ACTIVISION




Adtivision| BIZARD

Kristin Southey
Senior Vice President
Investor Relations and Treasury




Safe Harbor Disclosure Acviion BIZIRY

The statements contained in this presentation that are not historical facts are forward-looking
statements. The company generally uses words such “outlook,” “will,” “could,” “should,” “would,”
“might,” “remains,” “to be,” “plans,” “believes,” “may,” *expects,” “intends,” "anticipates," "estimate,
“futtire,” "plan," "positioned,” "potential." "project," "scheduled,” "set to," "subject to," “upcoming” and
similar’expressions to identify forward-looking statements. These forward-looking statements ‘are based
on current expectations and assumptions that are subject to risks and uncertainties.. The Company
cautions that a number of important factors could cause Activision Blizzard's actual future results and
other future circumstances to differ materially from those expressed in any such forward looking
statements. Such factors include, but are not limited to, sales levels of Activision Blizzard'’s titles,
increasing concentration of titles, shifts in consumer spending trends, the impact of the current _
macroeconomic environment and market conditions within the video game industry, Activision Blizzard’s
ability to predict consumer preferences, mcludmg interest in specific genres such as first-person action
and massively multiplayer online games and preterences among competing hardware platforms, the .
seasonal and cyclical nature of the interactive game market, chantt:ijlng business models including dl_%lta|
delivery of content, competition, including from used games and other forms of entertainment, possible
declines. in software pricing, product returns and price protection, product delays, adoption rate and
availability of new hardware @_nclu_dlng peripherals) and related software, rapid changes in technology
and industry standards, litigation riskS and associated costs, the effectiveness of Activision Blizzard's
restructuring efforts, protection of proprietary rl%hts, maintenance of relationships with_key personnel,
customers, licensees, licensors, vendors, and third-party developers, including the ability’to attract,
retain and develop key personnel and developers that can create high quality™hit" titles, counterparty
risks relating to customers, licensees, licensors and manufacturers, domestiCc and international
economic, financial and political conditions and PO|I_C_IeS, foreign exchange rates and tax rates, and the
identification of suitable_tfuture acquisition opportunities and potentjal challenges associated with
eographic expansion. These important factors and other factors that potentially could affect the
ompany’s financial results are _described in the Company’s most recent annual report on Form 10-K
and other filings with the SEC. The Company may. chan%e its intention, belief or expectation, at any
time and without notice, based upon any changes'in such factors, in the Company’s assumptions or
otherwise. The Company undertakes no obligation to release publicly an¥ revisions to an%/ orward-
looking statements to reflect events or circumstances after the ariginal date of this presentation,
September 1, 2011, or to reflect the occurrence of unanticipated events.

For a full reconciliation of GAAP to non-GAAP numbers and for more detailed information concernin
the Company’s financial results for the quarter ended June 30, 2011, please refer to the tables attached
to Company’s earnings release dated August 3, 2011, which Is available on our website,
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Our Mission Acviion BIZIRY

most profitable

superior shareholder returns

large and sustainable

Interactive franchises

with an unyielding commitment to our audiences




What You Will Hear Today Acvsion BIZIRY

= We have sizeable market opportunities

= We are the leader in large and growing global markets
= Qur fastest growing segments are the most profitable

= We are best positioned in online entertainment
Strongest online enabled pipeline
Expanding capabilities and reach as leading service provider
New innovative intellectual property in development

Most capable to deliver on emerging platforms and models
Most loyal audiences

Most focused on satisfying our audiences
Most talented workforce

Audience Commitment & Industry Leading Talent Drives Shareholder Returns




An Outstanding Track Record Acviion BIZIRY

Revenues & Operating Income

$4.8 Billion
Every 4-5 years

= Double revenues
= Operating margin increases by 50%

I Activision
Activision Blizzard $1.4 Billion

O Operating Margin*
$600 Million

S N >
& & P PP PSP S S S (L@‘D o %@'\ NSRS

We Have Delivered - Pick a Metric

*Fiscal year ended 3/31 except for CY08, CY09 and CY10 which ended 12/31.
CYO08 represents non-GAAP comparable basis for the period ended 12/31/08. All financials are presented on a non-GAAP basis.




