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Our business is subject to many risks and uncertainties, which may affect our future financial performance. In the past, we have
experienced certain of the events and circumstances described below, which adversely impacted our business and financial
performance. If any of the events or circumstances described below occur, our business or financial performance could be
harmed, our actual results could differ materially from our expectations and the market value of our stock could decline. The
risks and uncertainties discussed below are not the only ones we face. There may be additional risks and uncertainties not
currently known to us or that we currently do not believe could be material that may harm our business or financial
performance. STRATEGIC RISKS Our business is intensely competitive. We may not deliver successful and engaging products
and services, or consumers may prefer our competitors’ products or services over our own. Competition in our business is
intense. Many new products and services are regularly introduced, but only a relatively small number of products and associated
services drive significant engagement and account for a 51gn1ﬁcant portion of total revenue. Our competitors range from

established interactive entertainment companies to emerging start- ups. In addition, ﬂae—gaﬂ&tﬂg—teehﬁeiegy—#mfemet—aﬂd

entertainmentindustries-are-eonvergingand-we compete with large, diversified companies that have t-these-industries—We
t strengthened these-busittesses-their interactive entertainment capabilities .

Their greater financial and other resources may-provide larger budgets to recruit our key creative and technical talent, develop
and market products and services that gain consumer success and-, shift player time and engagement away from our products
and services, or otherwise disrupt our operations. We also expect new competitors to continue to emerge throughout the world.
If our competitors develop more successful and engaging products or services, offer competitive products or services at lower
price points, or if we do not continue to develop consistently high- quality, well- received and engaging products and services, or
if our marketing strategies are not innovative or fail to resonate with players, particularly during key selling periods, our
revenue, margins, and profitability will decline. We strive to create innovative and high- quality products and services that allow
us to grow the global online communities around our key franchises and reach more players. However, innovative and high-
quality titles, even if highly- reviewed or critically acclaimed , may not meet our expectations or the expectations of our
players. Many financially successful products and services within our industry are iterations of prior titles with large established
consumer bases and significant brand recognition, which makes competing in certain categories challenging. In addition,
products or services of our direct competitors or other entertainment companies may-have shift-shifted consumer spending or
engagement from our products and services and may do so in the future , which could cause our products and services to
underperform. A significant portion of our revenue historically has been derived from products and services based on a few
popular franchises, and the underperformance of a single major title has had, and could in the future have, a material adverse
impact on our financial results. For example, we have historically derived a significant portion of our net revenue from sales
related to our EA SPORTS FC franchise, annualized versions of which are consistently one of the best- selling games in the
marketplace. Any events or circumstances that negatively impact our EA SPORTS FC franchise, including Ultimate Team, such
as product or service quality, other products that take a portion of consumer spending and time, the delay or cancellation of a
product or service launch, increased competition for key licenses, or real or perceived security or regulatory risks, eeule
negatively impaet-impacts our financial results to a disproportionate extent. We may not meet our product and live service
development schedules. Our ability to meet product and live service development schedules is affected by a number of factors
both within and outside our control, including feedback from our players, the creative processes involved, the coordination of
large and sometimes geographically dispersed development teams, evolving work models, the complexity of our products and
the platforms for which they are developed, the need to fine- tune our products prior to their release, and, in certain cases,
approvals from third parties. We have experienced development delays for our products and services in the past which caused us
to delay or cancel release dates. Any failure to meet anticipated production or release schedules likely would result in a delay of
revenue and / or possibly a significant shortfall in our revenue, increase our development and / or marketing expenses, harm our
profitability, and cause our operating results to be materially different than anticipated. If we miss key selling periods for
products or services yineluding-as a result of product delays or product cancellations , our sales likely will suffer significantly.
Our industry changes rapidly and we may fail to anticipate or successfully implement new or evolving technologies, or adopt
successful business strategies, distribution methods or services. Rapid changes in our industry require us to anticipate, sometimes
years in advance, the ways in which our business can remain competitive in the market. We have invested, and in the future may
invest, in new business and marketing strategies, tools and technologles distribution methods products and services. There can
be no assurance that these--- the strateglc 1nvestments W - i g

aﬁd—p%at—ferm—s&&tegies—t-h&t—we pursue w111 achieve financial results that meet or exceed our expectatlons We alse-may miss
opportunities or fail to respond quickly enough to industry change, including the failure to adeptienr--- adopt eftools ane-,
technology et-and distribution methods or failure to develop preduets;serviees-er-new products, services or ways to engage
with our games that become popular with consumers, each of which could adversely affect our financial results . For example,
we expect our competitive landscape to evolve as artificial intelligence technology advances and is integrated into the
markets in which we compete. Our competitors may incorporate new artificial intelligence tools and technology into
their existing products and services more successfully, may use these new tools and technology more efficiently or may
create new categories of products and services before we do . Stakeholders have high expectations for the quality and



