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SAFE HARBOR STATEMENT

This presentation contains forward-looking statements that are subject to change. Statements including words such as

ñanticipate,ò"believe,òñestimateòor ñexpectòand statements in the future tense are forward-looking statements. These forward-

looking statements are preliminary estimates and expectations based on current information and are subject to business and

economic risks and uncertainties that could cause actual events or actual future results to differ materially from the expectations

set forth in the forward-looking statements.

Some of the factors which could cause the Companyôsresults to differ materially from its expectations include the following:

sales of the Companyôstitles; the Companyôsability to manage expenses; the competition in the interactive entertainment

industry; the effectiveness of the Companyôssales and marketing programs; timely development and release of the Companyôs

products; the Companyôsability to realize the anticipated benefits of acquisitions; the consumer demand for, and the availability

of an adequate supply of console hardware units; the Companyôsability to predict consumer preferences among competing

platforms; the Companyôsability to service and support digital product offerings, including managing online security; general

economic conditions; and other factors described in the CompanyôsQuarterly Report on Form 10-Q for the fiscal quarter ended

December 31, 2015.

These forward-looking statements are valid only as of May 17, 2016. Electronic Arts assumes no obligation to update these

forward-looking statements or information.
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FY12

Packaged

Mobile

Extra Content 

Full Game 

Downloads

Subscriptions

BUSINESS MODEL

KEY BUSINESS METRICS

% DIGITAL 29.3%

GROSS MARGIN 63.1%

OPEX $2,245

OPERATING MARGIN 9.5%

EARNINGS $284

FREE CASH FLOW $105

4On a non-GAAP basis.  See the Appendix for a presentation of the GAAP metrics and a reconciliation.

($ IN MILLIONS)



FY12 FY16

Packaged

Mobile

Extra Content 

Full Game 

Downloads

Subscriptions

BUSINESS MODEL

KEY BUSINESS METRICS

% DIGITAL 55.4%

GROSS MARGIN 71.4%

OPEX $1,961

OPERATING MARGIN 28.5%

EARNINGS $1,018

FREE CASH FLOW $1,130

5On a non-GAAP basis.  See the Appendix for a presentation of the GAAP metrics and a reconciliation.

($ IN MILLIONS)



FY12 FY16 FY2020-22E

BUSINESS MODEL
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Packaged

Mobile

Extra Content 

Full Game 

Downloads

Subscriptions

On a non-GAAP basis. 



FUTURE GROWTH

PLATFORM 

INDEPENDENCE

GENRE GEOGRAPHY DIGITAL PLAYER 

NETWORK
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PLATFORM 

INDEPENDENCE 

LIMIT THE IMPACT OF 

PLATFORM CHANGES

ÅContinue to diversify the product mix 

towards live services to reduce or limit the 

impact of technology changes

ÅMinimize the cost of transition to any new 

platform with Frostbite

ÅInvest to stay ahead of the technology curve
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DIVERSIFIED REVENUE
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FY13 FY14 FY15 FY16 FY17E

REVENUE OVER TIME ($ IN MILLIONS)

$3,793

$4,021

$4,319

$4,566

9

$4,900

New Releases

Catalog

Mobile

Live Services

Annual 

Sports and 

Live Services

On a non-GAAP basis.  See the Appendix for a presentation of the GAAP metrics and a reconciliation.



Note: Market data is based on a calendar year aligned with EA fiscal years for illustrative purposes (e.g., CY2014 = FY2015)
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HISTORICAL 

CONSOLE CYCLES
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Gen 1

95-'00 Cycle
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Gen 2

PS2/Xbox/NGC

Gen 3

PS3/X360/Wii

Gen 4

PS4/Xbox One/

Wii U

$27B

$51B

$105B

Source: NPD, GfK, Famitsu and EA internal estimates



$1.7B

$2.8B

$2.1B

$0.4B

$0.9B
$0.1B

$0.4B

$0.1B

$0.5B

FY02 FY07 FY15
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BUSINESS MIX DURING 

CONSOLE TRANSITIONS
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$1.7B

$3.0B

$4.3B

48%

Physical Revenue Digital Extra Content Subs/Ads/OtherFull Game Downloads Mobile

52%

On a non-GAAP basis.  See the Appendix for a presentation of the GAAP metrics and a reconciliation.