An Outstanding Track Record Acviion BIZIRY

Share Price Appreciation CAGR

5%

3%

6/01 to 6/11 6/06 to 6/11

ATVI S&P 500 m NASDAQ

Focused on Shareholder Value Creation

Source: Yahoo Finance, not including dividends.




Activision Blizzard Growth Drivers  Adweion BIZ&

Leverage emerging
platforms & models

Release innovative new gz

Intellectual Property New MMO

Launch Biggest . ® b
pipeline of online SNTARIRAFT COD China

enabled properties > ._:’
s merriener 4BLocnmnuw

& services ' D1 (a BLACK OPS
W.RLD

Wzm




An Outstanding Track Record

Strong Digital Growth Driving I\/IarginAM“Bﬂmv

Digital Revenue Growth*
$1.7B

$1.4B
$1.2B

TTM June-09 TTM June-10 TTM June-11

Focused Strategy + Rigorous Execution = Outstanding Results

*Non-GAAP, trailing twelve months ending 6/30/09, 6/30/10 and 6/30/11




Tremendous Market Opportunity:

Digital is Accretive to Our Margins Ao BIZARY

Operating
Margin*

Digital Micro Transactions and Value-Added

(0)
Services 80%0+

DLC (Downloadable Extra Content) 60%0+
Full Game Digital Download 60%0+

Subscription Services 55%0+

Retail PC Software

Console Software

New Models are More Profitable

*Source: Activision Blizzard Estimates (based on owned IP and internally developed)




Tremendous Market Opportunity: _ _ .
Digital Revenues Growing Rapidly  AEox B

Estimated Worldwide Digital Sales

Excluding Japan, $Billions

® Emerging Digital (Wireless and Advertising)

Core Digital (Online) $408B

$32B $138
$24B $11B

$9B

$26B

$15B $208B

2011 2013 2015

Emerging Digital Segments Growing Fastest
Note: Excludes Japan

Source: PWC Media and Entertainment Outlook, 12th Edition.




Tremendous Market Opportunity: .
More People, Playing More Games Acvison  BIZRY

2008
B 2014 )

Increase

732

2X

100

Broadband Mobile Internet Social Network Connected HD-
Households Subscriptions Users Consoles

Playing More and Paying More for the Most Engaging Games

Note: Millions, worldwide
Source: PWC, IDC, AB Analysis




Tremendous Market Opportunity: -
Dollars are Still Far Smaller than Film & TV AM°"|BHZM7

Estimated Worldwide Video Game Sales
Excluding Japan, $Billions

m Retall
Digital $73B

$52B $33B

$28B

$24B $32B

2011 2013 2015

Digital Growth is Driving a Large and Expanding Market Opportunity
Note: Excludes Japan

Source: PWC Media and Entertainment Outlook, 12th Edition.




Activision Blizzard Leadership:

Growing Dlgltal Service Platforms ~ Awsox BIZR

Activision | BIZARY

30—40 Million Paying Online Users

g 'WORLD -,

WAR(RAFT . Digsa
_\ pARLRAFT

¢ . CALLDUTY

N

f ’;:;;___; BATTLENET

Large, Vibrant Online Communities




Activision Blizzard Leadership _ ;
Paying Entertainment Service Users AaVSox HIZE)

Paying Users, Millions

14

2010 Non-GAAP

Operating 2990 16% 13% 13% 15%
Margin

AB DirecTV Netflix SiriusXm Dish Network

More Paying Users; More Profitable

Source: Factset, Company Reports




Our Mission Acviion BIZIRY

most profitable

superior shareholder returns

large and sustainable

Interactive franchises

with an unyielding commitment to our audiences




ACTIVISION.

Eric Hirshberg

Chief Executive Officer




Activision Publishing Operating I\/Iarg-in

Operating Margin™

TTM June-09 TTM June-10 TTM June-11

*Trailing twelve months ending 6/30/09, 6/30/10 and 6/30/11




Activision Growth Drivers

Launch biggest pipeline of proven properties
= Multiple digital revenue streams

Expand reach as a service provider

Leverage emerging models and platforms
= Micro-transactions, free to play, smartphones, tablets

Building Direct Relationships with Our Consumers




CALEDUTY
Franchise Strength
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Source: NPD; GfkiC rtt k, Qmpany Data