integrity of our business, culture, products and services and we may be unsuccessful in meeting these expectations. Expectations
regarding the quality, performance and integrity of our business, brand, reputation, culture, products and services are high.
Players and other stakeholders have sometimes been critical of our industry, brands, products, services, online communities,
business models and / or practices for a wide variety of reasons, including perceptions about gameplay fun, fairness, game
content, features or services, or objections to certain of our practices. These negative responses may not be foreseeable. We also
may not effectively manage our responses because of reasons within or outside of our control. In addition, we have taken
actions, including delaying the release of our games and delaying or discontinuing content, features and services for our games,
after taklng into con§1derat10n among other things, feedback from our community or geopolitical events evenif-those-deeistons
7 d . These actions have had a negative impact on our financial results
and -may—have -tm-paet—lmpacted our future development processes. We expect to continue to take actions as appropriate,
including actions that may result in additional expenditures and the loss of revenue . Maintaining high ratings on the third-
party console, platforms and devices on which we operate are important to drive players to our products and services. If
we receive significant negative reviews that result in a decrease in our ratings, including as a result of negative review
campaigns intended to harm our ratings, our games could be more difficult for players to find, negatively impacting our
financial and operating results . Certain of our games and features on our platforms support online features that allow players
and viewers to communicate with one another and post content, in real time, that is visible to other players and viewers. From
time to time, this ““ user generated content ” may contain objectionable and offensive content that is distributed and disseminated
by third parties and our brands may be negatively affected by such actions. If we fail to appropriately respond to the
dissemination of such content, we may be subject to lawsuits and governmental regulation, our players may not engage with our
products and services and / or may lose confidence in our brands and our financial results may be adversely affected. Qur
Addittenally-enr-products and services are extremely complex software programs and are difficult to develop and distribute. We
have quality controls in place to detect defects, bugs or other errors in our products and services before they are released.
Nonetheless, these quality controls are subject to human error, overriding, and resource or technical constraints. If these quality
controls and preventative measures are not effective in detecting all defects, bugs or errors in our products and services before
they have been released into the marketplace, then our products and services could be below our standards and the standards of
our players and our reputation, brand and sales could be adversely affected. In addition, we could be required to, or may find it
necessary to, offer a refund for the product or service, suspend the availability or sale of the product or service or expend
significant resources to cure the defect, bug or error each of which could significantly harm our business and operating results.
We are integrating artificial intelligence tools and technologies into our business and development processes. The use of
artificial intelligence might present social and ethical issues that, if not managed appropriately, may result in legal and
reputational harm, cause consumers to lose confidence in our business and brands and negatively impact our financial
and operating results. External game developers may not meet product development schedules or otherwise honor their
obligations. We contract with external game developers to develop our games or to publish or distribute their games. While we
maintain contractual protections, we have less control over the product development schedules of games developed by external
developers. We depend on their ability to meet product development schedules. If we have disputes with external developers or
they cannot meet product development schedules, acquire certain approvals or are otherwise unable or unwilling to honor their
obligations to us, we may delay or cancel previously announced games, alter our launch schedule or experience increased costs
and expenses, which could result in a delay or significant shortfall in anticipated revenue, harm our profitability and reputation,
and cause our financial results to be materially affected. Our business depends on the success and availability of consoles,
platforms and devices developed by third parties and our ability to develop and maintain commercially successful products and
services for those consoles, platforms and devices. The success of our business is driven in part by the commercial success e,
adequate supply and consumer adoption of third- party consoles, platforms and devices for which we develop our products
and services or through which our products and services are distributed. Our success depends in part on accurately predicting
which consoles, platforms and devices will be successful in the marketplace and providing engaging and commercially
successful games-products and services for those consoles, platforms and devices. We must make product development
decisions and commit significant resources well in advance of the commercial availability of new consoles, platforms and
devices, and we may incur significant expense to adjust our product portfolio and development efforts in response to changing
consumer preferences. We may enter into certain exclusive licensing arrangements that affect our ability to deliver or market
products or services on certain consoles, platforms or devices. A console, platform or device for which we are developing
products and services may not sueeeed-as-achieve consumer adoption at the rate we expeeted—- expect and we may be unable
to fully recover the investments we have made in developing our products and services; or new consoles, platforms or devices
may take market share away from those for which we have devoted significant resources, causing us to not reach our intended

