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Legal Disclaimer:

The Case and all relevant materials such as spreadsheets and presentations are a copyright of the members of the NIBC Case 
Committee of the National Investment Banking Competition & Conference (NIBC), and intended only to be used by competitors or signed 
up members of the NIBC Competitor Portal. No one may copy, republish, reproduce or redistribute in any form, including electronic 
reproduction by “uploading” or “downloading”, without the prior written consent of the NIBC Case Committee. Any such use or violation 
of copyright will be prosecuted to the full extent of the law. 
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Dear Competitors, 

Thank you for choosing to compete in the National Investment Banking Competition. This year NIBC has 
continued to expand globally, attracting top talent from 100 leading universities across North America, Asia, and 
Europe. The scale of the Competition creates a unique opportunity for students to receive recognition and 
measure their skills against peers on an international level. 

To offer a realistic investment banking experience, NIBC has gained support from a growing number of former 
organizing team members now on the NIBC Board, who have pursued investment banking careers in New York, 
Hong Kong, Toronto, and Vancouver. Members of the NIBC Board have been heavily involved in the 
development of the case and competition including creating and refining model templates and data sets to reflect 
best practices in the industry. The First Round Case is carefully designed to maximize the learning experience 
of competitors by providing a significant amount of model mechanics and data, enabling competitors to focus 
on demonstrating their ability to form analysis and create a compelling presentation. 

 The NIBC Case Committee, 

Welcome Letter

Madden NFL
Electronic Arts 

Need for Speed 
Electronic Arts 
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You are a fresh hire at an investment bank and are extremely keen to prove yourself. You have just been staffed 
on a team with an ambitious young managing director who has arranged a meeting with the video game publishing 
company Electronic Arts (EA). Your  bank  is  not  currently  one  of  EA’s  favored  advisors,  but  this  managing director 
is keen  on  gaining  the  company’s  business  and  would  like  to  present  the  company  with  a  comprehensive  valuation  
analysis and strategic review. 

Dealflow in your office has been strong lately, so your team is rather lean and is comprised only of the 
aforementioned managing director, a vice president, and yourself. Your vice president, who recently closed a high-
profile and very demanding media buy-side transaction, has now accumulated a significant number of vacation 
days and is about to leave to the Hamptons. He has directed you to a compilation of partially filled out templates 
and data on EA and has heavily implied that you should be able to handle all the junior-level work on this file while 
he is away. You have a few weeks until the EA meeting, but now with this in addition to your other files, you already 
have a feeling that there will be long nights ahead. 

The Scenario

Sims 4 
Electronic Arts

Plants vs Zombies 
Electronic Arts
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Electronic Arts Inc. is an independent publisher and distributor of interactive games for all prominent platforms, 
including  Sony’s  Playstation,  Microsoft’s  Xbox,  and  Nintendo’s  Wii,  as  well  as  personal   computers and mobile 
devices. EA is the 3rd largest video game manufacturer in North America and has traditional market leadership in 
sophisticated games for console platforms but has increasingly expanded its presence in the growing mobile, 
social, casual, and free-to-play  digital  segments.  EA’s  operating  structure  has  three  divisions  – EA Studios, Maxis, 
and EA Mobile, each respectively responsible for studio and development teams, creating games that increase 
player creativity, and developing and publishing games for mobile devices. Prominent franchises developed by EA 
include Battlefield, Mass Effect, Need for Speed, The Sims, NBA Live, Madden NFL, and FIFA. In the past, the 
company has been active in acquisitions, most notably the acquisition of PopCap, Playfish, and VG Holdings. The 
company was founded by Trip Hawkins in 1982 and is headquartered in Redwood City, California, U.S. Electronic 
Arts Inc. was taken public in 1989. The current CEO, Andrew Wilson, was appointed following the resignation of 
John Riccitiello in September 2013. 

 Revenue Components Non-GAAP Revenue (FY2014) Non-GAAP Revenue (FY2014) 

PC, Free–to-Play & Mobile $1,597m 40% 

Console & Other $2,424m 60% 

Total $4,021m 100% 

Name: Electronic Arts Inc. 

Exchange: NASDAQ 

Ticker: EA 

Share Price as of Sep 26, 2014: $35.96 

FY2014 Revenues: $4,021m1  

FY2014 EBITDA: $944m1  

FY2014 Net Income: $534m1 

FY2014 Diluted EPS: $1.691  
1non-GAAP 
2014 fiscal year end is March 31, 2014. 

52-Week Range: $20.47-$38.64

Market Cap: $11,308m

Debt: $580.0m

Cash: $2365m

2. Background Information

I. Corporate Overview

 Electronic Arts places focuses on non-GAAP results when planning, assessing and forecasting future operations
 Breakdown derived from Bloomberg
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Q1 2015 Earnings Call:

Andrew Wilson CEO: 

“Around   the  world,  more   than   300  million   registered   players   are   engaging  with   the   long-lasting entertainment 
provided by EA's games and services today. In the last quarter, gamers played more than 13.6 billion online 
sessions of EA games for a total of nearly 2.4 billion hours played across console, mobile, and PC experiences. 
To put that in context, that's more than 3,000 years of game play every single day. On screens from 6 inches to 60 
inches,  for  sessions  of  2  minutes  to  2  hours  or  more,  EA  continues  to  deliver  outstanding  entertainment  to  players.” 

Blake Jorgensen CFO: 

“EA's  non-GAAP net revenue was $775 million [for the quarter], which was 57% higher than prior year's results 
and  11%  above  our  guidance.” 