CALEDUTY
Grow the Core

HD Units Sold HD Install Base
9 Months (Dec)
CALI'DUTY -
oS 92M(e)

IVE Vs

CALLDUTY E 74M
BLACK OPS N
(@)
S 55M
| (Q\
" (0 0]
S 38M
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CALLDUTY

Grow Online

Average
Spend Per
Map Packs Price/Pack HD Base User

ﬂl\ll.?’llllw - .. -
enurnuw

BLACK OPS

18M+  $15 74M  $76 (e)

11M  $15 55M $74 (e)

oM $10 38M $68 (e)

Note: Millions, except Average Spend Per User
Source: NPD, Charttrak, GfK, company estimates




CALEDUTY

Record Engagement

Higher Engagement
Than Top Facebook Games

Over 30 Million Unique Players

Over 2.3 Billion Hours Played
In Multiplayer Alone




11.08.11




CALEDUTY
Opportunity to Own Direct Relationship with
30 Million Call of Duty Online Consumers

PLAY TOGETHER BETTER




ACTIVISION.

Dave Stohl

EVP Worldwide Studios
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another way of looking at it...




(less than 7 million/day)




(less than 7 million/day)




facebook.

(less than 54 minutes per day)




facebook.

(less than 54 minutes per day)




ELITE is...

...a service
...the social platform for Call of Duty

...a blending of social, mobile, and console

...the best free service on the market
...a break-through premium service







| Swedish Dave|
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CAREER SUMMARY

WINNING PCT. 35%  KILL/DEATH RATIO {1 259,458
W 150

027,883
053
€ 5

283

alr LEVEL 34

CURRENT XP.

DOMINATION
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DOMINATION

52 HOURS

TEAM DEATHMATCH
FREE-FOR-ALL
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SUMMARY
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BEST PERFORMING WEAPON

CROSSBOW

KILLS

80F 8




'WINNING PCT.

KILL/DEATHRATIO  0.87
KLLS 3974
DEATHS 4,553
HEADSHOTS 345
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KILL/DEATH RATIO 2.26
KLLS 124,526
DEATHS 55,185
HEADSHOTS 10,468
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his KDR is 2.26

(mine is 0.87)

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




584 more hours played

(that’s 24 DAYS!)

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




BLACK OPS:
Compare

KIDFAN SWEDISH DAVE
Prestige 15 - Level 50 Prestige 1 - Level 24 \

7




seriously?

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




he has 124,542 kills

(I have 3,978)

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




he has 10,468 headshots

(that’s 6000 more headshots than | have kills)

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




on the other hand...

BLACK OPS:
Compare

| @ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \




he’s died 55,165 times

(I've died 4,568 times)

BLACK OPS:
Compare

YOy | ‘
?@ KIDFAN SWEDISH DAVE
il ;/_ Prestige 15 - Level 50 Prestige 1 - Level 24 \
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BLACK OPS:
Compare

/ KIDFAN \/S SWEDISH DAVE
1, Prestige 15 - Level 50 Prestige 1 - Lavel 34

CAREER STATS

SCORE PER MINUTE

[002
116.98

K/D RATIO

»
®

0.87

KILLS

.o
= 18,978
WINNING PERCENTAGE

— 34.5
EARNINGS

@ [y

= | 11)259,563




MOST HEADSHOTS
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CALI'DUTY. BLACK OPS PLAYER CARD
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| CAREER

CAREER SUMMARY
WINNING PCT. 63% 1,262,500 EARNINGS 1 5,797,873

WINS 3372 BALANCE € 144573
S 2001 DEATHS 3 7,905,715 € 1,086
185 HEADSHOTS FINISHED IN TOP 3 1,248 CONTR/ ININGS € 1,430,025

FREE-FOR-ALL

439 HOURS
TEAM DEATHMATCH
DOMINATION

87 HOURS

OTHER

FREE FOR ALL um?‘r;‘
YRR
€ 10:29 MIN L Y

ALY 2

SUMMARY

Level 50
Earned: 0 XP

SCORE PER MINUTE BEST PERFORMING WEAPON

941l 144.46 G11

KILLS

27 OF 30

HIGHEST KILLSTREAK
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Create a group tag




GROUP LEVEL
38

MEMBERS

100 1,000

REGIMENT  BATTALION

R

e

PLATOON

YOUR
FRIENDS
IN THE GROUP

CODPF Alpha
[-'_Tl So the Lakers are still gonna win right???