audlence and take advantage of meamngful revenue opportunltles —We-may-experienee-deehnes-or-fluetuations-in-there-

fesu-l-ts— We could fall to successfully adopt new business models. From time to time we %eek to establish and 1mplement new
business models. Forecasting the success of any new business model is inherently uncertain and depends on a number of factors
both within and outside of our control. Our actual revenue and profit for these businesses may be significantly greater or less



than our forecasts. In addition, these new business models could fail, resulting in the loss of our investment in the development
and infrastructure needed to support these new business models, as well as the opportunity cost of diverting management and
financial resources away from more successful and established businesses. Any failure to successfully implement new business
models could materially impact our financial and operating results. Acquisitions, investments, divestitures and other strategic
transactions could result in operating difficulties and other negative consequences. We have made and may continue to make
acquisitions or enter into other strategic transactions including (1) acquisitions of companies, businesses, intellectual properties,
and other assets, (2) investments in, or transactions with, strategic partners, and (3) investments in new businesses as part of our
long- term business strategy. These acquisitions and other transactions involve significant challenges and risks including that the
transaction does not advance our business strategy or strategic goals that we do not realize a satisfactory return on our
investment, that we cannot realize anticipated tax benefits or incur tax costs, that we acquire liabilities and / or litigation from
acquired companies or-tabitities-and-orlitigationresultsfromrthe-transaetions-, that our due diligence process does not identify
significant issues ;-or liabilities er-other-ehallenges-, diversion of management’ s attention from our other businesses y-and the
incurrence of debt, contingent liabilities or amortization expenses, write- offs of goodwill, intangibles, or acquired in- process
technology, or other increased cash and non- cash expenses. In addition, we may not be able to complete the acquisition as a
result of challenges in obtaining regulatory approvals or we may not integrate these businesses successfully et retain key
employees from acquired companies and achieve expected synergies. We may fund strategic transactions with (1) cash, which
would reduce cash available for other corporate purposes, (2) debt, which would increase our interest expense and leverage and /
or (3) equrty Wthh Would dilute current shareholders percentage ownershlp and also dilute our earnrngs per share.

with 1S We may be unable to maintain or acquire licenses to 1nclude
1ntellectua1 property owned by others in our games, or " to maintain or acquire the rights to publish or distribute games developed
by others. Many of our products and services are based on or incorporate intellectual property owned by others. For example,
our EA SPORTS products include rights licensed from major sports leagues, teams and players’ associations and our Star Wars
products include rights licensed from Disney. Competition for these licenses and rights is intense. If we are unable to maintain
these licenses and rights or obtain additional licenses or rights with significant commercial value, our ability to develop
successful and engaging products and services may be adversely affected and our revenue, profitability and cash flows may
decline significantly. Other competitors may assume certain licenses and create competing products, impacting our sales.
Competition for these licenses has increased, and may continue to increase, the amounts that we must pay to licensors and
developers, through higher minimum guarantees or royalty rates, which could significantly increase our costs and reduce our
profitability. Our business partners may not honor their obligations to us or their actions may put us at risk. We rely on various
business partners, including platform partners, third- party service providers, vendors, licensing partners, development partners
and licensees. Their actions may put our business and our reputation and brand at risk. In many cases, our business partners may
be given access to sensitive and proprietary information in order to provide services and support, and they may misappropriate
our information and engage in unauthorized use of it. In addition, the failure of these third parties to provide adequate services
and technologies, or the failure of the third parties to adequately maintain or update their services and technologies, could result
in a disruption to our business operations. Further, disruptions in the financial markets, geopolitical conditions, economic
downturns, poor business decisions, or reputational harm may adversely affect our business partners and they may not be able to
continue honoring their obligations to us or we may cease our arrangements with them. Alternative arrangements and services
may not be available to us on commercially reasonable terms or we may experience business interruptions upon a transition to
an alternative partner or vendor. OPERATIONAL RISKS Catastrophic events may disrupt our business. Catastrophic events,
including natural disasters, cyber- incidents, power disruptions, pandemics, acts of terrorism or other events have caused, and in
the future could cause, outages, disruptions and / or degradations of our infrastructure (including our or our partners’
information technology and network systems), a failure in our ability to conduct normal business operations, or the closure of
public spaces in which players engage with our games-products and services all of which could materially impact our reputation
and brand, financial condition and operating results. The health and safety of our employees, players, third- party organizations
with whom we partner, or regulatory agencies on which we rely could be also affected, any of which may prevent us from
executing against our business strategies and / or cause a decrease in consumer demand for our products and services. We
recognize the inherent physical risks associated with climate change. Our business relies on the reliable transmission of energy
worldwide and is susceptible to weather- related events that could stress the power grid. System redundancy may be ineffective,
and our disaster recovery and business continuity planning may not be sufficient for all eventualities. In addition, our corporate
headquarters and several of our key studios also are located in seismically active regions and areas that are vulnerable to other
natural disasters and weather events such as wildfires and hurricanes. These catastrophic events could disrupt our business and
operations, and / or the businesses and operations of our partners and may cause us to incur additional costs to maintain or
resume operations. We have and may continue to experience security breaches and cyber threats. The integrity of our and our
partners’ information technology networks and systems is critical to our ongoing operations, products, and services. Our
industry is prone to, and our systems and networks are subject to actions by malfeasant actors, which may include individuals or
groups, including state- sponsored attackers. These actions include cyber- attacks, including ransomware, and other information
security incidents that seek to exploit, disable, damage, and / or disrupt our networks, business operations, products and services
and supporting technological infrastructure, or gain access to consumer and employee personal information, our intellectual
property and other assets. Additionally, as artificial intelligence capabilities develop rapidly, individuals or groups of hackers
and sophisticated organizations, may use these technologies to create new sophisticated attack methods that are increasingly



