to 2022-23 (in
million euros)

Ubisoft annual net sales as of FY 2022-23
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gs:igilﬁtmz:LI:;t];E;c;L};;aQerJ)él;Zéé\gxcrz)iﬁr;;nfcéitirilre\ l:]/lqgjrg:ti/o;?é;:é)sisroef\t/egﬁ:eesrztfetdh;.23briélliqot'n euros in sales. In the previous year, approximately 85 percent of Ubisoft's sales were attributed to the digital format, amounting to approximately 1.48 billion euros. Sta t i sta E

Note(s): Worldwide; April 2004 to March 2023; IFRS until 2017-18, IFRS 15 as of 2018-19; the company's fiscal year ends March 31; *The Group applied the new revenue standard, IFRS 15, for the first time in its consolidated financial statements for [...]
Source(s): Ubisoft


http://www.statista.com/statistics/328291/ubisoft-annual-sales
http://www.statista.com/statistics/328291/ubisoft-annual-sales

Annual sales generated by Ubisoft as of fiscal year 2022-2023, by segment
(in million euros)

Ubisoft annual net sales as of FY 2022-23, by segment

B Digital EPhysical sales [ Services MLicenses

Sales in million euros

2020-21 2021-22 2022-23

L]
Description: In the fiscal year 2022-23, which ended in March 2023, French video game developer Ubisoft generated over 1.56 billion euros in net revenue via digital gaming sales. The digital gaming segment accounted for 86 percent of total net sales. Physical sales sta t I sta r
came in second, with 138 million euros. Read more J
Note(s): Worldwide; 2020-21 to 2022-23; fiscal year ends on March 31

Source(s): Ubisoft


http://www.statista.com/statistics/1423234/sales-of-ubisoft-by-segment-worldwide

Annual sales generated by Ubisoft as of fiscal year 2022-2023, by region (in
million euros)

Ubisoft annual net sales as of FY 2022-23, by region

H2020-21 W2021-22 [2022-23

Sales in million euros

Europe North America Rest of world

-
Description: In the fiscal year 2022-23, which ended in March 2023, French video game developer Ubisoft generated over 875 million U.S. dollars in net bookings in North America. In total, Ubisoft's global sales have grown slightly within the last few years, reaching two sta t I sta r
billion euros for the first time in 2019. J
Note(s): Worldwide; 2020-21 to 2022-23; fiscal year ends March 31; net bookings

Source(s): Ubisoft


http://www.statista.com/statistics/269673/sales-of-ubisoft-by-region-worldwide

Distribution of net bookings generated by Ubisoft from fiscal year 2015-16
to 2022-23, by platform

Ubisoft global bookings distribution as of FY 2022-23, by platform

B Consoles EPC Mobile B Others BMPS4 & PS5 Xbox One & Xbox Series X/S M Nintendo Switch M Xbox 360, PS3, Wii, WiiU

Share of bookings

2015-16 2016-17 2017-18 2018-19 2019-20 2020-21 2021-22 2022-23

L]
Description: In the fiscal year 2022-23, which ended in March 2023, 40 percent of Ubisoft's sales net bookings were generated through gaming consoles. In total, Ubisoft's global sales have declined slightly within the last few year, down from two billion euros for the sta t I sta r
first time in 2019. J

Note(s): Worldwide; April 2015 to March 2023; only currently sold platforms are shown; financial year ends on March 31st
Source(s): Ubisoft


http://www.statista.com/statistics/269679/breakdown-of-ubisoft-sales-by-platform

Net bookings generated by Ubisoft worldwide from fiscal year 2017-18 to
2022-23, by type (in million euros)

Ubisoft global net bookings as of FY 2022-23, by type

Digital net bookings PRI net bookings Back-catalog net bookings
2017-18 1004.7 482.5 826
2018-19 1396.6 644 1147
2019-20 1261.3 702.4 1115.8
2020-21 1609 780 1288.4
2021-22 1665.7 812.8 1426.5
2022-23 1485.2 1002.3 1004

o] e ety 222222 momin g o 252, e s bl et oo bl uros 1 e kg o bk colgue sl it s sl ng i oo s kg el pladrn statista s