“Mobile  generated  $120  million  for  the  quarter,  up  18%  over  the  prior  year.  Smartphones  and  tablets  continue  to  
represent the majority of the revenue, accounting for $109  million,  or  90%,  of  our  total  mobile  revenue.” 
“$105  million,  or  87%,  of  our  mobile  revenues  were  comprised  of  the  digital  extra  content  and  advertising  revenue,  
reflecting the shift to the freemium business model. This freemium business was up 39% versus the prior year, 
more than offsetting the decline in the premium business. We attribute our freemium growth to the strength of our 
portfolio of live services games. We continue to view mobile as a business with tremendous opportunity as the 
market is experiencing significant global growth in Smartphones and tablets, and as this market base expands we 
continue to release new content in our live service games and execute against our launch road map.” 

II. Fiscal Highlights

EA’s  GAAP revenue was $3,575 million in fiscal 2014, driven by sales of FIFA 14, FIFA 13 and Battlefield 4. 

Compared to the last fiscal year, revenue decreased by 6% from $3,797 million, primarily due to an increase in 

deferred revenue of $446 million associated with sales of online-enabled games.

Net income for fiscal 2014 was $8 million, or $0.03 diluted EPS, as compared to $98 million or $0.31 diluted EPS 

in fiscal 2013.

Digital revenue was $1,833m in fiscal 2014, compared to $1,440 in fiscal 2013 and $1,159 in fiscal 2012, reflecting 

a  growing  digital  market  and  EA’s  focus  on  digital  offerings.

Revenue from packaged goods and other was $2,149 in fiscal 2014, a 6% increase from $2,028 in the prior year. 

Cash, cash equivalents and short-term investments total $2,365 in this fiscal year, an increase of 41% from $1,680 

in the prior year and with only $580m in debt which can finance potential acquisition and investments.

III. Management Comments
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July 2014:

“With next-generation consoles from Microsoft and Sony as key growth drivers, we believe Electronic Arts is well 
positioned for a period of sustained growth with an impressive slate of core titles, strong digital growth, and focus 
on cost control that will ultimately lead to margin expansion and strong earnings growth.” 

“EA is increasingly leveraging a portfolio of core brands and evolving business models across multiple platforms 
(mainly console, PC, and mobile) to capitalize on an expanding installed base of gamers. We believe the company 
has leading share on next-generation consoles and expect the PlayStation 4 and Xbox One to provide a meaningful 
boost  to  the  company’s  top- and bottom-line growth in calendar 2014 and beyond.” 

“The company continues to enjoy rapid growth from digital sources, including downloadable content (DLC) and 
mobile  gaming.  Apple  is  now  one  of  the  company’s  largest  retail  partners  – highlighting the growing significance of 
game sales on smartphones and tablets.   We   also   believe   the   company’s   console   digital   offerings   can   be  
complementary and extend the life of key packaged goods. Digital revenues are a key profit contributor given the 
high-margin characteristics of the revenue stream. We expect digital sales to  grow  to  over  half  of  the  company’s  
total  revenue  in  FY2015.”     

May 2014: 

“EA has now shown a consistent track record of [operating] margin improvement (from 9.7% in FY13 to 17.8% in 
FY14) and is a year ahead of the stated goal of achieving a 20% PF op margin by FY16 (now expected for FY15). 
2014 will represent the beginning of a multi-year renewed growth phase in video game software and we believe 
EA is positioned to benefit.” 

April 2013: 

“The upcoming year presents challenges that are expected to result in decreased revenues and little upside to 
operating margins. The approaching launch of a new console cycle will bring added development costs and slowing 
games sales in anticipation of the new hardware.” 

IV. Research Analyst Comments
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You are to complete the tasks below to produce two deliverables: a spreadsheet completed based on the template 
provided (Excel) and a presentation (PowerPoint). 

A. Discounted Cash Flow Analysis
Discounted cash flow (DCF) analysis is a critical aspect of a company valuation in every corporate finance 
transaction. Your first task is to forecast future financial statements for EA, based on historical data and available 
information, in order to derive free cash flows. Afterwards, you should discount them by the appropriate cost of 
capital to ascertain the present and intrinsic value of the company. 

B. Trading Comparables Analysis
In this section, teams will be evaluated based on their execution of a comparable trading multiple approach in 
valuing EA. Teams will be required to complete a set of trading comparables multiples and select the company 
multiples which are the most suitable for valuing EA. Points will also be assigned for explanation of the selections 
and relevance to the target. For more detailed information and instructions on this section, please refer to the 
Comparables Analysis Instructions contained in this Case Package as well as Appendix A – Industry Overview 
and Comparables. 

C. Precedent Transactions Analysis
In this section, teams will be evaluated based on their execution of a precedent transaction multiple approach to 
valuing EA, as detailed later in this Case Package. Teams will be required to complete a set of transaction multiples 
for historical transactions. Evaluation will be based on obtaining the appropriate financial metrics for the 
transactions and on your explanation for the selection of your preferred transaction(s). For more detailed 
information and instructions on this section, please refer to the Precedent Transaction Analysis Instructions in this 
Case Package as well as Appendix B – Precedent Transactions. 

D. LBO Analysis
In addition to receiving information on what transactions EA could be involved in, your client has requested 
additional analysis on the viability of a Leveraged Buyout (LBO). Your Vice President has asked you to create an 
indicative, back-of-the-envelope analysis. Please refer to Section 4D of this Case Package for additional guidance 
on the LBO analysis.  

E. Presentation
Preparing and delivering effective presentations is one of the most critical components of a turning an investment 
banking opportunity into a mandate. Your presentation will be the most important determinant during the initial 
screening process. Be mindful of the fact that even as a fresh hire, you report externally to CEOs and 
shareholders, and internally to vice presidents and managing directors, who expect the key points to be 
immediately evident while being sufficiently supported by evidence. Do not underestimate the value of visual 
appeal and intuitive organization in garnering the attention of your audience. The ultimate purpose of the 
company, industry and valuation analysis you will prepare is to determine which corporate finance transactions 
would be optimal for achieving strategic objectives and increasing shareholder value. 