automated, targeted and coordinated and more difficult to defend against. In addition, our systems and networks could be
harmed or improperly accessed due to errors by employees or third parties that are authorized to access these networks and
systems. We also rely on technological infrastructure provided by third- party business partners to support the online
functionality of our products and services, who are also subject to these same cyber risks. Both our partners and we have
expended, and expect to continue to expend, financial and operational resources to guard against cyber risks and to help protect
our data and systems. However, the techniques used by malfeasant actors change frequently, continue to evolve in sophistication
and volume, and often are not detected for long periods of time. Remote access to our networks and systems, and the networks
and systems of our partners is substantial. While we and our partners have taken steps to secure our networks and systems, these
networks and systems may be more vulnerable to a successful cyber- attack or information security incident in a hybrid working
model. The costs to respond to, mitigate, and / or notify affected parties of cyber- attacks and other security vulnerabilities are
significant. It may also be necessary for us to take additional extraordinary measures and make additional expenditures to take
appropriate responsive and preventative steps. Consequences of such events, responsive measures and preventative measures
have included, and could in the future include, the loss of proprietary and personal data and interruptions or delays in our
business operations, exploitation of our data, as well as loss of player confidence and damage to our brand and reputation,
financial expenses and financial loss. In addition, such events could cause us to be non- compliant with applicable regulations,
and subject us to legal claims or penalties under laws protecting the privacy or security of personal information or proprietary
material information. We have experienced such events in the past and expect future events to occur. In addition, the virtual
economies that we have established in many of our games are subject to abuse, exploitation and other forms of fraudulent
activity that can negatively impact our business. Virtual economies involve the use of virtual currency and / or virtual assets that
can be used or redeemed by a player within a particular game or service. The abuse or exploitation of our virtual economies have
included the illegitimate or unauthorized generation and sale of virtual items, including in black markets. Our online services
have been impacted by in- game exploits and the use of automated or other fraudulent processes designed to generate virtual
items or currency illegitimately or to execute account takeover attacks against our players. We anticipate such activity to
continue. These abuses and exploits, and the steps that we take to address these abuses and exploits may result in a loss of
anticipated revenue, increased costs to protect against or remediate these issues, interfere with players’ enjoyment of a balanced
game environment or cause harm to our reputation and brand. We may experience outages, disruptions or degradations in our
services, products and / or technological infrastructure. The reliable performance of our products and services depends on the
continuing operation and availability of our information technology systems and those of our external service providers,
including third- party * cloud ” computing services. Our games and services are complex software products and maintaining the
sophisticated internal and external technological infrastructure required to reliably deliver these games and services is expensive
and complicated. The reliable delivery and stability of our products and services has been, and could in the future be, adversely
impacted by outages, disruptions, failures or degradations in our network and related infrastructure, as well as in the online
platforms or services of key business partners that offer, support or host our products and services. The reliability and stability of
our products and services has been affected by events outside of our control as well as by events within our control, such as the
migration of data among data centers and to third- party hosted environments, the performance of upgrades and maintenance on
our systems, and effectively scaling our technological infrastructure to accommodate online demand for our products and
services. If we or our external business partners were to experience an event that caused a significant system outage, disruption
or degradation or if a transition among data centers or service providers or an upgrade or maintenance session encountered
unexpected interruptions, unforeseen complexity or unplanned d1srupt10ns our products and services may not be available to
consumers or may not be dehvered rehably and stably ; ; ; ; he

