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All the texts written below in orange can be used on your website to present our experience. 

 

UBISOFT ESCAPE GAMES 

 

PRESENTATION  

Ubisoft Escape Games are no video games. They are larger-than-life adventures that you 
and your team will experience as if you were there. Never alone, as part of a team, you 
become the hero of the movie and experience in total safety situations that would be far too 
dangerous or just impossible to live in real life.  

In Escape The Lost Pyramid, in 1928, lost at the bottom of the gigantic pyramid of Nebka, you 
have to find a lost artefact and your way out situated at the very top of the pyramid!  

In Beyond Medusa’s Gate, 445 BEC, you will live an epic journey in an Aegean coastal cave 
looking for the lost ship of the Argonauts. 

 

If you are a LBE business for which VR is not the core business (like an Escape Room, a Laser 
Tag, a FEC…), we would like you to add the following icons & texts below the presentation of 
our games on your website to tackle some of the prejudices – questions consumers have 
about VR. We can provide you with the icons in various colours.  

 

- VR makes me sick. Is it for me? 
No worries! Ubisoft Escape Games are designed to avoid motion sickness. A common 
trigger for motion sickness comes from bad performance or low frame rate, issues 
Ubisoft have accounted for when designing the game. Less than 1% of our players 
experience motion sickness. 
 
[Most of the time, people who think they are sick in VR had a bad first experience on 
mobile VR devices. From our playtests and trade show that we have done where we 
had final customers trying our game, people who think they are sick in VR or that VR is 
not for them change their mind after playing our game].  
 
 

-  I am not a gamer, is this experience for me?  
Yes, 100%! This is not a video game. It is an intuitive experience made for everyone, 
from 12 to 82. If you know how to talk, listen, walk and grab objects, you have all the 
skills needed to make it. The experiences are none violent and focused on 
cooperation between players. Excellent for families! Perfect for corporate events. 
 



 

 
 
 

- Is the game good for Team Building? 
It is made for teams! You cannot escape alone! You must work together, and everyone 
has a role to play. The key to success is to talk, listen and collaborate. And High Five 
when you are done!  
 

- I have the fear of heights, are these experience for me? 
Your feet will always touch the floor, you are 100% safe, but your brain might think 
otherwise ☺ Our experiences can be challenging for people with strong fear of 
heights! But they are also amazingly rewarding when you go through!  

 

FAQ 

 
- Is the game tracking data? 

Yes, the operator is tracking game sessions data (for example at what time a game 
starts, how long it takes to resolve each stage… ). The data tracked is never linked to 
any specific user. We do not have any user information. 
 

 

 

TIME MANAGEMENT - LEADERBOARDS 

 

Some of your customers will be very fast. The average escape time worldwide for Escape the 
Lost Pyramid is 44 minutes (which does not include the time spent in the tutorial and lobby). It 
is 46mn in Escape Rooms venues, 43mn in VR Arcades. 2 Players are faster than 4 players by 
in average 4 mn. 

We have implemented a leader boards feature in our games – in the operator – to help you 
communicate with very fast players. Although the goal of an escape game is to get out as 
fast as possible, players who need less than 30 minutes can sometimes feel that they did not 
spent enough time in VR or in the experience for their money. This is when you should use 
the leader boards. Not to push people to be the fastest but to show the fastest players that 
they can be proud of themselves because they have been so much better than most of the 
teams! It is not the experience which is too short, it is them who are too good as a team! 

 



 

DOS AND DONTS 

 

The success of Escape The Lost pyramid and Beyond Medusa’s Gate in your venue relies 
heavily on the word of mouth that will be generated by the people playing them. Word of 
mouth will bring you your next customers! 

 

Every player that has played through the experience has been amazed, whether they are 
non-gamers or AC fans. But it is critical that you properly set up the expectations of the AC 
fans when they play the experience. They need to leave with unforgettable memories, so they 
promote the experience to the rest of the AC community in the best possible way. This will 
depend on the way you present the experience to them! And we will give you some tips below 
how to do it. 