Note(s): Worldwide; April 2017 to March 2023; net bookings corresponds to historical sales (i.e. sales excluding the impacts of the application of IFRS15)
Source(s): Ubisoft


http://www.statista.com/statistics/1204215/ubisoft-global-net-bookings-by-quarter-channel

Share of net bookings generated by Ubisoft worldwide from fiscal year
2017-18 to 2022-23, by type

Ubisoft global net bookings share as of FY 2010-2023, by type

Digital net bookings PRI net bookings Back-catalog net bookings
2016-17 50% 20.8% 44.5%
2017-18 58% 28% 47.6%
2018-19 68.8% 31.8% 56.5%
2019-20 82.2% 45.8% 72.7%
2020-21 71.8% 34.8% 57.5%
2021-22 78.3% 38.2% 67%
2022-23 85.4% 57.6% 57.7%
Deseription: In the fiscal year 2022-23 (12 months ending March 2023), French gaming publisher Ubisoft generated more than 57 percent of net bookings via back-catalogue sales. Ubisoft owns several long-running video game series including the multi-platform st a t i st a 5

franchises Assassin's Creed, Far Cry, Just Dance, Tom Clancy's, and Watch Dogs. In total, digital sales accounted for over 85 percent of net bookings for the measured fiscal period. Read more
Note(s): Worldwide; April 2016 to March 2023; net bookings corresponds to historical sales (i.e. sales excluding the impacts of the application of IFRS15)
Source(s): Ubisoft


http://www.statista.com/statistics/1204248/ubisofts-global-net-bookings-by-quarter-channel

Annual net income generated by Ubisoft from fiscal year 2004-05 to 2022-
23 (in million euros)

Ubisoft annual net income as of FY 2022-23
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10I Description: In the financial year 2022-23, which ended in March 2023, French video game producer Ubisoft reported a net loss of 494.7 million euros, down from a net income of over 79.5 million euros in the previous year. Read more r
Note(s): Worldwide; April 2004 to March 2023; financial year ends on March 31st; consolidated net income J
Source(s): Ubisoft


http://www.statista.com/statistics/328303/ubisoft-net-income
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Note(s): Worldwide; October 1, 2010 to September 30, 2023; IFRS 15 sales

Source(s): Ubisoft

and September 2023. Read more

11 I Description: In the second quarter of the fiscal year 2023-24 (ending September 2023), French gaming publisher Ubisoft generated 547.1 million euros in revenue. The company released major new titles, Assassin’s Creed Mirage and the The Crew Motorfest in October


http://www.statista.com/statistics/269676/ubisofts-global-revenue-by-quarter

Net bookings %enerated by Ubisoft worldwide as of 1st quarter 2023-24,
|

by type (in million euros)

Ubisoft global net bookings as of Q1 2023-24, by type

Digital net bookings

2019-20 Q3
2020-21 Q1
2020-21 Q3
2021-22 Q1
2021-22 Q3
2022-23 Q1
2022-23 Q3
2023-24 Q1

Description: In the first quarter of the fiscal year 2023-24 (April to June 2023), French gaming publisher Ubisoft generated more than 245.7 million euros in net bookings via back-catalogue titles. Assassin's Creed Valhalla, the company's 2020 entry in the long-running

gaming franchise, is significantly monetized via PRI net bookings, of which Ubisoft generated 127.4 million euros during the period. Read more

351
3554
588.4
279.4
530.2
262.3
568.4
241.3

Note(s): Worldwide; October 1, 2010 to June 30, 2023; net bookings corresponds to historical sales (i.e. sales excluding the impacts of the application of IFRS15)

Source(s): Ubisoft

PRI net bookings
163.6
198.5
218.2
173.5
187.1
153.5
419.3
127.4

Back-catalog net bookings
252.2
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249.4
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http://www.statista.com/statistics/1204125/ubisofts-global-net-bookings-by-quarter-channel