do not have redundancy for all our systems many of our crltrcal appllcatrons resrde in only one of our data_ centers and our
disaster recovery planning may not account for all eventualities. As a result, our reputation and brand may be harmed,
consumer engagement with our products and services may be reduced, and our revenue and profitability could be
negatively impacted. Attracting, managing and retaining our talent is critical to our success. Our business depends on our
ability to attract, train, motivate and retain executive, technical, creative, marketing and other persennel-talent that are essential
to the development, marketing and support of our products and services. The market for highly- skilled workers and leaders in
our industry is extremely competitive, particularly in the geographic locations in which many of our key persennel-talent are
located. We also engage with talent through contracted services. Our fraddition;-eur-leading position within the interactive
entertainment industry makes us a prime target for recruiting our executives, as well as key creative and technical talent. If we
cannot successfully recruit, train, motivate, attract and retain qualified employees-talent , develop and maintain a healthy
culture, erreplace key employees-talent following their departure or experience disruption in our contracted services , our
reputation, brand and culture may be negatively impacted , products and services may be delayed and our business will be
impaired. Our global workforce is primarily non- unionized, but we have unions and works councils outside of the United
States. In the United States, there has been an increase in prominence in certain sectors of workers exercising their right to form
or join a union. If significant employee populations were to unionize or if we experience labor disruptions, we could experience
operational changes that may materially impact our business. We rely on the consoles, systems and devices of partners who
have significant influence over the products and services that we offer in the marketplace. A significant percentage of our digital
net revenue is attributable to sales of products and services through our significant partners, including Sony, Microsoft, Apple
and Google. The concentration of a material portion of our digital sales in these partners exposes us to risks associated with
these busrnesses —A:ny—and any deterroratlon in the busmesses of our s1gmﬁcant partners could d1srupt and harm our busmess 5

. Our -I-n—add-tt-teﬁ—eu—rehcense agreements typrcally pr0V1de these partners Wrth s1gmﬁcant control over the approval and