(._

LEVEL
PLATOON

MEMBERS
38

Y

100,000 1,000,000

BRIGADE ARMY




Create a group tag




MEMBERS
 —
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CONNECT

GROUPS

Find the people you want to play Call of Duty with... or against.

lika

Groups will help you narrow the leaderboards down to people like you.

YOUR GROUP TAGS

GROUP TAGS USED Create a group tag

20/20 =3
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{1 2,000
FOR SALE

Crosshow

OVERVIEW

What appears to be a normal crossbow actually houses two arrows
equipped with explosive tips. Use this weapon creatively, either
firing the bolt straight into your target or planting it nearby an
enemy position, forcing them to flee or get caught in the
detonation. Just don't let the enemy close in after you've landed a
hit. The arrow takes a few moments to detonate, giving the player a
chance to take you out in the blast.

YOUR PERFORMANCE

ACCURACY

STATS

DAMAGE
| ) | | N | | S S |
RANGE

ACCURACY

| S A i

MOBILITY
T ) ] oy [

FIRE RATE

CROSSBOW MARKSMAN 1

90

Get 10 kills wi







> Lone Wolf Operations euy you ¢
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KING OF THE HILL
V June 23 June 24

IN PROGRESS




PRDGRAM GUIDE

115

1 Prizes and glory in official Call of Duty events and operations with players of

all skill level

JUNE 2011

s W

18 19

s
% EVeNTS  cnistin swoopstakes, game with our developers, and win prizas

SURPRISE PARTY! STUCK ON YOU DOUBLE XP TRIATHLON

= Lone Wolf Operations sy your tavorite game modss and win prizes.

m 4 - P | 15
> W Y i3
1 _""i — ’:: £ s T
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- KING OF THE HILL TEST45 HEROIC SAVIOR

IN PROGRESS




KIN

G OF THE HILL

€

DESCRIPTION

Show the enemy who is boss as you compete in this all out free fall
massacre! You will want to play at the top of your game in order to
achieve the most kills. Enemies will be lurking around every corner, crate
and barrel, just pray you have your hardened perk equipped!

How do | play?

Enlist in the operation, then go into a public match and play. While you
might not play directly against other enlisted players, your total score for
the in-game statistics (Most Kills, Most Bomb Plants, etc.) within a stated
period of time determines which players are winners. When the

O ion ends, a displays yone's

WINNERS' PODIUM

Champion Badge:
King of the Hill

Highest Kills: Free for All

s

A\ \ |

o 4

- s\‘

~

= INPROGRESS

6H 14M

June 23, 2011
12:00 AM[PDT]

IN PROGRESS




WINNING
1300
800
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CALEDUTY
Elite: Digital Expansion Opportunity

Call of Duty
Active Multi-Player Participants:
30M+ Unique Users

—
o —

Non-DLC Major opportunity: Over 25%
Purchasers indicate Strong Interest in Elite*

Single DLC — -
Purchasers A chance for active members
to “upgrade” to Elite

Multiple DLC
Purchasers

Our most engaged consumers with
~ millions of hours of dedicated play

Expected to Deliver Greater Value Via a Subscription Based Model

* ATVI market research




Asia: Digital Expansion Opportunity

Microtransaction/FTP Market

= Asia market is large and growing rapidly

= Significant China growth opportunity for FPS
= Crossfire game very successful

= MTX for core gamers in Asia is proven model

Activision’s Platform for Success

= Ability to tap Blizzard presence/experience in region

= Call of Duty has a very high level of awareness in Asia
Large team working on the game for over a year
Benefit from Blizzard MMO experience







A Whole New Way to Play

Action Figures

Imaginative & Physical Immersive Connected
Video Game Play




Never Before Seen
Innovation in Gaming




Skylander Starter Pack

Coming this
holiday with
20,000 kiosks
and 12 miles

of U.S. footprint

IR
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ﬁ What is the Skylanders Web World?

