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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 fattekirgfstatandents, including, bumited ko, statements about (1) projections

of revenues, expenses, income or loss, earnings or loss per share, cash flow or other financial items;pl2) statdrobjastafas,iincluding those related
to product releases; (3) statements of future financial or operating performance; (4) statenzempsisiiatingf iblagitaEntertainment pled expected
impact of theansaction i ncl udi ng wi t hout | i mitation, the expect edunptiopsarderlyimn /
such statements. The company generally uses vitppdsosd@dphaas, Dodbkobdc
Afexpects, 0 Aintends, 0 Aintends as, 0 fianti cdipad ed ,h s dite stt o ,miaties wb jid
similar expressions to help identify flmokéng statements. Forlaking statements are subject to businessandedoroikic r ef | ect man a
expectations, estimates and projections about our business, and are inherently uncertain and difficult to predict.

The Company cautions that a number of important factors could cause Activision Blizzard's actual fututeeeisclis atrzchodisaofdiffer materially from
those expressed in any forward looking statements. Such factors include, but are not limited to: uncedaitetvésiaB zzatidewill be able to realize

the anticipated financial refsoiftsthe acquisititme integration of Kietngmore difficult, tio@nsuming or costly than expected; the diversion of managemen
time and attention to issues relatingpethtons amtegration &ings al es | ev el s o fincladingncreasing coacentr&ibniofzevenued 6 s
among a small number of titles; Activisi on BRbiexzandpref@rénsesanonghardwgre t o
platforms; the amount of our debt and the limitations imposed by the covenants in the agreements govermabg and debilaiditytaimew hardware
(including peripherals) and radafedhrecounterparty risks relating to customers, licensees, licensors and manufacturers; maintenance of relationships
personnel, customers, financing providers, licensees, licensors, manufacturers, veadpdeasidpeirs] includie@bility to attract, retain and develop

key personnel and developers that can create high quality titles; changing business models, includingaicatad deéviegyedised prevalence-of free
toplay games; product delays or defects; competition, including from used games and other forms of entertamtaehtiakogy ahdmoesstry

standards; possible declines in software pricing; product returns and price protection; the identificasiayuditsontalppdtiturities and potential
challenges associated with geographic expansion; the seasonal and cyclical nature of the interactive etidetitaims&atamdr&espciated costs;
protection of proprietary rights; shifts in consumer spending trends; capital market risks; applicable eeglitdtiorsjaahestinomic, financial and
political conditions and policies; tax rates and foreign exchange rates; the impact of the current macroeamhomic ersviromnterit;e r f act or s
Factorso included in Part |, I t e m 1-Kand $ubséqoentiquaitgsyitemmFoBni® z z ar d 6 s mo S

The forwaddoking statements in this press release are based on information available to the Company and ven dassipdate@oblgyath forward
looking statements. Although these fookirdg statements are believed to be true when made, they may ultimatetoprest Tthese statements are not
guarantees of our future performance and are subject to risks, uncertainties and other factors, some ofceiich anel neypcdwse actual results to
differ materially from current expectatigDempany undertakes no obligation to release publicly any revisions-toakiygsetaimients to reflect events
or circumstances after the original date of this predeyffoas.
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Strong Start to the Year, Many Opportunities Ahead

BetterThanExpected Q1 Financkésults:

A GAAP: record Q1 revenues of $1,455M, EPS of $0.45

A NonrGAAP: record Q1 revenues of $908M and record Q1 EPS of $0.23

A Oveperformed ndBAAP guidanceby $108M on revenues and $0.12 on EPS
A Record quarterly digital revenues

Raising Outlook:
A Increased 2016 ABAAP outlook to revenues of $6.275B and EPS of $1.78

Talent Drives Our Results:
A Recognized againfQRTUNE as one ofdhk Bedt Companies to Woik r E 0

Engagement Drives Opportunities Ahead:
A Over half a billion M2dssl 42Bhours of annual entertainment
A New opportunities sucksgortsind new revenue streams such as advertising

1NonrGAAP information; reconciliation tables in the appendix of the earningdMal@ag6 titadhich is availableraw.activisionblizzard.com.
2Prioroutlook provided February 11, 2016
3MAUglefined as number of individuals who played a particular game in a given month averaged across the numeeivef pacothsRefaresp
definition included in press release for additionélreduaiés King for patiod AcTiVEsioN BHZZAKD 5



Strategic Focus on Franchises

We have relentlessly focused on building reach, engagement, and player investment

Talent, Technology and
Institutionalized Processes
Deliver High Quality Content

Metric: Audience

sl‘gmﬂn!ﬂscnll"nu.rv 5 Reach, MAUs

0©@®DBg,

Metric: Cash Flow

R ina R i DigsLO{ W\];'Ad’%‘
ecurring revenu ve e . .
PredictableCash Flow High Quality Content

andRelnvestment S TARUKRAR] e Drives Engagemegy

Metric:Player

Investment Metric: Time Sper

Engagement Drives
Premium Recurring

InnGame Revenues

1MAUgefined as number of individuals who played a particular game in a given month averaged across the numéeivef paadothsRefar .
definition included in press release for additional details. %WON@ B]Emm 4