distribution of the products and services that we develop for their consoles, systems and devices. For products and services
delivered via digital channels, each respective partner has policies and guidelines that control the promotion and distribution of
these titles and the features and functionalities that we are permitted to offer through the channel. Our partners could choose to
exclude our products and services from, or de- emphasize the promotion of our products and services within, some or all of their
distribution channels in order to promote their own products and services or those of our competitors. In addition, we are
dependent on these partners to invest in, and upgrade, the capabilities of their systems in a manner that corresponds to the
preferences of consumers. Failure by these partners to keep pace with consumer preferences could have an adverse impact on
the engagement with our products and services and our ability to merchandise and commercialize our products and services
which could harm our business and / or financial results. Moreover, certain significant partners can determine and change
unilaterally certain key terms and conditions, including the ability to change their user and developer policies and guidelines and
eatratsosct the rates that we must pay to provide our games-products and services through their online channels, and retain
flextbilityto-change their fee structures or adopt different fee structures for their online channels. These partners also control the
information technology systems through which online sales of our products and service ehannels-are captured. If our partners
establish terms that restrict our offerings, significantly impact the financial terms on which these products or services are offered
to our customers, or their information technology systems experience outages that impact our players’ ability to access our
games or purchase extra content or cause an unanticipated delay in reporting, our business and / or financial results could be
materially affected. LEGAL AND COMPLIANCE RISKS Government regulations applicable to us may negatively impact our
business.We are a global company subject to various and complex laws and regulations domestically and
internationally,including laws and regulations related to consumer protection,protection of minors,online safety, including
content moderation and transparency ,advertising,information security,intellectual property,competition,sanctions,taxation
and tariffs ,and employment,among others.Many of these laws and regulations are continuously evolving and developing,and
the application to,and impact on,us is uncertain. Enforcement of these laws could harm our business by limiting the products and
services we can offer consumers or the manner in which we offer them.The costs of compliance with these laws may increase in
the future as a result of changes in applicable laws or changes to interpretation.Any failure on our part to comply with these laws
or the application of these laws in an unanticipated manner may harm our business and result in penalties or significant legal
liability.Certain of our business models and features within our games-products and services are subject to new laws or
regulations or evolving interpretations and application of existing laws and regulations. The growth-and-development-industry’ s
adoption of eleetronte-eommeree;-virtual items and virtual currency has prompted calls for new laws and regulations and
resulted in the application of existing laws or regulatlons that have increased scrutiny on these business models and limited or
restricted the sale of our products and services in certain territories. We are integrating Additionally;inrotr-eurrentphase-of
nevatiem;-artificial intelligence eapabilities-arerapidly-advaneing-technologies into our business and development
processes and itis posstble that we could become subject to new regulatlons or the interpretation of existing regulations saimesd
0 : a1 OHr-g that could negatively impact our
operatlonal and financial results. Our products and services allow players to connect with each other and create and
share user- generated content. Such interactions and content may be objectionable or offensive and expose us to liability
and regulatory oversight, particularly as applicable global laws and regulations are introduced and evolve. New laws
related to these business is-evelve-Newlaws-related-to-these-bustness-models and features or the interpretation or application of
current laws could subject us to additional regulation and oversight,cause us to further limit or restrict the sale of our products
and services or otherwise impact our products and services,lessen the engagement with,and growth of,profitable business
models,and expose us to increased compliance costs,significant liability,fines,penalties and harm to our reputation and brand.We
are subject to laws in certain foreign countries,and adhere to industry standards in the United States,that mandate rating
requirements or set other restrictions on the advertisement ;,marketing ,publication or distribution of interactive entertainment
software based on content.In addition,certain foreign countries allow government censorship of interactive entertainment
software products or require pre- approval processes of uncertain length before our games-products and services can be
offered. Adoption and enforcement of ratings systems,censorship,restrictions on publication or distribution,and changes to
approval processes or the status of any approvals could harm our business by limiting the products we are able to offer to our
consumers.In addition,compliance with new and possibly inconsistent regulations for different territories could be costly,delay
or prevent the release of our products in those territories.We are subject to complex and prescriptive regulations , and
consumer sens1t1v1ty, regardlng eenﬁﬂﬂefpfeteeﬁeﬂ—aﬂd-data prlvacy practlces —a-nd-eeu-}d—be—advefsel-y—a-ffeeted-rﬁeuf
ved-as-beig ate-. We are subject to
global data privacy, data protectlon securlty and consumer- protectlon laws and regulations wotldwide-. These laws and
regulations are emerging and evolving and the interpretation, application and enforcement of these laws and regulations often
are uncertain, contradictory and changing. The failure to maintain data practices that are compliant with applicable laws and
regulations, or evolving interpretations of applicable laws and regulations, could result in inquiries from enforcement agencies
or direct consumer complaints, resulting in civil or criminal penalties, and could adversely impact our reputation and brand. In
addition, the operational costs of compliance with these regulations is high and will likely continue to increase. Even if we
remain in compliance with applicable laws and regulations, consumer sensitivity to the collection and processing of their
personal information continues to increase. Any real or perceived failures in maintaining acceptable data privacy practices,
including allowing improper or unauthorized access, acquisition or misuse and / or uninformed disclosure of consumer,
employee and other information, or a perception that we do not adequately secure this information or provide consumers with
adequate notice about the information that they authorize us to collect and disclose could result in brand, reputational, or other
harms to the business, result in costly remedial measures, deter current and potential customers from using our products and
services and cause our financial results to be materially affected. Third party vendors and business partners receive access to