3. Ta sks Deliverables
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I. Historical Financial Statements
II. Forecasting Financial Statements
III. Discounted Cash Flow Valuation
IV. Document Key Assumptions

Typically, the first task in building a model would be to organize and consolidate the historic financial statements 
over a given time period, such as five years. 

In  this  case,  Electronic  Arts’  financial  statements  have  been  provided for you. Do not attempt to alter the historical 
inputs. Do not attempt to reconcile changes in the historic cash flow statements with actual account changes on 
the balance sheet. The historic cash flow statements resemble the results of the company 10-Ks which do not 
reconcile with balance sheet items by means of simple accounting formulas. However, use normal accounting 
practices in your forecast period to determine how balance sheet and income statement changes will help construct 
the cash flow statement. 

Do not add or remove rows or columns. In the model, cells that need to be populated by competitors are shaded 
in light grey. Cells that need to be populated with hardcodes are set to blue font, while cells intended for
formulas are set to black font. Note that assumptions can consist of hardcoded values or formulas derived from 
hardcoded values. Also note that a formula must contain cell references only and should not include any hard-
coded values. For an investment banking pitchbook you are required to build a mechanically error-free model with 
reflect carefully chosen assumptions that tell a coherent story that can be referenced in the presentation. 

The Non-GAAP historical financials have been provided so the model is ready for building the forecast. A model 
frequently contains separate assumptions pages which drive the forecasted line items on a consolidated financials 
page. The following sections provide guidance on how to forecast key assumptions listed on the assumptions 
pages.  For  items  which  are  less  crucial  to  the  company’s  valuation,  please  make  reasonable  assumptions  based  
on your own research and personal opinion. Suggested sources of research include earnings calls, investor 
presentations, press releases, equity research reports, annual reports and 10-Ks. The following notes contain 
guidance on how items can be forecasted in general, as well as specific suggestions on how to build the forecast 
for this company. 

A. Discounted Cash Flow Analysis

4. Valuation T e chnical Guidance

I. Historical Financial Statements for Valuation Model

II. Forecasting Financial Statements
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Operating Assumptions 

1. Accounting
 To supplement its consolidated financial statements, Electronic Arts uses Non-GAAP measures of financial

performance to assess, plan and forecast future periods. This Non-GAAP measure is formally known as Net
Revenue before Revenue Deferral by Revenue Composition.

 Management places a greater emphasis and focus on this Non-GAAP measure, with analysts also basing
estimates on these figures.

 Recognizing revenue: U.S. GAAP requires Electronic Arts to take into account consumers receiving
updates to games for no additional fee, particularly for online games when recognizing revenue.
o Estimated Offering Period: The period in which Electronic Arts expects to offer game updates to the

consumer, after which it is allowed to recognize the revenue from the game purchase. This is calculated
by Electronic Arts using historical figures and various assumptions.

o Prior to July 1, 2013, Electronic Arts set its estimated offering period at 6 months. Based on analysis that
concluded consumers are playing games online over a longer period of time, Electronic Arts recently
increased its estimated offering period to nine months.

 Net Revenue before Revenue Deferral by Revenue Composition: This Non-GAAP measure of Net
Revenue is based on method of distribution, separated into revenue from packaged games, digital games
and distribution and can be thought of as the cash revenue that Electronic Arts generates.
o Revenue Deferral: The unrecognized revenue Electronic Arts is not allowed to claim until it provides all

planned game updates to the consumer.
o Recognition of Revenue Deferral: The amount of revenue that is recognized after an update is provided

to the consumer.

2. Revenues
 Historical revenues in the model are broken down into Non-GAAP revenue and GAAP revenue, with deferred

& recognized revenue subtracted from Non-GAAP revenue to calculate GAAP revenue.
 Revenues are forecasted using a number of assumptions calculated as a percentage of Non-GAAP

revenue.
 Assumptions will typically consist of growth rates applied to a variety of revenue components from previous

periods including:
o Regions
o Business segments
o Customers
o Price

 Forecast revenues based on specific growth rates that take into account your view on each specific segment
and split up the growth of each segment.

 Pay attention to the game pipeline and major franchises on each platform in the projected years as well as
the timeline of the console cycle.

 Deferred Revenue: Since assumptions in this model are forecasted based on Non-GAAP revenue, do not
attempt to forecast deferred revenue.
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3. Operating Costs & EBITDA Margin
 Operating costs are broken down into 5 separate categories: Cost of Revenues, Marketing & Sales, General

& Admin, Research and Development, and Other Operating Expenses.
 Forecast Cost of Goods Revenues, Marketing & Sales, General & Admin, Research & Development, and

Other Operating Expenses, by calculating each component as a percentage of Non-GAAP revenue; note
that historically these percentages have varied, but you should look for guidance from management and
other sources on how these items are expected to converge over the medium to long-term.

 For this model, General and Admin are forecasted as one line item. Also, assume that all depreciation and
amortization of capital expenditures sit outside of General & Admin.

 For reference only: for simplicity, an estimate for gross margin is often used to back into operating costs
based on forecasted revenues, although more detailed methods such as the projected price of inputs may
be used to estimate operating costs.

4. Non-Operating Income
 For Gain on Extinguishment of Debt, you can forecast that this will remain 0 over the forecast period.

5. Working Capital – Accounts Receivable, Accounts Payable and Inventories
 Working capital components should be forecast as a percent of Non-GAAP revenue (Accounts Receivable)

or COGS (Accounts Payable, Inventories, Accrued Expenses) based on what items is most closely linked to
driving each working capital requirement.

