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Safe Harbor Disclosure
Please review our SEC filings on Fori 40d Form 1Q

The statements contained in this presentation that are not historical fatt®kirggfetatardents, including, bumbed to, statements about (1)
projections of revenues, expenses, income or loss, earnings or loss per share, cash flow or other finaanmbitemsp (@) sttenobjectives,
including those related to releases of products and services; (3) statements of future financial or opejadinig penrfitsrelateg (b the

acquisition of King and expected impact of that transaction, including without limitation, the expectediyzad; tmcAstivisi@rfinancial results;
and (5) statements of assumptions underlying su‘til Is,t"at“eanewnltd,.”

“would,” “to be,” “plan,” “plans,” “believeéut dr &,nfay”,pgosimiighhned
“remain,” “scheduled,” “set to,” “subj e dookingsiateims. Fonaddakingistatgnientsa n d
are subject to business and economic risk, r ef insscandaneanheacgtly ment ’

uncertain and difficult to predict.

The company cautions that a number of important factors could cause Activision Blizzard's actual futurgeesulimatehodsetofaiffer

materially from those expressed in any forward looking statements. Such factors include, but are not §resteziittatheegadtdien Activision
Blizzard will be able to realize the anticipated financial benefits from the acquisition of King; the divetisiencoithasdieadgieméemissues relating to
the operations of our acquired or newly st areéds;eodcenratieniofrevenise among as a
smal | number of titles; Activision Bl i zzar d'amprefdiended amgng hawwaper e d i
platforms; the amount of our debt and the limitations imposed by the covenants in the agreements governislg and dsfaijatul biytiminew
hardware (including peripherals) and related software; counterparty risks relating to customers, licensads;ticensarsandmace of
relationships with key personnel, customers, financing providers, licensees, licensors, manufacturegangral@iopans, hictliding the ability

to attract, retain and develop key personnel and developers that cajualiatélbgiproducts and services;latkg te the expansion into new
businesses, including the potential impact on our existing businesses; changing business models within thanelddimgaligitahdesirery of
content and the increased prevalencemplagegames; product delays or defects; competition, including fronf etitertiimmeeat; rapid changes

in technology and industry standards; possible declines in software pricing; product returns and pricéig@ticactfosyithblelaritire acquisition
opportunities and potential challenges associated with geographic expansion; the seasonal and cyclical/eatieztairtmemtaradtet; the
outcome of current or future tax disputes; litigation risks and associated costs; protection of propretasymghtpemdisgrirends; capital

market risks; applicable regulations; domestic and international economic, financial and political corditaias and fakiggseikchange rates;
the i mpact of the current macroeconomic envi teomIAmfeour AnnuabRembrtdnh e o
Form 1& for the year ended December 31, 2015.

The forwaddoking statements contained herein are based upon information available to the company at this timeldigation assipdata any
such forwaidoking statements. Although these fokang statements are believed to be true when made, they ynpsoukitodbel incorrect.
These statements are not guarantees of our future performance and are subject to risks, uncertainties aodvdticr éaetbes;auireur control
and may cause actual results to differ materially from current expectations.
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NonrGAAP (as previously defined) and-8a\P (redefined)
Financial Measures

Inaccordanceiththeupdatedomplianc@ndDisclosurmterpretatiomsuedytheSECstaffonMayl7, 2016 beginningiththereporting
of oursecondjuarteR016resultswehavereportedurfinancialesult@ndprovideduroutlookisingcAARandnorGAARredefinedyve
havehistoricallgrovidetNorGAARaspreviouslgefinedjinanciaineasures heonlydifferencbetweethetwomeasuress theinclusion
(NonGAARredefinedprexclusioNonGAARaspreviouslgefinedpftheimpactronrevenueleferralaccountingeatmerdancertairof
ouronlineenablegroductPleaseseematerialfomJuly29 201 6callforfurthedetails
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Use of NOiGAAP Measures