certain information that we collect. These vendors and business partners may not prevent data security breaches with respect to
the information we provide them or fully enforce our policies, contractual obligations and disclosures regarding the collection,
use, storage, transfer and retention of personal data. A data security breach of one of our vendors or business partners could
cause reputational and financial harm to them and us, negatively impact our ability to offer our products and services, and could
result in legal liability, costly remedial measures, governmental and regulatory investigations, harm our profitability, reputation
and brand, and / or cause our financial results to be materially affected. Government regulations applicable to us may
negatively...... of our products in those territories. We may be subject to claims of infringement of third- party intellectual
property rights. From time to time, third parties may claim that we have infringed their intellectual property rights. Although we
take steps to avoid knowingly violating the intellectual property rights of others, it is possible that third parties still may claim
infringement. Existing or future infringement claims against us may be expensive to defend and divert the attention of our
employees from business operations. Such claims or litigation could require us to pay damages and other costs. We also could
be required to stop selling, distributing or supporting products, features or services which incorporate the affected intellectual
property rights, redesign products, features or services to avoid infringement, or obtain a license, all of which could be costly
and harm our business. In addition, many patents have been issued that may apply to potential new modes of delivering, playing
or monetizing products and services such as those that we produce or would like to offer in the future. We may discover that
future opportunities to provide new and innovative modes of game play and game delivery may be precluded by existing patents
that we are unable to acquire or license on reasonable terms. From time to time we may become involved in other legal
proceedings. We are currently, and from time to time in the future may become, subject to legal proceedings, claims, litigation
and government investigations or inquiries, which could be expensive, lengthy, disruptive to normal business operations and
occupy a significant amount of our employees’ time and attention. In addition, the outcome of any legal proceedings, claims,
litigation, investigations or inquiries may be difficult to predict and could have a material adverse effect on our business,
reputation, operating results, or financial condition. Our products and brands are subject to intellectual property infringement,
including in jurisdictions that do not adequately protect our products and intellectual property rights. We regard our products,
brands and intellectual property as proprietary and take measures to protect our assets from infringement. We are aware that
some unauthorized copying of our products and brands occurs, and if a significantly greater amount were to occur, it could
negatively impact our business. Further, our products and services are available worldwide and the laws of some countries,
particularly in Asia, either do not protect our products, brands and intellectual property to the same extent as the laws of the
United States or are poorly enforced. Legal protection of our rights may be ineffective in countries with weaker intellectual
property enforcement mechanisms. In addition, certain third parties have registered our intellectual property rights without
authorization in foreign countries. Successfully registering such intellectual property rights could limit or restrict our ability to
offer products and services based on such rights in those countries. Although we take steps to enforce and police our rights, our
practices and methodologies may not be effective against all eventualities. FINANCIAL RISKS Our financial results are subject
to currency and interest rate fluctuations. International sales are a fundamental part of our business. For our fiscal year ended
March 31, 2824-2025 , international net revenue comprised 6€6-59 percent of our total net revenue, and we expect our
international business to continue to account for a significant portion of our total net revenue. As a result of our international
sales, and also the denomination of our foreign investments and our cash and cash equivalents in foreign currencies, we are
exposed to the effects of fluctuations in foreign currency exchange rates, and volatility in foreign currency exchange rates
remains elevated as compared to historic levels. We use foreign currency hedging contracts to mitigate some foreign currency
risk. However, these activities are limited in the protection they provide us from foreign currency fluctuations and can
themselves result in losses. In addition, interest rate volatility can decrease the amount of interest earned on our cash, cash
equivalents and short- term investment portfolio. We utilize debt financing and such indebtedness could adversely impact our
business and financial condition. We have senior unsecured notes outstanding, as well as an unsecured revolving credit facility.
While the facility is currently undrawn, we may use the proceeds of any future borrowings for general corporate purposes. We
may also enter into other financial instruments in the future. This indebtedness and any indebtedness that we may incur in the
future could affect our financial condition and future financial results by, among other things, requiring the dedication of a
substantial portion of any cash flow from operations to the repayment of indebtedness and increasing our vulnerability to
downturns in our business or adverse changes in general economic and industry conditions. The agreements governing our
indebtedness impose restrictions on us and require us to maintain compliance with specified covenants. In particular, the
revolving credit facility requires us to maintain compliance with a debt to EBITDA ratio. Our ability to comply with these
covenants may be affected by events beyond our control. If we breach any of these covenants and do not obtain a waiver from
the lenders or noteholders, then, subject to applicable cure periods, our outstanding indebtedness may be declared immediately
due and payable. There can be no assurance that any refinancing or additional financing would be available on terms that are
favorable or acceptable to us, if at all. In addition, changes by any rating agency to our credit rating may negatively impact the
value and liquidity of both our debt and equity securities, as well as the potential costs associated with new issuances or any
potential refinancing of existing issuances. Downgrades in our credit rating could also restrict our ability to obtain additional
financing in the future and could affect the terms of any such financing. Changes in our tax rates or exposure to additional tax
liabilities, and changes to tax laws and interpretations of tax laws could adversely affect our earnings and financial condition.
We are subject to taxes in the United States and in various foreign jurisdictions. Significant judgment is required in determining
our worldwide income tax provision, tax assets, and accruals for other taxes, and the ultimate tax determination is uncertain for
many transactions. Our effective income tax rate is based in part on our corporate operating structure and how we operate our
business and develop, value, and use our intellectual property. Taxing authorities in jurisdictions in which we operate have
challenged and audited, and may continue to, challenge and audit , our methodologies for calculating our income taxes, which
could inerease-have a material impact on our effective income tax rate and cash taxes . In addition, our provision for income