 Use approximate historical averages or trends based on the given historical periods.
 Over the forecast period, determine the steady-state number and apply a smooth transition from current

period to steady state to avoid any lumpy changes.

6. PP&E, Depreciation & Capital Expenditures
 Net PP&E should be forecasted as a percentage of Non-GAAP revenue.
 You are required to forecast depreciation of PP&E as one line item as a percentage of Net PP&E.
 You can assume that amortization remains at a level consistent with FY 2014 amortization.
 Pay attention to management guidance on capex levels for the next few years; forecast capex as a

percentage of Non-GAAP revenue.

7. Interest Income
 Forecast interest income as a percentage of Non-GAAP revenues.

8. Taxes
 Please review management guidance to determine an appropriate tax treatment during the forecast period,

use the U.S. statutory tax rate and make any necessary adjustments you feel are reasonable. Assume that
the tax rate you choose is a proxy for one consistent average tax rate for the forecast period.

9. Minority Interest
 For reference only: Review company financial statements and make any appropriate adjustments to account

for minority interests if required.
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Financing Assumptions

Note that we require you to model the debt structure in detail because from a corporate finance perspective, it is 
important to understand the individual components of the capital structure of EA. 

10. Debt Summary Schedule
 The summary schedules in this section have already been populated to pull from the appropriate individual

schedules under the Debt Individual Schedules section.
 When populating the cashflow statement you will need to pull from this summary debt schedule for the

specific debt line items.

11. Individual Debt Schedules
 The formulas have been provided for the specific debt sections as well as the beginning balances and any

issuances for the fiscal year that have already been completed or are expected to be completed.
 Please go through to the annual report and fill in the interest rates for each schedule and % for the expected

repayment (except for the revolver).
 The draws and repayment profiles for the Long-term Credit Facility will be calculated in the section Target

Debt Balance and Cashflows Available for Dividends; note that for modeling purposes the assumption is that
the available amount under the Long-term Credit Facility will be increased as needed to maintain the target
Total Debt to EBITDA multiple and debt cap will not be used. Also assume the revolver will not be used
during the forecast period.

12. Target Debt Balance and Cashflow Available for Dividends
 The calculations for the Cashflows Available for Period have been provided and determine how much cash

from operations is available for distribution after issuances and repayments of general debt but before draws
or repayments of revolver and longterm credit facility.
o Note that the interest expense as well as issuances and repayments of debt do not include the revolver

in order to avoid iteration in the model (this means the actual ending cash balance will be slightly different
from the specified target cash balance but the difference is negligible).

 In the assumed base case scenario, the revolver is not drawn on. Drawings and repayments on longterm
credit facility are to approximate future changes in target capital structure. The Drawdown of Long-term
Credit Facility to Achieve Target Debt should be based on a target Debt / EBITDA multiple, which is the key
debt metric of the company; assume that management is targeting a multiple in the range of 1.0-1.5x.

 The spreadsheet calculates the free cashflows from operations, adds or subtracts the debt issuances and
repayments before revolver drawdown and then draws from the credit facility or repays the amount required
to achieve at an ending debt balance that is equal to the calculated target debt balance.

 Dividends are paid with the cash available for equity after debt service.
 Dividends are calculated based on a dividend payout ratio. Set the dividend payout to 100 for this model.

13. Common Equity
 Assume that there will be no equity issuances, repurchases or manual adjustments during the forecast

period.
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14. Cash Flow Statement
 Link net income from the income statement to the cash flow statement, and adjust for noncash items as

suggested by the cash flow statement schedule provided. As mentioned, do not expect the historical cash
flow statement to flow with the items in the other historical statements, although it should in your forecast.

 Income statement items themselves have no direct effect on the balance sheet, except for earnings flowing
to  retained  earnings  under  shareholders’  equity  and  the  cash  balance  changing  based  on  the  cash  portion
of net income.

 However, there will be working capital movements and other cash or non-cash changes between balance
sheet accounts that need to be linked from the balance sheet to the cash flow statement.

15. Working Capital Changes
 Changes in working capital are calculated by comparing opening and closing balances on the balance sheet.

An increase in accounts receivable, for example, will be recorded as a negative number on the cash flow
statement under changes in working capital. Please ensure that total values should always be using a
summation function so that any subtractions should be represented by negative values.

 For reference only: Working capital changes are not reflected on the income statement
o For instance, an increase in accounts receivable or inventories may not arise from an increase in sales,

but simply from more people buying on credit or the business holding more inventories.
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1. Determining the Cost of Equity, Cost of Debt, and WACC
• Use the capital asset pricing model (CAPM) to derive the cost of equity.
• For the cost of debt, use the current cost of long-term debt as observed for recent EA issuance or similar

companies.
• For the calculation of WACC, it is important to take into account the target gearing which may be assumed

at 5-10%.

2. Determining the Free Cash Flows
• Start with EBIT after taxes and add back depreciation and amortization, noncash interest adjustments,

capital expenditures and net change in working capital.
• For net change in working capital, find the change in working capital and exclude change in cash.
• Do not add back stock based compensation as part of noncash adjustments to EBIT after taxes.

3. Determining  the  Firm’s  Enterprise  Value  (EV)
• Discount free cash flows to the firm using the appropriate cost of capital.
• Keep in mind that the discount factor in each year needs to reflect a present value that relates the time of

your valuation date relative to the fiscal year end.
• Apply the Gordon Growth Model and a steady-state terminal multiple to calculate the terminal value.

4. Implied Share Price
• After completing the DCF Valuation, determine the implied share price.

In  the  Excel  sheet  “DCF  – Assumptions Summary,”  please  provide brief justification for each metric outlined in the 
table. You should include the most important drivers behind each assumption ranked by magnitude of impact with 
brief commentary on your selection.  