 Over 37 million
- online and gaming
households with

A social game
based on your
collection

children aged 6-12*
\ K g

A persistent
companion

\ A bridge to our / _
ecosystem and :

a monetization
opportunlty

Continuously
optimized

Sources: 2011 Gamer Census Data






New Intellectual Property
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= An Open World Action game
targeting core gamers

= April '12 launch window

= = First time DLC for franchise

“-- 4 ‘ .
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' BUNGIE

37M+ Halo units sold on one platform

1 Call of Duty Black Ops
2 Call of Duty Modern Warfare 2

3 Bungie’s Halo

Strengthens Activision ‘s Online Leadership

gurce majornelson.com units are NPD/CharttTrack, GFK




ACIHVISIC
Mix of Proven and New Properties and Services
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Plus Upside From Mobile and Social
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Mike Morhaime

CFO And Co-Founder




20 Years of Growth

Rl1i122ard Fntertainment Celehrateoc

AN vearce Nnf <iiccece and anali +v
& Fetabliched 19901
+ 13 #1-selling cames

+  More than 4,500 employees across 10 global offices

BLIZZARD

ENTERTAINMENT

_ R
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20 Years of Growth

| cadercechin +feam HAS averaoce nf

1T C vearce aAavneriocncoe

& Consistent cultuuire and vahies

= More than 800 developers across multiple develobpment teams

BLIZZARD

ENTERTAINMENT

_ R
4 RSARY
A3 ]' :




20 Years of Growth

Nitalat+ty and nnline nlav

Aefine Rl1i22ard GCamec
& Pioneer in online saming
& Audience has srown with each releace

o+ Average Metacritic Rating: 90

BLIZZARD

ENTERTAINMENT

_ R
4 RSARY
A3 ]' :




(excl

Blizzard Franchises

WAR(RAMT S7ArCrAFT 57 MM+

16 MM+

20.5 MM+

DI(iBLO

Total Franchise Sales
(not including World of Warcraft)

World of Warcraft
Subscribers
11.1 MM+







Global Reach and Community

+ R1122c0on
+ SAld nutr far the L+h f+i1me 17 A raow
$+ AC_MAMNN attendeac

+ CEAN-000N online and DirecTV viewerc

+ Snc1al Medisa

+ Ouvuer 1. M11119non Facebonnk Fane far each Franchice

+ Hisndrede Af +hoiicande more nn Twitter




Battle.net

Faiindatrion far 211 R13922ard aamec
+ (CrAacc=a0ame commiinicatinn

+ Diract 1ine caommiinicatrion from Rl1i>22ard +o0 nlaverce

r

=X
7
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BATTLENET




Facilitating New

Direct diacdital aame <alecs

Free +triale

Valiie=Added <cervicec

R1i22ard Stnore

STARTER EDITION




Unique Game Features

Diahla TTT Ainictrian Haolice
StarCraft TT Man Marketrnlace
StarCraft TT | eadcdiies aAand | adder<

L]
Arhieavementr <vucstem

f

1
a

/“‘ BATTLENET
4




StarCraft II: Wings of Liberty

+ Factect—=<ellina <trateav acdame

+ 1.8 mil1lion 1n 48 hours

¢+ 3 million 1in first month

P
STARCRAFT
WINGS OF UWIBERTY"

R 7 4




StarCraft II: Wings of Liberty

“...surpasses your expectations and Best Game of 2010
delivers fun in ways you never even knew

you wanted.”

Wired

— The New York Times

Top 10 Game
o =1 2

‘“Ambitious and well-realized” L W I T Bt

— MTV GametTrailers

- P
MNTARIRAFT
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Starpcrart. LELESpeorts

3 M'.I-I-I'.Iﬁnc ('\'F \I'.I{"IDH C‘DC‘C".I(‘IHC‘ C‘DW\)D{"I l"\\l +nn

' BANIIAN

% HRarCpraf+r"M mhennmenon

d hu Llaoll S+ dlanirnal - Times Nnf | ondon

- P
STARTRAFT
WINGS OF LIBERTY

. 7 4




StarCraft II: Heart of the Swarm

 (Famenlav Hiahliaoht+e

$ Plav as KFerricdan- YfCreatect Villainm of all +imeMm
+ Miitate and avnlve new 7Zera sheci

+ New mi1ltainlaver 11tnite and manc

HEART

swARM
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;>MM§@Rfrw
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StarCraft II: Heart of the Swarm