As a supplement to our financial measures pr es e iviion Blizzard presents certalitAdic e wii
measures of financial performance. Thé&s&Ai@riinancial measures are not intended to be considered in isolatiobdfitute && acs as more important than, the
financial information prepared and presented in accordance with GAAP. In ad@#okR thesssesnoes have limitatidms ithéy do not reflect all of the items
associated with the company’'s results of operations as determined in

Activision Blizzard provides net income (loss), earnings (loss) per share and operating margin data andg(iidancerdaticmehiiti GAAP) and excluding (non
GAAP) certain items. When relevant, the company also provides constant FX information to provide a framevaorkifateabsegdinginesses performed
excluding the effect of foreign currency rate fluctuations. In addition, Activision Blizzard provides EBITD4 ifutedmedlass3 Aafre interest (income) expense,
income taxes, depreciation and amortization) and adjusted EBITDA (defiAédaernatimg margin (se€&AeP financiabasure below) before depreciation).

The noiGAAP financial measures exclude the following items, as applicable in any given reporting period and our outlook:

expenses related to stoged compensation;

the amortization of intangibles from purchase price accounting;

fees and other expenses related to the King acquisition, inclusive of related debt financings, antersfimkidirduchihghgenalties and the write off of
unamortized discount and deferred financing costs;

restructuring charges;

other nowash charges from reclassification of certain cumulative translation adjustments into earnings as rdquired by GAAP; an

the income tax adjustments associated with any of the above items (tax@##sRtakiorcome is calculated undsathe accounting principles applied to
the GAAP ptax income under ASC 740, which employs an annual effective tax rate method to the results).

ToTo o o Do o

In the future, Activision Blizzard may also consider whether other items should also be excluded iGesiEuUfatitiptheeasures used by the company.
Management believes that the presentation of {Bégemfinancial measures provides investors with additional useéfubimformao measur e Act i v
financial and operating performance. In particular, the measures facilitate comparison of operating perfodsantadetingestpesito better understand the
operating results of Activision Blizzard by e xperatingrésutgor futere duttbokninternallg, ms
management uses these@@nA P f i nanci al measures, along with ot lygeomglianceiwith tree sequeesnentsiofg
the company’s debt financing agreements, as well as in planning and

Acti vi si oGAAPffinarcial ameadures arenotbased on a comprehensive set of accounting rules oe printipieE AAE thet income, 1G@RAP
earnings per share,®%AP operating margin, ana¢P or adjusted EBITDA do not have a standardized meaningh&€hecefpanies may use the same or
similarly named measures, but exclude different items, which may not provide investors a comparable viewd peHotiviaitceBlizetation to other companies.

Management compensates for the limitations resulting from the exclusion of these items by considering thepangizty ahthbyteomsidering Activision

Blizzard’' s GBMMP,resutsandwatlibdk, ared by presenting the most comparable GAAP measuresidiv€ciléxRuinesasofes, and by providing
a reconciliation that indicates and describes the adjustments made.

Acvion BIZIR) |,



BetterThanExpected and Record Performance

Executing on growth opportunities

A record year in 2016:
ARecord 2016 GAAP revenues up 42% Y/Y and EPS up 8% Y/Y

ARecord 2016 n@AAP (redefinédperating margins of >35% and EPS up 68% Y/Y
ARecord operating cash flow of $2.2B, up 71% Y/Y

Key growth initiatives:
1.0verwatcBproved our ability to launch new owned IP:
ABlizzardés fastest game to reach o

2.Successfully integrated King:
A Mobile grossbookifgor t he Candy CrushE fran
AProgressed on initiative to bring

engaged mobile networks
3.Nurtured emerging growth opportunities outside of games inchspimigs film and
TV, and consumer products:
A Accelerategsportefforts with the integration of MLG, the formation pf the Call
Dut{? World League, and the announcemer®eéthatch e a g u e E