taxes is materially affected by our profit levels, changes in our business, changes in our geographic mix of earnings, changes in
the elections we make, changes in our corporate structure, or changes in applicable accounting rules, as well as other factors.
Changes to enacted U. S. federal, state or international tax laws, as well as changes to interpretations of existing tax laws,
particularly in Switzerland, where our international business is headquartered, and actions we have taken in our business with
respect to such laws, have affected, and could continue to affect, our effective tax rates and cash taxes, and could cause us to
change the way in which we structure our business and result in other costs. For example, the European Union and other
countries, including Switzerland, have enacted or have committed to enact global minimum taxes , commonly referred to as
Pillar II, as proposed by the Organization for Economic Cooperation and Development, which could impact our provision
for income taxes and cash taxes. Our effective tax rate also could be adversely affected by changes in the measurement of our
deferred income taxes, including the need for valuation allowances against deferred tax assets. Our valuation allowances, in
turn, are impacted by several factors with respect to our business, industry, and the macroeconomic environments, including
changing interest rates and tax laws. Significant judgment is involved in determining the amount of valuation allowances, and
actual financial results also may differ materially from our current estimates and could have a material impact on our
assessments. We are required to pay taxes other than income taxes, such as payroll, sales, use, value- added, net worth, property,
transfer, and goods and services taxes, in both the United States and foreign jurisdictions. Several foreign jurisdictions have
introduced new digital services taxes on revenue of companie% that provide certain digital services or expanded their
interpretation of existing tax laws with regard to other non- income taxes. Fhere--- The s-Hmited-guidance about the
applicability of these new taxes to or-our ehanging-interpretationsto-eur-business is limited and significant uncertainty exists as
to what will be deemed in scope. If these foreign taxes are applied to us, it could have an adverse and material impact on our
business and financial performance. GENERAL RISKS Our business is subject to economic, market, public health and
geopolitical conditions. Our business is subject to economic, market, public health and geopolitical conditions, which are
beyond our control. The United States and other international economies have experienced cyclical downturns from time to
time. Worsening economic conditions, political instability, and adwerse-political developments in or around any of the countries
in which we do business, particularly conditions that negatively impact discretionary consumer spending and consumer demand
or increase our operating costs, including conflicts, inflation, slower growth, recession and other macroeconomic conditions
have had, and could continue to have, a material adverse impact on our business and operating results. In addition, relations
between the United States and countries in which we have operations and sales have been impacted by events such as
immigration policies and the adoption or expansion of trade restrictions, including tariffs and economic sanctions, that may
have had-a negative-material impact on our operations and financial results . For example, the imposition of tariffs by the
U. S. government on imported goods and development-proeesses-any retaliatory tariffs from foreign governments could
result in increased costs and uncertainty that may negatively affect global economic conditions and activity and
negatively affect our business and the businesses of our partners . We are particularly susceptible to market conditions and
risks associated with the entertainment industry, which, in addition to general macroeconomic downturns, also include the
popularity, price and timing of our games-products and services , changes in consumer demographics, the availability and
popularity of other forms of entertainment, and critical reviews and public tastes and preferences, among other factors which
may change rapidly and cannot necessarily be predicted. Our stock price has been volatile and may continue to fluctuate
significantly. The market price of our common stock historically has been, and we expect will continue to be, subject to
significant fluctuations. These fluctuations may be due to our operating results or factors specific to our operating results
(including those discussed in the risk factors above), changes in securities analysts’ estimates of our future financial
performance, ratings or recommendations, eurresults-the failure of er-our capital return programs to meet futare-finanetat

guidaneefalling below-ourexpeetations-and-analysts’ and investors” expectations, the fattare-ofoureapitalreturirprograms-to
meet-analysts-and-investors-expeetationsthe-announcement and integration of any acquisitions we may make, departure of

key personnel, cyberattacks, or factors largely outside of our control including s-those affecting interactive gaming,
entertainment, and / or technology companies generally, national or international economic conditions, investor sentiment or
other factors related or unrelated to our operating performance. In particular, economic downturns may contribute to the public
stock markets experiencing extreme price and trading volume volatility. These fluctuations could adversely affect the market
price of our common stock. The market price of our common stock is sensitive to our ability to forecast our financial and
operating results and meet these projections and the expectations of analysts and investors. Forecasting future financial
and operating results in our industry is inherently challenging, including with respect to products and services that
historically have provided relatively stable financial results, such as our live services, annualized sports titles, and our
console, PC and mobile catalog titles. The financial projections we may provide to the public, any changes to those
projections, or the failure to meet these projections or the expectations of analysts and investors may adversely affect the
market price of our common stock. 16