Do not modify the formulas in the Key Metric column of the table. These numbers are calculated based on input 
assumptions in the previous sections of the model. The completed table should be copied and pasted into your 
final PowerPoint presentation. Please ensure to use Paste Special – Picture – Enhanced Metafile when pasting 
the model into your presentation.  

After completing the base case scenario, create an upside case using a higher perpetual growth rate and keeping 
other assumptions constant. Find the Revenue CAGR and EBITDA CAGR for base case and upside case. Show 
the prices and CAGRs on the football field in the presentation.   

III. Discounted Cash Flow Valuation

IV. Documenting Key Assumptions
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Please refer to Appendix A – Industry Overview and Comparables. Preliminary research has been conducted for 
three  companies  in  Electronic  Arts’  competitor  universe  to  give  you  a  head start, but please conduct further research 
of your own to assess which comps are most appropriate to use in this valuation. Do not modify the spreadsheet in 
any way aside from cell contents. Written responses should not exceed the width of the column provided. 

Please note that differences in company-specific operating models and prevailing circumstances between a target 
company and its publicly-listed peers sometimes limit the direct explanatory power that can be observed from the 
peer group. You should ensure that your results are within a meaningful range and based on defensible choices of 
companies included in the comps set. Often the qualitative commentary on why a company might be relevant to the 
target is as meaningful as the quantitative result itself, especially as management determines how to position the 
company including through M&A activity.  

This specific model allows differentiating between companies that develop Mobile & PC free-to-play games and 
Integrated Publishers that focus on developing and publishing games for consoles. As Electronic Arts is involved in 
both industries, a reasonable approach would be to use a Sum of the Parts analysis, i.e. apply different multiples 
to  specific  segments  of  Electronic  Arts’  revenue  and  EBITDA.  Use  the  segmented  breakdown  of  Electronic  Arts’  
revenue and EBITDA provided in section 2.I of this package when applying multiples to arrive at a valuation. You 
should follow the same approach for valuing EA based on total EBITDA or Revenue metrics for the combined entity 
as described below. Please only use the methods prescribed below to conduct your comparable valuation analysis. 

EV / Revenue Valuation – Segmented: Use the Segmented EV / Revenue column to obtain a valuation for 
Electronic Arts using EV / Revenue multiples. Apply the average NTM EV / Revenue multiple of the Mobile & PC 
Free-to-Play companies you believe to be most appropriate to Electronic  Arts’  NTM Revenue derived from its Mobile 
& PC gaming segment. Similarly, apply the average NTM EV / Revenue multiple of the Integrated Platform Publisher 
companies you believe to be  most  appropriate  to  Electronic  Arts’  NTM Revenue derived from its Console & Other 
gaming segment. The  Electronic  Arts’  NTM  Revenue  for  each  segment  can  be  calculated  based  on  the  FY2014  
revenue breakdown presented in section 2.I. Apply the same percentage breakdown that is in the table to derive 
NTM revenue for each segment. Following this procedure, you should be left with two separate implied enterprise 
values  for  Electronic  Art’s  Mobile  &  PC  business  and  its  Console  business,  respectively.  Adding  the  two implied 
enterprise values will result in an implied enterprise value for the entire company.  

EV / Revenue Valuation – Combined Entity: Use the Combined Entity EV / Revenue column to obtain a valuation 
for Electronic Arts using EV / Revenue multiples. Apply the average EV / Revenue multiple of the companies you 
believe to be most appropriate in both the Mobile & PC segment and the Integrated Platform Publisher segments 
to  Electronic  Arts’  Total NTM Non-GAAP Revenue that you have determined from your model. 

EV / EBITDA Valuation – Combined Entity: Use the Combined Entity EV / EBITDA column to obtain a valuation 
for Electronic Arts using EV / EBITDA multiples. Apply the average EV / EBITDA multiple of the companies you 
believe to be most appropriate in both the Mobile & PC segment and the Integrated Platform Publisher segments 
to  Electronic  Arts’  Total NTM Non-GAAP EBITDA that you have determined from your model.  

B. Trading Comparables Analysis
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Part I

Complete   the   “Comps   - Model”   tab   in   the   attached   Excel   spreadsheet   by   filling   in   the   blank   columns using 
appropriate formulas. 
1. All necessary financial information has been given to calculate the multiples and metrics shown. You should

not have to consult any other documents to get the pertinent information necessary to complete the analysis.
2. Do not update any share prices, including  Electronic  Arts’.
3. Use formulas only and not hardcodes, i.e. =H6/I6 and not =7560.4/619.1 or 2.155.
4. All forward estimates from which to calculate valuation metrics have been provided. However, all forward

Electronic Arts numbers should be derived from your proforma.
5. If  any  valuation  metric  (e.g.  EV  /  Revenue,  P  /  E)  is  less  than  zero,  express  it  on  the  output  sheet  as  ‘neg’.

Part II

Complete  the  “Comps  - Valuation”  tab  in  the  attached  Excel  spreadsheet  as  per  the  instructions  below.  Populate  
the highlighted cells only. 

Segmented Sum of the Parts and Combined Entity Valuation using Broad Comps Set
1. Please review publicly available information to gain an understanding of each company and determine whether

it should be included in the set of comparables used to value EA.
2. For each comp, indicate whether you are choosing to apply that multiple to value Electronic Arts by entering

either  a  “0”  (for  “No”)  or  “1”  (for  “Yes”)  in  the  “Inclusion”  column. Note that in some cases you may choose to
include a company for calculating the EBITDA NTM multiple but not the Revenue NTM multiple or vice versa.
Giving consideration to the limited number of peers that closely match the characteristics of Electronic Arts, it
is recommended that you start the analysis with a broader comps set and only discard obvious exclusions to
arrive at a mean or median that is representative of a sufficient sample size.