22%
31% 23%

FY02 FY07 FY15
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MANAGING THE COST 

OF TRANSITION
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R&D Expenses as 

% of Net Revenue 

$1.7B

$3.0B

$4.3B

EA Net Revenue R&D Expenses %



GENRE GROWTH

13

PC/Console 

Software Market

$13.5B

Action Shooter Sports

Casual 

& OtherRPG

Strategy 

& Sim Fighting

Racing

1. Time periods: CY15 for market sizes, EA share calculated over last four years.ò

2. Revenue models: packaged goods and full game downloads 3. Geo: US + Europe (W. EU and E. EU) Source: NPD, GfK, GSD, and EA internal estimates.



GENRE GROWTH

EA

Segment Share
10 %

14

PC/Console 

Software Market

$13.5B

Action Shooter Sports

Casual 

& OtherRPG

Strategy 

& Sim Fighting

Racing

33 % 22 % 3%

1. Time periods: CY15 for market sizes, EA share calculated over last four years.ò

2. Revenue models: packaged goods and full game downloads 3. Geo: US + Europe (W. EU and E. EU) Source: NPD, GfK, GSD, and EA internal estimates.

2%1% 67 %18 %



EA

Segment Share
10 %67 %18 % 33 % 22 % 3% 2%

GENRE GROWTH
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PC/Console 

Software Market

$13.5B

Action Shooter Sports

Casual 

& OtherRPG

Strategy 

& Sim Fighting

Racing

$6.2B Opportunity

ACTION SHOOTER

ÅMotive

Å Star Wars 

Å BioWare

Å Battlefield

Å Battlefront

Å Titanfall

1. Time periods: CY15 for market sizes, EA share calculated over last four years.ò

2. Revenue models: packaged goods and full game downloads 3. Geo: US + Europe (W. EU and E. EU) Source: NPD, GfK, GSD, and EA internal estimates.



GEOGRAPHIC GROWTH

THE LANDSCAPE

Total Market 

Revenue

$44.1B

EA

Market 

Revenue

12%8%

2%

Asia (excl. ME) LATAM

Eastern Europe

Middle

East

7%

Increased 

Broadband 

Penetration

Platform Mix 

Evolving

China Japan S. Korea
Other 

Asia

EA Consumer Revenue Data Source:

1. Mobile: AppAnnie

2. Console: EA net revenue to consumer revenue conversion from local teams

3. PC F2P: EA China & EA S. Korea 

Market Size Data Source: NPD, GfK, Famitsu, 

AppAnnie, and EA internal estimate 16



DIGITAL GROWTH

FULL -GAME 

DOWNLOADS

EXTRA

CONTENT

SUBSCRIPTIONS MOBILE
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DIGITAL GROWTH DRIVES 

GM AND REVENUE

18On a non-GAAP basis.  See the Appendix for a presentation of the GAAP metrics and a reconciliation.

FY12 FY16 FY2020-22E

Packaged

Mobile

Extra Content 

Full Game 

Downloads

Subscriptions

63.1%

71.4%

Gross 

Margin
Mid

70s%



DOWNLOADS DRIVE MARGINS

0% 25% 50% 75% 100%

FY16

FY16

FY15

FY12

SIGNIFICANT GROWTH POTENTIAL

DISK
DIGITAL 

DOWNLOAD

Low to 

mid-60s%

19

Low to 

mid-80s%

Gross 

Margin

On a non-GAAP basis.  
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EXTRA CONTENT ACCELERATES 

TOP LINE GROWTH

FY NET REVENUE, NON-GAAP, $MILLIONS

FIFA FIFA + FIFA Ultimate Team

FY16 corrected for approx. $160M FX headwind