 

Tip 1: How to set up the right expectations?  Please don’t tell an AC fan that he is going to 
play an Assassin’s Creed game… When a fan plays an Assassin’s Creed game on consoles, he 
expects to play an Assassin, to fight against the Templars and combat is a big part of the 
game experience. In our experiences, you do not embody an Assassin character; and you do 
not fight. Also, when a fan plays an Assassin’s Creed game on consoles, he expects a lot in 
terms of story and lore, far more than what we can deliver in a 60mn max experience and 
they will get in our escape games. Our experiences focus on the gameplay first and not on the 
AC Lore in order to make it accessible and understandable by anyone, with or without 
knowledge about the brand lore.  

 

Tip 2: So how do I get the AC fans exited? You need to say that the experience is set in the 
world of Assassin’s Creed Origins or Assassin’s Creed Odyssey. By doing so, it provides all 
the right messages to an AC fan to enjoy our experience! He will enjoy the Egyptian or Greek 
setting and the feeling of being immerse in the latest game he has probably played. He will 
find some customizable items that he has maybe found and used in the console game. He will 
recognize the first civilization look and feel. He will be so excited to be able to hold a piece of 
Eden! He will enjoy one of the unique gameplay of AC Origins with the bow shooting or being 
on a boat like in AC Odyssey. And he will experience like never the feeling of navigation and 
height during the climbing moments. By presenting the experience in such a way you set the 
right enjoyable expectations for the fans! They will love it and make the right connections to 
the brand they love!  

 
FAQ – Questions you can have from the fans 
Q: Is Sir Beldon Frye related to Jacob or Evie Frye from Assassin’s Creed Syndicate? 
A: No they are not related. 
 

 

 



 

DOWNLOAD CENTER-LOGOS & FONTS 

 
Download Center All assets are available here: 

https://www.ubisoftescapegames.com/downloads/ 
Password: 
ubI!loaDs!2019 

Ubisoft Logo, available in  Available in Black and White. 
Please read and follow the Ubisoft style guide  
 

 
 

Ubisoft Fonts The UbisoftSans font is available for you to use in the keyarts if 
needed 

UEG Icons Available in 5 different colours 

       
Escape The Lost Pyramid 
logo 

The logo should not be localized, and it is better to use it on 
dark backgrounds. 

 
Beyond Medusa’s Gate 
logo 

The logo should not be localized, and it is better to use it on 
dark backgrounds. 

 
Vr Now Awards logo Available in Black, White and Purple. 

Please use it when you are showcasing our game. 
 

 
 

 

https://www.ubisoftescapegames.com/downloads/


 

 

 

DESCRIPTION 

ESCAPE THE LOST PYRAMID (ASSASSIN’S CREED) 

Escape The Lost Pyramid is not a video game. It is an escape game experience set in the 
world of Assassin’s Creed Origins in virtual reality. 

You will experience a larger-than-life adventure as if you were there, in 1928, in the gigantic 
pyramid of Nebka. Never alone, as part of a team (of 2 or 4), you become the hero and 
experience in total safety situations that would be far too dangerous or just impossible to live 
in real life.  

Developed by Ubisoft Blue Byte, it is the next generation of social virtual reality experience. 

 

BACK GROUND STORY 

Welcome to the Animus. 
 
February 1928. An expedition led by Sir Beldon Frye disappears somewhere in the Sinai 
Peninsula. A team of four and a dozen indigenous porters. They were looking for the Lost 
Pyramid of Nebka... Or more precisely "something" that should have been there. They were 
never seen again. 
 
Using the simulation reconstructed from their DNA memory, your team will put  
themselves in the shoes of the explorers. 
 

Find out what happened to the expedition. And more importantly: locate what they were 
looking for. 

 

 

 



 

KEY ARTS 

Available now 
 

You have two versions of the key art that you can use to promote the experience. 
One is focusing on scale and immersion; one is focusing on cooperation. These are the two 
key selling points of our experience that you need to promote. These are what strike 
players the most when they play the game. 
 
Please also use them as they are, as a movie poster, as they communicate a sense of an 
epic adventure as well as the sense of scale. We recommend you use the vertical format 
when you have the choice. 
 
You have the layered PSD files to adapt or localize them when needed. 

 

  
  

  
  

Billboard Format: 
Available. FYI - The file is huge: 7 GB. 

 



 

SCREENSHOTS 

Available now 
 

Please use the following screenshots to promote the experience. You cannot create your own 
screenshots or trailer/video from the game. You cannot stream gameplay images & videos of 
the game. 