Expanding Audience Reach

Broadened audience reach across portfolio, platforms, and geographies to 544M MAI

Activision
MAUS 55M+10% Y/Y 26M+23% Y/Y 463M, +3%/Q

Franchise Detalls:

A CandyCr us h J elhuhched B daguari and reached top 10 grossing gameg on
S iPhone in the U.S. and Google Play worldwide. The launch, along wi@ettayfirst tyvo
‘i'lK CrusghaBnes & perfor mance, ret wrned the|] fr
King has had 3 of top 15 grossing games on U.S. app stores for thedast 9 quarfers

A

A Record franchise MABsceeding the December launch quarter

A Callof Dufy Black OpsllIAt t ached to ~85% of all PS4

A Call of Duty: Infinite Warfatkee first-gear development cycle title fromnainaidg
studio, Infinity Ward, expected to launch 11/4/16. Legacy and Digital Deluxe Edifions t«
withCall of Duty: Modern WarfaRemastereda nexjen remaster of beloved title

CALL'DUTY

Hearthstorfe Heroes of Warcr&ftsurpasseB0M registered players
Six majarontent additiogsisice launck? years ago

HEARTH :

HEROESOF WARCRAFT

Early access @verwatck open beta began May 3 andaiktzontinue through May ¢
Millions of players are alrplyng ahead of the expected launch on May 24
Expectedtwe Bl i zz ar d o6 sDiabl®Ilim202t | aunch si|nce

O

DVERWATCH

To o Io Do Do

IMAUdgefined as number of individuals who played a particular game in a given month averaged across the numeeivefpedothsRefaresp
definition included in press release for additionalid8tadsking for Apple App Store and Google Play Store, per App Annie Intelligenﬁ)ﬂc&.ﬁ%ﬁﬁeﬁﬂzmﬁn 5



Deepening Engagement

>10B hours spent playing our games in Q1142Brs including spectating in the last 12 montt

Acnivision BIZZARD ATVI NFLX FB Videos Sports Leagués

Hours spent with content in last 12 vs:| 42.5B ~37B ~10B

HEROESOFWARCRAFT X

T>

C ™
L-Jimi__t
WORLD LEAGUE

o

o o T> o P

Acvision BIZIRD A

MEDIA NETWORKS

active users and play time per daily active user

FIEARTH v A Whi spers of expanson l@inched®@pritl2é driving record number!vdaily

Next expansidregior , expected to launch August 30 with new features é&mdedpen

extend engagement feshch

MdyearoHer o e s o f coliediate toDrvamen€ with finals live telecast acr
ESPN networks; household audience from telecast up 17% Y/Y

Destinynow has nearly 30M registered players averaging >100 hours of game
April updaidded content and gameplay improvement,owbistrong reengagem
Largenew expansion coming later this year

Concluded Stage 1 Finals @dheof Duty World Leagu&hampionships this fall with

$3M prize pool
MLG providing league sanctioning systems, event praghrogdnarvideo viewer

OQur Medi a Net wor ks dCountesStrike@O Nhapandl a 1
delivered 45M hours of viewership, ranking amongsipihegupnts

PSS

play ea
PNt

lincludes King for full petigational viewership of major professional U.S. sports leagues only.

Adnysion BIZAR)



Increasing Opportunities for Player Investment
Increased player investment and deeper engagement are a virtuous cycle

ATVI Y/Y (standalone Y/Y (incl. King
Q1 nofGAAP revenues fromgame conte >$620¥ +20% +80%

A Kingds metrics improved Q/Q Wi!h

bookings per paying player, and overall gross bookings
A Implemented live ops across games, including fresh content and evgnts to
engagement and provide value added services

A Call of Dutget new records fegamecontent sales
cnlt]rn““ A Season Pass attach rates-nalhighs, and number of players who chpse to
purchase igame more than doubled while maintaining average revenje pei

DESTINY paying user
v A Destings newly | aunc Wigattachmtet box Wit
HEAT ' v A 20% noAAPrevenue growth yeaeryear in Q1

HEROESOF WARCRAFT

1NoRGAAP informati@AAP revenues frogamecontenivereb640 million, which includes the impact of changes in deferred revenues whifrbrara@xcluded

GAAP. Acnvision. BlIZARD .



A Portfolio of Compelling Owned Franchises

A network 0544M MAUsvith 42Bhours of annual entertainmeicrossfranchises

ACIi'iSION® DESTINY

4 of top 10 titles on next
gen consoles, lifo-date

ENTERTAINMENT

Growing community of
highly engaged players

v/

\duly

3 of top 1grossing games
on U.S. app stores for 9
consecutive quartets

1MAUSs defined as number of individuals who played a particular game in a given month averaged across the nesipelotivefpeonathsietedefinition
included in press release for additional’diethildes King for gfiodNPD#U.S ranking for Apple App Store and Google Play Store, per App Annie Intelligence fo

first quart@016. Activision. BlIZARD .