+ Tmoraoaved Ciicstom Game Functionalitv
Fasier and more intuitive <earch
Rate and review luser=-created caoantent
Foundation for man marketnlace

+ Plavers can <ell man<s thrnoiidch Rattle.net

+ R11=2=2ard DOTA

+ New multinlaver aame mode for StarCraft TI

+ Raced nn naonular lilarcraf+r TTT mnd STA@QR}- FT
il

HEART

swARM




StarCraft II Business Models

Raxy and diadi+tal aame

TwAO avyYynanNsiIon ot <

Time=haced aAacceces 1n

Free Starter FAdltinn

Man Marketnl ace

douwnload

Aec1a and other realinnes

+n atrtrract nmnew nlavers

- P>
STARCRAFT
WINEC’I‘:IL:JBERTY

b 8/ 4




#1 subscription-based MMORPG worldwide

17.7 Mi1l1ion <iitheecrihere a+ and nf A2 2AN1.1,

| eadina llescstern aamina franchice 3 A<
1N vear<e nf develonment
+ Ilmmatched content and 1infrastriucture denth

Ll L] L]
Deen Nl aver 1nvestrment 1n charactere and communi v
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" WARCRAFT
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Growth and Retention Drivers

+ Rra-i] avnancinon

+ Tan 1.0 covntry 1in hroadband i1icepc

+ China

+ Fynand inta Tier P and Tier QA Fcitiec

$+ YAS 1ainch

+ Starter FAIt+Iion

+ Froee +n nNnlav uuntil level 2PN

N

+ RLOY” i1ncrease 1nh hew account creation QA#WK)RLtﬁL

 WARCRAFT %




Patch 4.3

+ Ri1imaaococt iinAa+re canca Cavrarcrluem
+ Fnie Deathmwina Raid encoiinter
$ New charactar cFlicetnrmia->atsnn

+ Addi+rinnal Stnonraode onace




FV“DD

Woll Business model

and Diacai+tal aame <alec

Siitheecrintione and Time ccarde

Valiie=added <ervicec

Starter FAIition 0 att+ract

WMarld anf Warcraftr Remnte

NeLL

h1 A\/ RS




Diablo

AMNnNa

Diablo Il

sAAa. Announced

Diablo II: Lord
of Destruction
Expansion

2000
Diablo Il

1,995

I)]<?131«()




Diablo Franchise Success

+ Redefined +he Actrann/RPAG (GCenre

[ ]
+ Fouwor harriocore +n cntruv

+ Mora AaAcce<<ihle

+ Annealina +o ca<iial and hardecore nlavaercs




Diablo III Business model

+ RAavy and Diacit+al Name <aloe fAar uwococt

+ O+hor roninne = TRD

+ Atirri1ion HAainlen

$ Safmr- FrFaonvenimsnt I+feam Ffradilna




Blizzard Pipeline

Diakhln TTT with Anecyinn Hoiliee (Ra+a 1

St+arCraf+s TT avDnanceinn <at e

e Heart of the Swarm and | eacaacy of

Blizzard DOTA

StarCraftr Marketrnl ace

£ Rrazil and China Tier 2/2 (ities

WMarld of Warcrafy avnancinn <ot e

Ilnannnitnced MMO
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DIABLO III Battle net Features

l’|



DEE & @)

VWelcome to

battle.net

Battle.net Login

Profile:

If this character has no Battle net

| password, you must create a
Password: ; Battle net account by pressing the
"New Account” button. While creating
the new account you may rename
your character.

Joining channel: Diablo USA-1

welcome to Battle.net!

This server is hosted by AT&T.

There are currently 229 users playing 57 games
of Diablo, and 90127 users playing 44510
games on Battle.net,

Last logon: Fri Jul 15 4:29 PM
=Redslav> pkpk?