1NoRGAAP information: reconciliation tables in the appendix of the earnings release dated February 9, 20@Aywhicadsvasiaitdtitzard.conf-GNdoAMP (r edef i ned) ”

includes the net effect of revenue deferrals accounting treatment on certain of our online enabled prodiuaksfrBlaakdys2®, paids call for further é€taits bookingi 1778
is an operating metric reflecting the total price paid by players, which includes indirect taxes (salesxak ar value addedtat f or m provi der s qwéﬁ?'% BLZ%E d
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Strategic Focus on Franchises

We relentlessly focus on building reach, engagement, and player investment

Talent, Technology and
Institutionalized Processes
Deliver High Quality Content

-y CALLDUTY .

Metric: Audience
Reach, MAUs

Metric: Cash Flow

Recurring Revenu@rive - :
Predictable€ash Flow — __ __ . , High Quality Content
andRelnvestment LAY LT T Drives Engagemepi

Metric: Player

Investment Metric: Time Sper

Engagement Drives
Premium Recurring

InnGame Revenues

IMonthly Active Users (MAUSs) defined as number of individuals who played a particular game in a given moaihienenagiechactbssrtta respecti\/A(-':c 7R
period. Refer to definition included in earnings release for additional details. Tivision. BlIZARD 6



Audience Reach
447M MAUs the quarter across the company

Activision Blizzard King

Q4 MA 51M 41MQ4record 355M

2016 MAUS 50M, allime record 36M, allime record 405M
Record for strongest | aunch ye ayearlistoryanci

Reached 25M registered players faster than any franchise in Blizzard history with balpnced
base across east and west

Q4 MAUsose to new franchise high

Received 55 “ Game of the Year

T4 I’
DOVERWATCH

awar ds

2016 MAUgrew 10% Y/Y; Q4 MAJdsw >20% Y/Y

[HEARTH 3

HEROESOFWARCRAFT

2016 record MAgsew 20% Y/Y; Q4 MALgse also up Y/Y

#1 franchise in NA fby@&ar in a row, #1 console franchise globally for 7 of fast 8 years
Lifeto-date on curregén console€all of Dutyas 3 of the top 10 gaines

Call of Dutys the most successful videogame franchise of theé 20 years

Record annual MAfds the franchise; RAUSstable as players engaged on multiple titles
2017 title will taall of Dutyack to its roots

CALL'DUTY

11"largest console franchise of all time with more than 300M toys sold
Skylandere Academyl'V series on Netflix well received; second season expected to b deli
later this year, & Netflix has ordefeskasdn; new mobile game in development

oo [ DePePoDodo| o | > |>e> >

il
iy

IMAUSs defined as number of individuals who played a particular game in a given month averaged across the nesppelotivefpaoathsiefar to
definition included in earnings release for additiorfal BBt&BfKChar{Track Acnviion. BlIZARD ,



Deep Engagement
>10B hours spent playing our games in Q4;1+48Bs including spectating in 2016

Adtivision  BlIZAARD ATV
Hours spent with content in 2016: vs.| 45B+ | ~22-26B

A

Blizzard had record Q4 play time, breaking previous record set in Q3
. A Overwatch seasonal events continue to drive engagement records, including the mosf rec
B]_ZZABD New Year event
World of Warcré&ftime spent grew Q/Q, surpaksigion Eslaunch quarter and alkiaonch
guarters in the last 4 years

A Player base continues to be highly engaged with 34 minutes per day per DAU, up Q/@ anc
A New franchise seqielbble Witch Sag&3Jaunched early 2017

Acnvision. BllZBR) A Announced new Consumer Products division, head¢itpmyEberan of Mattel and Disney,

MULGLS A Viewership on social platforms like Facebook and Instagram grew 50% Y/Y

CODWorldLeagdee | i vered 120M video views witika

Announced BtizzConcreating a premier experience for team owners, players, and fans
Plan to start the process of selling teams and commercializing media rights in 2017