CHAPTER 02

Workforce




Eléjzrgber of employees at leading Western gaming companies as of June

Workforce of leading Western gaming companies 2023

Number of employees
0 5,000 10,000 15,000 20,000 25,000

Ubisoft Entertainment (FR) . . : : 20,729
Embracer Group (SE) ' ' ' 16,600 '
Electronic Arts (US) 13,400 :
Activision Blizzard (US) : ' 13,000
Keywords Studios (IE) 11,969
Take-Two Interactive (US) : : 11,580
Stillfront Group (SE) 1,551 : :
G5 Entertainment (SE) 961
Frontier Developments (GB) 792
Paradox Interactive (SE) 674
Rovio Entertainment (FI) 558
CD Projekt (PL) 544
Kahoot! (NO) 468
Digital Bros (IT) 430

Name (HQ)

L]
Description: As of June 2023, there were an estimated 20,729 employees working at Ubisoft Entertainment. The French-headquartered video game developer is the Western game developer with the biggest workforce, ahead of second-ranked Embracer Group with Sta t I sta r
16,600 employees during the measured period. Read more J
Note(s): Worldwide; June 30, 2023; public companies

Source(s): GP Bullhound; S&P Capital IQ


http://www.statista.com/statistics/1244505/western-gaming-companies-employees

Number of Ubisoft employees worldwide as of March 2023

Ubisoft global workforce 2020-2023

20,324

Number of employees

March 2020 March 2021 March 2022 March 2023

-
Description: As of March 2023 (end of its fiscal year 2022-23), gaming company Ubisoft had 20,113 employees, out of which over 86 percent were part of the production side of video game development. The total headcount had increased significantly over the 18 Stat I sta r
thousand employees in March 2020. J
Note(s): Worldwide; March 2020 to 2023; full-time and part-time employees; Ubisoft's fiscal year ends March 31

Source(s): Ubisoft


http://www.statista.com/statistics/1317227/ubisoft-number-of-employees

Flumber of Ubisoft employees worldwide as of March 2023, by business
ine

Ubisoft global workforce 2020-2023, by business line

M Production EBusiness

Number of employees

March 2020 March 2021 March 2022 March 2023

L]
Description: As of March 2023 (end of its fiscal year 2022-23), the majority of employees employed by video game company Ubisoft were working in the video game production business line. Only 13.9 percent of employees were part of the business segment. Read Sta t I sta r'

more
Note(s): Worldwide; March 2020 to 2023; full-time and part-time employees; Ubisoft's fiscal year ends March 31
Source(s): Ubisoft


http://www.statista.com/statistics/1317235/ubisoft-number-of-employees-business-line
http://www.statista.com/statistics/1317235/ubisoft-number-of-employees-business-line

Distribution of Ubisoft employees worldwide as of March 2023, by gender

Ubisoft: global corporate demography 2020-2023, by gender

74.48%

Share of employees

25.45%

March 2020 March 2021 March 2022 March 2023
L]
Description: As of March 2023 (end of its fiscal year 2022-23), the vast majority of employees of video game company Ubisoft were men. Slightly more than a quarter of Ubisoft employees were female, and around 0.1 percent of employees reported to having an I r
gender identity other than male or female. Read more J

Note(s): Worldwide; March 2020 to 2023; full-time and part-time employees; Ubisoft's fiscal year ends March 31
Source(s): Ubisoft


http://www.statista.com/statistics/1317260/ubisoft-employees-gender

Distribution of Ubisoft employees worldwide as of March 2023, by gender
and business line

Ubisoft: global corporate demography 2023, by gender and business line

M Production EBusiness
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L]
Description: As of March 2023 (end of its fiscal year 2022-23), the vast majority of employees the production segment of video game company Ubisoft were men. Only 24.2 percent of Ubisoft employees in the video game production business line were female, and sta t I sta r
around 0.1 percent of employees reported to having an gender identity other than male or female. Read more J
Note(s): Worldwide; March 2023; full-time and part-time employees; Ubisoft's fiscal year ends March 31

Source(s): Ubisoft


http://www.statista.com/statistics/1317266/ubisoft-employees-gender-department

Distribution of Ubisoft employees worldwide as of March 2023, by region

Ubisoft global workforce 2020-2023, by region

M Americas M Asia Pacific EMEA
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L]
19 I Description: As of March 2023 (end of its fiscal year 2022-23), the majority of employees employed by video game company Ubisoft were located in the EMEA region. The Americas accounted for 32.2 percent of Ubisoft's global workforce. Read more I r
Note(s): Worldwide; March 2020 to 2023; full-time and part-time employees; Ubisoft's fiscal year ends March 31 J