[ER Regentkila [
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+ Wild West of
Battle.net

+ Easy to cheat

+ Focused on player
killing

| Diablo Vand B_at_:cle -nhet

WM ‘[ }

EAR OF LITTLEBURDIE
LEVEL :
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Diablo II and Battle-.net |
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The Wild West. only
slightly less wild

Hostility added to PVP
Stone of Jordan Economy

Ladder Resets
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Diablo IE and Bittle-net

W

'+ Areas For Improvement

+ Single player characters
left out

+ (Characters weren't
persistent

+ Hard to find and make
friends

+ No matchmaking services

+ Ttem trading was difficult
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Diablo III and Battle.net

WM

Always connected to
your friends

+ Persistent friends list
+ (ross game chat

Always connected to
the game

+ Online only

+ Persistent characters

3
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Play Togetbern Stiy Together

+ Public Game Finder

+ PVP Matchmaking

+ Quick Join Friends

+ Dynamic Co-op Play

W

MAIN MENU

CAMPAIGN
VERSUS

New Hero
Select Hero e )%
Options

Exit Game

Tim Cunningham
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Banner System

B

Veteran of many Versus battles

MAIN MENU
. 2 Achievements Tally
PARTY
CAMPAIGN —
-
VERSUS =
| Minax
New Hero g
Select Hero ]
Options t Vt‘
Exit Game - Invite
h
Hardcore Player
N QUICK [8IN
’E\ Looking For Pl
. Dendy Parker
» Nate Ng
- Tim Cunningham
7‘-\‘ ? \AT [Ce ésa;;]m;el




Trad{pg 1n Q}ablo

W

Loot = Big part of Diablo
Item drops are random

0dds of a particular item
dropping are often low

Trading is an effective way
to find items




'+ A few ways to trade in
Diablo=IT.,

+ Manual exchange with in-
game trading interface

+ Post in forums/chat
channels

+ Shady 3¢ party web sites

:‘. <M¢lrim hlka Awu'n donmmnudwm?
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% <Matriarch Kill-Cows = why?
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+ lWle want to make this a
better experience for our
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Diablo IEI Auction Housé

W

Buy and sell items with real- =~ e
world currency L o ||

ITeEms WeN AucTieN Lec

Date Range:
HEAVENLY AXE @F VIRTUE

D $28.40

Paid (Buyout) 04.01.2011

Integrated into game client

03.23.2011
Purchased: today

Items. gold-. and components can : e

— e

b e SO 1 d i| |, SEND T® SHARED STASH 0401.2011

— 03.23.2011
SELL ITEM 04.01.2011

03.23.2011
04.01.2011

Single. regional Auction House | o
for each supported currency

03.23.2011
04.01.2011

(| >|
LRl - B, - R - BB - B - B R B )

| o

Coiewrarnie HEADT
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features

W

Auto-bidding and e =
instant buyout =

Smart search by class | e |
Shared stash == |
Secure item transfers ——

L ®
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Additional Dgtails

WM

Facilitate player trading - not a Blizzard store
Players will be anonymous during trades

Will also have a gold auction house and in=-game
trading

Hardcore characters will not be able to use the
real money auction house
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Transactions
g
Transaction Fee
+ Listing
+ Sale
Battle.net Account
Balance
Cashing out \\

+ Third party payment
provider
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Players want it!
Great for buyers and sellers

Works well with design of Diablo
item system

Adds a great deal of depth and
fun to the long term game

Completely in-game
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Year To Date Highlights Actviion BIZIRY

= 1H 2011
— Increasing Revenue, Operating Margin, EPS
= Revenues up over prior year
= Record operating margin of more than 26%-
= Record EPS and up 50% over prior year
= Driven by growth in high margin digital business
= Raised 2011 Outlook for Second Time

= $1.2 Billion in TTM Operating Cash Flow

*Source company financials released on 8/3/2011 -Non GAAP, 44% GAAP operating margin

Digital Growth Drives Expected 2011 Record Operating Margin




Exceptional Cash Generation Actviion BIZIRY

Cumulative 2008-2010 Operating Cash Flow

$2.9B

| ISR

Activision Zynga Electronic Arts Ubisoft Take-Two
Blizzard Interactive

Source : NASDAQ Factset
Note : ATVIFYE Dec., UBl and ERTS FYE Mar., Take-Two FYE Mar '10, Oct. FYE '08 and ‘09

In 2009 We Added a Free Cash Flow Metric to Executive Performance Incentive Plan




Exceptional Cash Generation )

Cumulative 2008-2010 Operating Cash Flow

TTM June 2011 Operating Cash Flow $1.2B

Market Capitalization $13.3B

Cash Generated on
Shareholders’ Inv.