OVERWATCH

A
[
BHZZ A BlizzCofthad 25,000+ attendees and 10M+ viewers; sold record number of DirecTV BPV t
A
A

lIncludes King for full petidéUs defined as number of individuals who played a particular game in a given month averaged across the number of monthB Eﬁ‘
respective period. Refer to definition included in earnings release for additional details. cvision. il D



Providing Opportunities for Player Investment

Quarterly record of over $1B GAA§ame revenues

2016GAARNgame revenuel: $3.6B ‘ +126%\

BH_ZZQRB A Record levels of quayrtand full yeargame revenues driveiayld of Warcra
content and continued stren@tharwatch seasonal events

ACINlSION A Record levels of Q4 and full ygama revenues
" A

BlackOps llwith record adxh revenues, greater than a la carte map packdq and
CALI'DUTY scason Pass combined, even with record Season Pass participation

pEsTINY A FulDestnps equel in 2017 to broadenwith he
v followoncontent plans, sets the stage for growth

A Gross bookirgser paying user has increased 6 quarters in a row to its highest
A Stability iBandy Crusfranchise in the year with Q4 and 2016 mobile grosp
bookingaup Y/Y

1Gross bookings is an operating metric reflecting the total price paid by players, which includes indirecduaexaddedlextatcqr platform providers
fees, and Ki n §U.Srankihgdor AppleoApp Stoee\ardiGaogls Play Store combined, per App Annie Intelligence for fourth quartéFM’@" B]EZAKD 0



Fourth Quarter and 2016 Segment Results

Record 2016 Blizzard segment net revenue and segment operating income

AcliVision BIZARD Ailef

-

Q4 Segment Net Revenues: $1,151M $669M $436M
: $479M $273M $156M
Q4 Segment Operating Income 42% 41% 36%
2016 Segment Net Revenues: $2,220M $2,428M $1,586M
: _ $788M $1,013M $537M
2016S5egment Operating Income: 3504 4204 34%

A Contributed more than the
originally planned 30%

Key Highlights: A Record 2016 segmen A= AN RN [ L R (L
operating margin of and operating income
35%, driven by strong A In 2016, >60% of segment accretion to results

digital performance revenues from RAdforld of A In 2016, Candy Crush
A Record Q4 and full yelRWEIE RN K|  franchise mobile gross
inrgame revenues segment revenues fromP10 bookingggrew Y/Y

EARUILAEUCRZREIMER £ 5 of the top 10 grossing

revenues in APAC games in the U.S. for the 13
quarter in a réw

1Gross bookings is an operating metric reflecting the total price paid by players, which includes indirec taxes (salestheod t ax et c. ) , pl atfofh8. providers fees
ranking for Apple App Store and Google Play Store combined, per App Annie Intelligence for fourth quarter 2016.

Note: Segment results here are consistent with how we report our US GAAP segment results externally im¢heidbstatretdourtfe segment performance is exclusive of the impact of the

change in deferred revenues and related cost of revenues with respect to certamabfeslipmdirets, stoaked copensation expense, amortization of intangible assets as a result of purchase

price accounting, and fees and other expenses related to financings and acquisitions. Reconciliation obaur segs@idateslifesstilts is included in the appendix of the earnings reIeAﬂNﬁON B]EZABD
Februarv 9. 2017. which is availalevomctivisionblizzard.com 10
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BettethanExpected Fourth Quarter 2016 Results
Record total & digital revenues; GAAP EPS up 57% aGd\NBredefined) EPS up 160%

If you would like to calculate3¥axP metrics
as previously defined, in order to dovgear
year comparisons, you would add the imp
GAAP deferrals to the relevarGRaw
(redefined) metrics. Please see materials

July 29, 2016 call for further details.