Why? Players love the experience the best when it completely surprises them! It is of critical 
importance that they do not come in the experience with already images in mind. Screenshots 
below are not revealing any part of the pyramid. Only objects with which you can interact 
and which should trigger your “escape/riddle” imagination. 

The satisfaction and rating of the experience is directly linked to the surprise you get playing 
it. Do not spoil it! 

 

  
 

 

 

 
 

 

 

 
 

 



 

VIDEOS 

 

For the reasons mentioned previously, we do not provide a gameplay trailer. 

First not to spoil the players from the discovery and the amazement of being in the pyramid in 
VR for the first time. 

Second, because it a trailer would not be able to show you different VR is versus a normal 
video game and if you are not an expert in VR, a gameplay trailer would only show images like 
a classic video game and not looking as good as the latest console games. 

If you need a trailer, you can use the following  https://youtu.be/lin61fG1wq4 

We highly recommend you create your own video content by filming people who have just 
finished the experience. The best way to promote this experience is by sharing what players 
who have just escaped the pyramid, think about it! Especially if you had someone with some 
fear of height. For these players what they have actually done is not a game but an incredible 
achievement and victory over themselves and they will talk about the game in a very 
convincing way! If you can, create a “testimonial video” recording the teams who have just 
escaped the Lost Pyramid and ask them to share their experience!  Ask them what they 
thought about their adventure, what was their favorite moment? What was their strongest 
emotion? If you have their authorization, publish it on your website or your social networks 
page or on our Facebook page. Sharing these success videos will turn the experience into a 
must-do! 

It takes time to create word-of-mouth, but we have the experiences to make it happen. The 
more videos of success you can create and share, the better. And collectively we will create a 
phenomenon that needs to be experienced by everyone! 

  

https://youtu.be/lin61fG1wq4


 

 

 

 

DESCRIPTION 

BEYOND MEDUSA’S GATE (ASSASSIN’S CREED) 

Beyond Medusa’s Gate is not a video game. It is an escape game experience set in the world 
of Assassin’s Creed Odyssey. 

You will experience a larger-than-life adventure as if you were there, 445 BEC in Ancient 
Greece. Never alone, as part of a team (of 2 or 4), you become the hero and experience in 
total safety situations that would be far too dangerous or just impossible to live in real life.  

Developed by Ubisoft Blue Byte, it is the next generation of social virtual reality experience. 

 

BACK GROUND STORY 

Welcome to the Animus. 
 
Greece 445 B.C. in an age of eloquent philosophers, merciless gods, and death-promising 
oracles. Somewhere on the Peloponnese peninsula, in a vast Aegean coastal cave, an old 
artefact has been hidden. It could be the legendary ship of the Argonauts...  
 
Using the Animus simulation program and our database of recorded genetic memories, we 
will send you back to Greece. Find the ship, if it exists …  
 

 

 

 



 

KEY ART 

 

 
You have the PSD file if you need to 
localize the key art. And the font is 

available for download from the 
download centre page. 

 
Please do not translate the logo! 

 
 

  

 
 



 

SCREENSHOTS 

Please use the following screenshots to promote the experience. You cannot create your own 
screenshots or trailer/video from the game. You cannot stream gameplay images & videos of 
the game. 

Why? Players love the experience the best when it completely surprises them! It is of critical 
importance that they do not come in the experience with already images in mind, so every 
stage can still be a first-time encounter. Screenshots below are revealing the less we can.  

The satisfaction and rating of the experience is directly linked to the surprise you get playing 
it. Do not spoil it! 

 
The Lobby 

 
The new Animus 

 
The Snake Brazier 

 
The Colossus 

 
Atlas 

 
The Ballista 



 

 
The Aegean Sea 

 

 

 

VIDEOS 

 

For the reasons mentioned previously, we do not provide a gameplay trailer. 

But we are providing you with an animatic (Coming soon) that you can use on your website or 
on your social channels or in store. You can customize the animatic after the opening of the 
doors with your own logo, messages, testimonials… 

After the release of the game, we will create an additional trailer with a bit of gameplay 
footage, for the end of June 2019. 

 

 

THE SELFIE MOMENT 

 

You are free to share any of the selfie shots on your social networks! They have been made 
for these 😊 

 


