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DISASTER RECOVERY REACHES ITS LIMITS
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SHAPE A RESILIENT COMPANY
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JUSTINE ARNOUX
RISK
MANAGEMENT
SPECIALIST

SORINA DUNOSE

CORPORATE
SECURITY
MANAGER













WHAT IF WE LOSE
OUR LARGEST
DATA CENTER?



MINIMIZE THE IMPACT
OF A DISASTER
ON UBISOFT GLOBALLY



PREPARE

WORK AS A TEAM

TRACK
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EXECUTIVE PRIORITIES
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PAYROLL GAMES SUPPLY CHAIN PRODUCTION EVE’E‘L’;E"NG

CRITICAL SYSTEMS & DEPENDENCIES
READINESS LEVEL
FRAMEWORK & TOOLKIT
IMPLEMENTATION & TEST
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MONTHLY MEET QUARTERLY REPORT DEFINE &
DELEGATES & TO COMMUNITY MONITOR KPIs
IT DIRECTORS & MANAGEMENT
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SUPPORTING [ ADAPTING || FINDING BEST

PUBLIC CLOUD [l STRATEGIES [& TIME TO TEST




PUBLIC CLOUD GUIDELINES

MULTI-ZONES MULTI-REGIONS

AT A MINIMUM MOST ROBUST OPTION
SHOULD BE THE CORE TARGET
MASSIVE UNDERTAKING
NOT IDEAL
FOR HIGHLY CRITICAL SERVICES IDEALLY DESIGNED
FROM THE GROUND UP




SUPPORTING @@ ADAPTING § FINDING BEST

PUBLIC CLOUD [ STRATEGIES § TIME TO TEST




SUPPORTING ADAPTING FINDING BEST
PUBLIC CLOUD STRATEGIES TIME TO TEST
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RESILIENCE BY DESIGN !
‘M BEFORE GAME LAUNCH
SECURE DATA - ﬁl

PLAN FOR DEPENDENCIES o

A

DECENTRALIZE

BUDGET ACCORDINGLY

DOCUMENT

TEST

.

REASSESS AFTER GAME LAUNCH
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SUPPORTING @@ ADAPTING §& FINDING BEST

PUBLIC CLOUD § STRATEGIES § TIME TO TEST




FINDING BEST TIME TO TEST

L,

TWO BUSINESS DAYS MAXIMIZE TEAM EUROPE - PM
AVAILABILITY NORTH AMERICA -AM
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FLEXIBILITY

ALLIES

LESSONS LEARNED
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justine.arnoux@ubisoft.com
&
sorina.dunose@ubisoft.com
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