Net Revenues

Digital Revenues %
Operating Income
Operating Margin
Interest Expense, Net
EPS

Total share count for EPS

Operating Cash Fléw
Free Cash Flow

Q4 2015 Actual Prior Q4 2016 Outldok Q4 2016 Actual
NonGAAP I%%XLO]C NonGAAP Irrép:ﬁ:of NonGAAP I%%XLO]C
GAAP (redefined) deferrals GAAP (redefined) deferrals GAAP (redefined) deferrals
$1,353M  $1,353M  $765M $1,856M $1,856M $522M $2,014M $2,014M  $438M
54% 54% 72% 2%
$250M $284M $554M $425M $681M $238M
18% 21% 12% 26% 21% 34%
$49M $49M $129M  $45M $125M  $41M
$0.21 $0.25 $0.58 $0.05 $0.40 $0.34 $0.33  $0.65 $0.27
750M 750M 765M 765M 758M  758M
$1,063M $859M
$1,047M $822M

INoRGAAP reconciliations are in the appendices of the earnings releases dated November 3, 2016 and Februargifa26 bivwhiahtavisianblizzard.é®rior outlook provided November
3, 2016 Includes a $82M loss on extinguishment of debt in 2016 Q4 GAAP aEulbl dilstdts.weighted average shares outstanding includes options and participating securities based on average

share pricé During Q3 2016 we adopted a new accounting standard that included retrospectively revising cash flowsefbr allperibds presenp
dated November 3, 2016, for more 8EtaésCash Flow represents Operating Cash Flow minus Capital Expenditure (which includes payment for aazpats)ion of intangible

the tabl es

at t ASIVEION B]Emanhne
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Record 2016 Results

Record revenues, digital revenues, EPS, and operating cash flow

iTyon vl THG) 0 Sl s e 2015 Actual Prior 2016 Outlodk 2016 Actual

as previously defined, in order to dovgear

éﬁgo(;z:?;rrlzgntz ﬁurgzslfpgme mP Impact of Impact of Impact of
(redefined) metrics. Please see materials NonGAAP  GAAP NonrGAAP  GAAP NonrGAAP  GAAP
pulZo 20t ortirheriatails GAAP (redefined) deferrals GAAP (redefined) deferrals GAAP (redefined) deferrals
Net Revenues $4,664M  $4,664M  ($43M) | | $6,450M $6,450M  $75M $6,608M $6,608M  ($9M)
Digital Revenues % 54% 54% 74% 74%
Operating Income $1,319M  $1,427M  $39M $1,412M $2,324M  $10M
Operating Margin 28% 31% 19% 33% 21% 35%
Interest Expense, Net $198M $198M $313M  $213M $306M  $206M
Tax Rate 20% 21% 17% 24% 13% 22%
EPS $1.19 $1.30 $0.02 $0.98 $1.92 $0.10 $1.28 $2.18 $0.02
Total share count for EPS 747TM 747TM 762M 762M 757TM 757TM
Operating Cash Fléw $1,259M $2,155M, up 71% Y/Y
Free Cash FIdw $1,148M $2,019M, up 76% Y/Y

INoRGAAP reconciliations are in the appendices of the earnings releases dated November 3, 2016 and Februargifht26 bivwkiahtavisianblizzard.é&rior outlook provided

November 3, 20%6ully diluted weighted average shares outstanding includes options and participating securities based oA Rueirap©3t20&Gviecadopted a new accounting standard i
that included retrospectively revising cash fringsvekasédaated ldvémbgr 2 20i60fdr snofg-deseissh Flowe d . mnﬂﬂqﬁ "he
represents Operating Cash Flow minus Capital Expenditure (which includes payment for acquisitiondhiitateszeba28die)ss on extinguishment of debt in 2016 GAAP actual results. 12
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Balance Sheet

Record 2016 adjust&dBITDA, up over 60% Y/Y

12/31/15 9/30/16 12/31/16

Cash and investments $5.4B $2.50B $3.27B
Term loan B $1.87B
Term loan A $2.69B $2.69B
New2021 Notes $0.65B $0.65B
Original 202Notes $1.50B -4
2023 Notes $0.75B $0.75B $0.75B
2026 Notes $0.85B $0.85B
Gross Debt $4.12B $4.94B $4.94B
Net Delst --- $2.44B $1.67B
Adjusted TTM EBITDA $2,039M $2,447TM
Secured Debt / Adj. TTM EBITDA 1.2X

