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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,òñestimateòorñexpectòand 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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OUR WORLD IS GROWING

2014 - 2017 Global Market Forecast
(Consumer Revenue $B, CY)

Source: EA internal estimate, 

NPD, App Annie
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$95.5B $96.6B

Data Notes:

[1] Mobile includes iOS, Google Play, 3rd-party Android app stores, Japan Social, Windows Phone and Feature phones

[2] PC includes PC Premium, PC F2P, Casual and Social and MMO Subs

[3] Console includes packaged goods, full game downloads and DLC from Gen 3/Gen 4 and Wii/Wii U,  and PS+/XBL subscription; 

EA Access is not included
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