3. Calculate an enterprise value and share price for Electronic Arts based on your selection.
4. For each comp, explain in the  “Relevance”  column  why  you  have  chosen  to  include  or  exclude  that  multiple.
5. Please ensure that your commentary reflects the most important aspects in a concise manner. You will have

additional opportunity to describe overall valuation themes in the presentation. Please ensure to use Paste
Special – Picture – Enhanced Metafile when pasting the model into your presentation.
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Please refer to Appendix B – Precedent Transactions. Do not modify the spreadsheet in any way aside from cell 
contents. Written comments should not exceed the width of the column provided. Please conduct your own research 
to assess which of the transactions provided are most appropriate to use in this valuation. 

Please bear in mind that acquisitions and divestitures often involve relatively unique and specific circumstances 
relating to the buyer, seller or both and as such the implied valuation can be fairly broad. 
Therefore, it is important to integrate these situation-specific factors into any conclusions derived from the available 
data. Also bear in mind that a purchaser has more control over the direction and structure of a target company than 
a minority investor in the secondary market. 

This specific model allows differentiating between companies that develop Mobile & PC free-to-play games and 
Integrated Publishers that focus on developing and publishing games for consoles. As Electronic Arts is involved in 
both industries, a reasonable approach would be to use a Sum of the Parts analysis, i.e. apply different multiples 
to  specific  segments  of  Electronic  Arts’  revenue  and  EBITDA.  Use  the  segmented  breakdown  of  Electronic  Arts’  
revenue and EBITDA provided in section 2.I. of this package when applying multiples to arrive at a valuation. You 
should follow the same approach for valuing EA based on total EBITDA or Revenue metrics for the combined entity 
as described below. Please only use the methods prescribed below to conduct your comparable valuation analysis. 

EV / Revenue Valuation: Use the Segmented EV / Revenue column to obtain a valuation for Electronic Arts using 
EV / Revenue multiples. Apply the average LTM EV / Revenue multiple of the Mobile & PC Free-to-Play companies 
you believe to be most appropriate to Electronic Arts’  LTM Revenue derived from its Mobile & PC gaming segment. 
Similarly, apply the average EV / Revenue multiple of the Integrated Platform Publisher companies you believe to 
be most appropriate to   Electronic   Arts’   LTM Revenue derived from its Console & Other gaming segment. The 
Electronic   Arts’   NTM  Revenue   for   each   segment   can   be   calculated   based   on   the   FY2014   revenue   breakdown  
presented in section 2.I. Apply the same percentage breakdown that is in the table to derive NTM revenue for each 
segment. Following  this  procedure,  you  should  be  left  with  two  separate  implied  enterprise  values  for  Electronic  Art’s  
Mobile & PC business and its Console business, respectively. Adding the two implied enterprise values will result in 
an implied enterprise value for the entire company.  

EV / EBITDA Valuation: Use the Combined Entity EV / EBITDA column to obtain a valuation for Electronic Arts 
using EV / EBITDA multiples. Apply the average EV / EBITDA multiple of the companies you believe to be most 
appropriate in both the Mobile & PC segment and the Integrated Platform Publisher segments to Electronic  Arts’  
total LTM Non-GAAP EBITDA that you have determined from your model.  

C. Precedent Transactions Analysis
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Part I

Complete the “Precedents - Model”  tab  in  the  attached  Excel  spreadsheet by filling in the highlighted cells with the 
appropriate figures and formulas as per the instructions below: 

1. Finish filling in the Implied EV, EV / LTM Revenue, EV / LTM EBITDA columns based on the financial data
given in Appendix B.

2. If any valuation  metric  (e.g.  EV  /  Revenue,  P  /  E)  is  less  than  zero,  express  it  on  the  output  sheet  as  ‘neg’.
3. Complete the analysis by filling in the average and median multiples for EV / LTM Revenue and EV

/ LTM EBITDA.
4. You will be evaluated strictly on the basis of the output pasted into your presentation. Please ensure to use

Paste Special – Picture – Enhanced Metafile when pasting the model into your presentation.

Part II

Complete  the  “Precedents - Valuation”  tab  in  the  attached  Excel  spreadsheet  as  per  the  instructions below. Populate 
the highlighted cells only. 
1. For each precedent, indicate whether you are choosing to apply its multiple to value Electronic Arts by

entering  either  a  “0”  (for  “No”)  or  “1”  (for  “Yes”)  in  the  “Yes  /  No”  column.
2. For each precedent, explain in the “Relevance  to  Target  Valuation”  column  why  you  have  chosen  to  include

or exclude that multiple.
3. Calculate an enterprise value and share price for Electronic Arts based on your selection.
4. As with the comps data, you will be required to explain and/or qualify the relevance of your analysis to the

valuation of the target company.
5. Please ensure that your commentary reflects the most important aspects in a concise manner. You will have

additional opportunity to describe overall valuation themes in the presentation. Please ensure to use Paste
Special – Picture – Enhanced Metafile when pasting the model into your presentation.
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For this indicative analysis, please choose two sets of assumptions to reflect both a base scenario and an optimistic 
scenario. In the latter scenario, choose assumptions which reflect what a financial sponsor would need to believe 
is achievable in order to generate a return which would satisfy the requirements of a typical financial sponsor. The 
assumptions you will need to make include not only deal-related assumptions but also, in the optimistic scenario, 
what potential revenue growth and EBITDA margin improvements a sponsor might expect. 

Complete the LBO tabs in the Excel spreadsheet based on the guidance below. Establish a reasonable range of 
values for the LBO assumptions. Evaluation will be based on your justification, rather than precise values.  

 

 Debt: Assume all debt is refinanced. Make assumptions for new debt used based on your understanding of
EA’s  debt  capacity,  the  macroeconomic  environment  and  the  goals  of  a  financial  sponsor.