Gross Debt / Adj. TTM EBITDA 2.7X 2.4X 2.0x
Net DeBt Adj. TTM EBITDA NA 1.2x 0.7x

Lincludes $3.6B of cash in estAmjusts the September 30, 2016 balances to remove the temporary increase in cash and debt due to issuamcieefwitwtbesirit®ntezfrcalling
and refinancing existing 2021 notes. On October 19, we redeemed those legacy notes inclusive of call premitrashveinidtdeddyomsitions by ~$1.6B and $1.5B, respectively.

3Reduced the September 30, 2016 cash and investments position of $4.1B by ~$1.6B for the October repayment of the 2021 notes.
4Reduced the September 30, 2016 existing 2021 Notes balance of $1.5B for the October repayment to extinguish the liability.

5Net debt is defined as gross debt less cash and cash equividemtsnebstinents and-teng investments.

6Adjusted TTM EBITDA is calculated@aABn(redefined) operating income plus depreciation for the trailing twetgpaentimthgesfods ended.

Acnvion. BIZAR)



Financial Outlook as of February 9, 2017

Expect to build on yeawund engagement andgame player investment

D
Q1 2017 2017 impact of SAAF
GAAP 'Z'rzr;ce;fﬁﬁez) GAAP 'Z'rce’zgfﬁéz)l Q12017 2017
| Net Revenues $1,550M  $1,550M $6,000M  $6,000M | | ($500M) $300M
COGS (Prod/Game Ops) 21% 21% 22% 22%
Op EX, incl. Royalties 60% 43% 64% 47%
| Operating Margjin 18% 35% 14% 31%
Interest Expense from Debt $43M $39M $156M $149M
Tax Rate 21% 24% 21% 24%
| EPS $0.25 $0.51 $0.72 $1.70 ($0.33) $0.15
760M 765M 765M

Fully Diluted Weighted Avg. 3qare$60M

Currency Assumptions for Current 2017 Outlook:

A $1.08 USD/Euro (vs. $1.11 avg. for 2016 & $1.11 avg. for 2015)
A $1.23JSD/GBP (vs. $1.36 avg. for 2016 & $1.53 avg. for 2015)
A Note: Revenue and EPS increase if the Euro or GBP strengthen vs. USD

If you would like to calculate3¥akP metrics as
previously defined, in order to dovegear
comparisons, you would add the impact of GAAP
to the relevant NGAAP (redefined) metrics. Please]see

eferrals

materials from July 29, 2016 call for further details

1NoRGAAP information: reconciliation tables in the appendix of the earnings release dated February 9, 200, wikiciacsiagiolathliezard . 2het. effect of revenue

deferral accounting treatment on certain of our online enablé¥pyodatctecalculate due to roufttiolyding fully diluted shares and participating securities based

average share price.

RCQINEON“ Bﬂzm 14



A Portfolio of Compelling Franchises
Seven $1B+ franchises across our portfolio of primarily owned IP

AcTiVision

3 of top 10 titles on
currentgen consoles,
life-to-date

CALLDUTY ° o'

HEARTHS ToN:

7 HEROESSf WARCRAET-

BUZARD

Record 2016 segment
revenue, segment
operating income, and

MAUS

3L0O
'

/I‘rfrj
, A ]

V. 7_)

2 of top 1@rossing games
on U.S. app stores for 13
consecutive quartets

1Based on revenuesthifdate? NPD &fKCharTrack®MAUs defined as number of individuals who played a particular game in a given month averaged across the number of
months in a respective period. Refer to definition included in earnings release for afiditmahétetgifer Apple App Store and Google Play Store combined, perm&p B]EZABD
Intelligence for fourth quarter 2016. 15
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