Source(s): Ubisoft


http://www.statista.com/statistics/1317250/ubisoft-employees-region
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Market capitalization of the largest gaming companies worldwide as of
April 2023 (in billion U.S. dollars)

Market value of the largest gaming companies worldwide 2020-2023

Jun 2021 Nov 2021 May 2022 Jan 2023 Apr 2023
Activision Blizzard 75.22 46.98 61.41 59.91 67.06
Nintendo 74.71 53.23 52.15 48.53 47.8
Electronic Arts 41.64 35.32 36.13 33.73 35.12
Roblox Corporation 52.09 74.88 18.95 17.1 24.55
Take-Two Interactive Software, Inc. 21.47 19.56 14.21 17.48 20.98
Square Enix Holding Group 6.17 6.23 52 5.51 5.72
Embracer Group 5.93 5.12
Ubisoft 7.05 5.69 5.51 3.5 3.04
CD Projekt 5.26 4.67 2.74 2.95 2.64
Novernber 2021, Robiax Corperation wat anked fr< aman the bEgESt garmng compancs woriawide with  market cop of 74.55 blion LS. Jalas, which had been baosted by markel aciviy suroundg ihe meiaverse hype i October 2021 ) ead mare statista ¥a

Note(s): Worldwide; May 2020 to April 2023; select publicly listed companies; excluding gaming segments of Microsoft, Sony and Tencent
Source(s): Yahoo


http://www.statista.com/statistics/1197213/market-value-of-the-largest-gaming-companies-worldwide

Estimated annual gaming revenue of leading gaming companies
worldwide in 1st quarter 2023 (in million U.S. dollars)

Game revenues of global companies 2023

Game revenues in million U.S. dollars
0 1,000 2,000 3,000 4,000 5,000 6,000 7,000 8,000

Tencent ' ' ' ' ' ' ' 7,556
Sony . . . . 4,380 . . . .
Apple 3,68?;
Microsoft 3,152 l
NetEase | | 2,71;7
Google : : 2,432 .
Activision Blizzard . . 2,261
Electronic Arts (EA) 1 é874
Nintendo 1205
Take-Two Interactive : 1,266
22| Descrtptos e st e of 0z, Tenctwas v o gt rosing i company o, The S esdqurtard i oy st sgoratey 256 il s, dols g evenues g e messueaperce ponese——— Sttjsta W

Note(s): Worldwide; Q1 2023; all values are estimates
Source(s): Newzoo


http://www.statista.com/statistics/421848/game-revenues-global-companies

Share of digital vs. non-digital revenue of major video game publishers
worldwide In most recent fiscal year as of May 2023

Digital revenue share of video game publishers worldwide 2023

Share of revenue

M Digital MNon-digital (retail & other)

0% 20% 40% 60% 80% 100% 120%

Take-Two Entertainment (FY 2023) 95.1% 4.9%
E Electronic Arts (FY 2023) 90.9% 9.1%
%] . . . .
o ) i i ; ;
a Square Enix (FY 2023) 90.3% 9.7%
(] . . . .
E .
80 CD Projekt Group (FY 2022) 86.5% 13.5%
8 . . . .
= Ubisoft (FY 2022-23) 85.4% 14.6%

Activision Blizzard (FY 2022) 849% 16%
Nintendo (FY 2023) 48.2% 51.8%

Description: Digital channel now account for the majority of gaming market revenues worldwide. Convenience, frequent digital sales offers, extra digital content, and most recently, the outbreak of the COVID-19 pandemic have led to gaming audiences spending most sta t i sta 5

of their money digitally. GTA 5 publisher Take-Two Interactive generated approximately 95.1 percent of revenues from digital edition sales. Gaming publisher Electronic Arts (EA) was the second-ranked gaming company, having successfully [...] Read more
Note(s): Worldwide; May 2023; non-digital includes retail, packaged, and other revenue as defined by the respective companies as non-digital gaming sales
Source(s): Activision Blizzard; CD Projekt; Electronic Arts; Nintendo; Square Enix; Take-Two Interactive; Ubisoft


http://www.statista.com/statistics/234664/digital-vs-non-digital-revenue-of-global-major-video-game-publishers
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