 Minimum Cash: Assume $500 million of minimum cash post-transaction.
 Fees: Assume reasonable transaction equity advisory and financing fees for a transaction of this size.
 Hold Period: Assume entry at the end of 2015 and exit in 2020.

In the Excel sheet “LBO  – Assumptions  Summary,”  please  provide  justification  for  each  metric  outlined  in  the  table.  
Please do not modify the formulas in the Key Metric column of the table. These numbers are calculated based on 
input assumptions in the previous sections of the model. You should also indicate the upper and lower bound of 
where you think parameters could fall in the current market. Please ensure to use Paste Special – Picture – 
Enhanced Metafile when pasting the model into your presentation. 

I. Assumptions Guidance

II. Documenting Key Assumptions

D. LBO Analysis
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After you have prepared your valuation model, prepare a PowerPoint presentation that you would bring into a 
meeting with your client. The presentation should be 20-30 pages in length, including the cover page. Please take 
the initiative to familiarize yourself with the slide layouts, charts and diagrams commonly used in the investment 
banking industry. Please ensure to use Paste Special – Picture – Enhanced Metafile when pasting all model 
outputs into your presentation. The presentation should cover the topics below: 

 Executive Summary
 Company Overview

o Company Overview
o Business Model and Operating Analysis
o Liquidity and Debt Capacity
o Shareholder Ownership
o Competitors

 Valuation
o Historical Share Price Performance
o Valuation Overview, Including Football Field
o Valuation Analysis
o Comparables Overview
o Comparables Outputs: Please paste into 2 slides the completed model outputs from [Comps - Valuation];

please ensure the columns are collapsed prior to pasting.
o Precedents Overview
o Precedents Outputs: Please paste into 2 slides the completed model outputs from [Precedents - Model]

and [Precedents – Valuation].
o DCF Overview
o DCF Output: Please paste into 3 slides the completed model outputs from [DCF - Summary] and [DCF -

Assumptions Summary]. For the [DCF – Assumptions Summary], provide a brief written justification for
each key assumption in the right-most column of the table. Row heights can be adjusted as needed.

 LBO Analysis
o LBO Assumptions, Results and Viability
o LBO Output: Please paste into 6 slides the completed model outputs from [LBO - Summary] and [LBO -

Assumptions Summary]; each should be pasted twice, once for each scenario. For the [LBO - Assumptions
Summary], provide a brief written justification for each key assumption in the right-most column of the table.
Row heights can be adjusted as needed.

 Transaction Opportunities
o Strategic Review and Opportunities: Strategic goals that EA could pursue through M&A (e.g. acquisition of

content) or other types of corporate finance transactions; identify company and industry characteristics
which might favor certain types of transactions

o Transaction Recommendations: 3 transaction recommendations for EA, with rationale, considerations, and
1-2 specific examples of each, as well as high-level expected impact on valuation. Please rank each
recommendation beginning with the most optimal, and dedicate one slide to each recommendation. In
addition, include a further slide which describes in less detail 2 additional transactions which may also be
favorable.

 Team Overview: An introduction of team members, including photos, education and other credentials

E. Presentation



Industry Overview 
Appendix A 
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Industry Overview!

North America Revenue by Major Segment (2014)!

Physical games and software! $16.9bn!

Consoles! $13.3bn!

Online games and software! $7.0bn!

Total revenue! $40.9bn!

5-year revenue growth! 6.1%!

EBITDA margins! 19.7% - 36.8%!

North America Industry Characteristics!

Total Debt/EBITDA! 3.5x!

Total Debt/EV! 0.1x!

EBITDA margin! 16.3%!

EV/EBITDA ! 8.0 – 10.4x!

Cash Ratio! 1.1x!

Market share held by 5 majors! 40.7%!

Global Industry!

Total revenues! $68bn!

Forecasted 5-year revenue growth! 6.7%!

Revenue Profile !

Market declined in 2008 onwards due to dependency on discretionary spending but has 
been relatively resilient!

Market has picked up in since 2012 due to improved confidence and growth in mobile/
online segment!

GTA by Take Two. Sales of GTA V ~$2bn. Sales in the first three days $1bn.!

Key trends, statistics and components of the video gaming industry. !

Average distribution of sales for video game 
publishers in 2014 (EA, ATVI, TTWO, UBI)!

Global industry sales by region 
(2012)!

North America Video Game Industry by Segment ($bn)!

North 
America

45%EMEA
47%

Asia Pacific
7%



National Investment Banking Competition 2015 – Strictly Confidential  !
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Perform financing, manufacturing 
and marketing functionalities to 

prepare games for launch!

In-house studios! Outsourced to !
Independents!

Development!

!
Physical Retail !

!
Digital Retail!

Retail!

Develop video games 
and related content!

Deliver games and software to 
customers!

Distribute games to major 
retailers via physical or digital 

channels!

!  Majors have multiple in-house 
game development studios !                      
EA Studios (Electronic Arts), 2K 
(Take Two)!

!  Independents receive 
advances from Majors for 
game development costs and 
royalties for sales                   
Arkane Studios, Bethesda, 
Mojang (Fallout, Skyrim, 
Minecraft) !

!  Major publishers and banks 
finance game development       
Activision Blizzard, Electronic 
Arts!

!  Ancillary services are 
provided !                       
Market research and 
technology assistance !

!  Console manufacturers 
charge publishers a royalty 
for each game manufactured 
Nintendo, Sony, Microsoft!

!  Physical retailers generate more 
sales from used rather than new 
software !                      
GameStop, Walmart!

!  Digital retailers include mobile 
storefronts and web retail      
App Store, Amazon!

Publishing!

