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l Source
Gamasutra, 'Ubisoft Developing Assassin’'s Creed, Splinter Cel| Ghost Recon Movies',

2011. 5. 16
http://gamasutra.com/view/news/34681/Ubisoft_Developing_Assassins_Creed_Splinter_Cell_
Ghost_Recon_Movies.php

2. Variety, 'Gallic vidgamer Ubisoft lines up 3 features', 2011. 5. 15
http://www.variety.com/article/VR1118037076
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