Activision Zynga Electronic Arts Ubisoft Take-Two
Blizzard Interactive

9%0

Source : NASDAQ Factset
Note : ATVIFYE Dec., UBI and ERTS FYE Mar., Take-Two FYE Mar '10, Oct. FYE '08 and '09, Market Cap as of 6/30/11




Three Year Capital Allocation’

Internal Growth External Growth

Online enabled Franchise and
franchises and studio
services acquisitions

$2+ Billion <$100 Million

etvion BIZERY

Return Value
to Shareholders

Dividends and
Buybacks

$3 Billion

Generated Record Earnings and Operating Cash Flows

*7/08-6/11




Over $2B Internal Investments )

Major Investments

Developing
Online-Enabled
Properties &
Services
=AML LUIEAD
DemoNWARE

Generating Record Earnings and Operating Profits




Three Year Capital Allocation actvision  BIZRY

$3+ Billion in Value Returned to Shareholders

Buybacks $2.7B

Dividends $380M

Discipline Generating and Allocating Capital




An Outstanding Track Record Actviion BIZERY

Pre-Merger, Post-Merger,
June 2007 September 2008 Calendar 2011

FY2008 CY 2009 /
12% 25% N o] g BICTAVAY =
Operating

Near-Term Near-Term / leoi_l‘gin_ -
15-18% - 27-2804 ¥ Objective:

Long-Term Long-Term J 3 1 /O(e)

20%+ 30%-+

* As of August 3, 2011

History of Setting, Hitting and Exceeding Targets




Financial Objectives: 20122014~ Acwiox | BZRY

Revenue Growth Mid Single Digit+
CAGR Revenue Growth

EPS Growth Double Digit+
CAGR EPS Growth

Continued Operating Margin Expansion Driven by Digital




5% Revenue Growth Scenario Actvion | BIZARY

Incremental Non-GAAP Revenue

2011 2012 2013 2014 Total

Outlook @ 5% @ 5% @ 5%
(8/3/11) Growth Growth Growth 2012-2014

$4050 $4250 $4460 $4680

$200 $200 $200 $600

$210 $210 $420
$230 $230

$1250M

Note: $, millions




Basic Building Blocks for Growth  Acwiox | BZRY

Our Core Pipeline Alone Could Achieve Revenue Target

Diablo 3 & Expansion
StarCraft 11 Expansion 1
StarCraft 11 Expansion 2

WoW Expansion 1
WoW Expansion 2
COD Digital
Bungie/Halo/Xbox

Assumes no incremental from
COD retail and WOW subs.

To Achieve 5% Revenue Growth Per Year We Need to Generate Incremental $1250M




Basic Building Blocks for Growth  Acwiox | BZRY

Our Core Pipeline Has Higher Operating Margins

Diablo 3 & Expansion
StarCraft 11 Expansion 1
StarCraft 11 Expansion 2

WoW Expansion 1
WoW Expansion 2
COD Digital
Bungie/Halo/Xbox




Financial Objectives: 20122014~ Acwiox | BZRY

Revenue Growth Mid Single Digit+
CAGR Revenue Growth

EPS Growth Double Digit+
CAGR EPS Growth

Continued Operating Margin Expansion Driven by Digital




Potential For Upside Acviion BIZRY

Our Core Pipeline Has New Models/Platforms/Geographies

New
Models Platforms/
Title/Service Geographies

Auction House
Map Marketplace
Map Marketplace
VAS/Geographic
VAS/Geographic
Subscription

Microtransaction

Multi-Platform

Total $1250M




Potential For Upside Advision BIZIRY

Our New Intellectual Property with New Business Models

New
Models Platforms/
Title/Service Geographies

Skylanders WebWorld
Blizzard MMO TBA




Potential For Upside Advision BIZIRY

Our Properties Take Share on Mobile/Social

New
Models Platforms/
Title/Service Geographies

[e100S % S[IqOIN




What You Heard Today ctvion BIZRY

= Tremendous market opportunity

= Large and growing global online markets
= Fastest growing online segments are most profitable

= Best positioned to leverage opportunity
= Biggest, best online enabled pipeline ever
= Expanding capabilities and reach as a service provider
= New innovative intellectual property in development
= Leverage emerging platforms and models

= Targeting growth over the next three years
= History of setting, achieving and exceeding targets

Relentless Focus on Shareholder Value Creation
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