!  Major publishers often 
distribute their own games     
Activision Blizzard, Electronic 
Arts!

!  Digital distribution is growing 
through multiple digital 
marketplaces                           
Xbox Live Arcade, PlayStation 
Network, Wii Ware, Origin 
(Electronic Arts)!

!  Independent publishers rely 
on third party distributors   
Synnex, Ingram Micro!

Major players in the video gaming industry.!

Distribution!
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Industry 
Trends!

" Blockbuster releases: Emphasis by large companies on fewer game releases and significant marketing campaigns, which lead to
revenue fluctuation and lower operating costs if successful!

" Mobile and online gaming: !
̶  Sales by independent developers are up 37.2% from 2013 to $29.5bn in 2014!
̶  Online platforms create lower barriers to entry for game developers!

" Digital Distribution: Improved online games stores and increased access to broadband is driving digital distribution of console games,
which has lead closures in physical video manufacturing facilities!

" Social and casual gaming: Recent innovations in new platforms allow companies to appeal to broader demographics with more
accessible and less complex casual and social games!

" Console games: Sophisticated console games continue to be in high demand with Play Station 4 selling more units than any
predecessor model and the open-world game Destiny (ATVI) being the most expensive game ever developed!

" Platforms: Console platforms are likely to remain highly relevant platforms since mobile and tablet devices have limited capabilities,
although PC platforms are becoming more powerful!

" Genres: Multi-player first-person shooter games have become most successful genre (Counter-Strike, Halo) but open-world role
playing games (ability to use and access everything like in GTA) have become very popular as well; sports games continue to exhibit
steady demand while arcade games have decreased in popularity !

Analysis of major trends that are shaping the video gaming industry.!
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Financial 
Aspects!

"  Hit-driven profit: Profit is fairly volatile and margins are expected to grow based on lower cost of online distribution and increased sales
due to intensive marketing for fewer Blockbuster releases!

"  Labor costs: Talented software developers are in high demand, resulting in high spending on labor costs reaching approximately $0.08
on capital for every $1 in wages!

"  Technological advances: The industry is transitioning into a generation of new consoles, the anticipation of which generally stalls new
games and present-generation console sales in the two years leading up to the release!

"  Console cycle: Video game sales have historically ramped up in the 3rd year of a console cycle (will be 2016 in the current cycle) as price 
points become more manageable for consumers !

"  Cyclicality based on disposable income: Video game revenue is dependent on consumer discretionary spending!

Corporate 
Finance Activity!

"  Content Acquisition: Difficult to develop blockbuster titles in-house !
̶  Vertical integration: With lower barriers to entry created by online gaming development, quality developers with attractive games are 

in strong demand as larger publishers want exclusive access to their game pipeline!
"  Expansion Into Market Segment: Easier to expand into new segment like mobile / online gaming via acquisition !
"  Consolidation: Trend towards creating a competitive advantage via gaining market share !

̶  Horizontal mergers: Major players look to become fully-functional companies that publish, develop and market directly to customers 
instead of operating as pure-plays !

"  Expansion of Distribution Channels: Growing increasingly important to have distribution channels expanding into new markets !
"  LBOs: The industry has not seen much activity in LBOs, with only two deals making recent headlines!

Regional 
Characteristics !

"  International Markets: Expected to be grow at a faster rate than North America !
"  Japanese Game Developers: Have fallen behind Western manufacturers and lack the ability to developer first-person shooter games  !
"  Western Game Developers: Derive most revenues from North America and Europe with Japan and the broader Asia Pacific region

accounting for relatively small share !

Key Players  
(% US Video 
Game Market, 
CY 2013)!

"  GameStop (16.2% - retail)!
"  Microsoft (11.6% - console platform)!
"  Activision Blizzard (5.5% - publishing)!
"  Nintendo (4.1% - console platform)!
"  Electronic Arts (3.3% - publishing)!
"  Sony (3.1% - console platform)!

Major financial components of the video gaming industry. !
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 Operating Performance!
 ! Revenue !CAGR (5yr) !CAGR (2yr)!EBITDA!CAGR (5yr)!CAGR (3-5yr)! Margin!
(US$m)! LTM*! Historic! Forecast! LTM*! Historic! Forecast! FY 2013!
ATVI! $4,290! 9.9%! 1.6%! $1,368! 19.8%! 0.5%! 36.8%!
TTWO! $2,333!  (11.6)% !  69.8%! $254! (342.2)%! (20.2)%! 20.9%!
ZNGA! $700! 131.1%! (23.1)%! $(55)! (0.7)%! 44.3%! 8.4%!
UBI! $1,350! 2.1%! -2.4%! $607! 4.6%! (1.2)%! 37.5%!
Nintendo! $5,592! (10.9)%! (16)%! $(288)! (138.2)%! NA! (3.7)%!
EA! $4,090! 79.7%! 55.0%! $995! 51.7%! 66.3%! 9.2%!

Capital Structure and Valuation*!
(US$m)! EV! Market Cap! Debt! Cash! Net Debt/EV! EV/EBITDA! P/E!
ATVI! $15,364! $15,247! $4,321! $4,199! 0.8%! 11.2x! 14.7x!
TTWO! $1,573! $1,955! $459! $822! (23.1)%! 2.3x!  21.9x!
ZNGA! $1,808! $2,535! $0! $136! (7.5)%! ned! neg!
UBI! $1,794! $1,779! $253! $229! 1.3%! 4.0x! neg!
Nintendo! $8,600! $15,607! $22,645! $4,390! (5574)%! neg! neg!
EA! $9,512! $11,242! $586! $1,554! (10.2)%! 9.6x! 19.9x!

Business Model! FY2013 Regional Revenue!
Revenue Segments! N. America! Europe! Asia!

ATVI! ! Franchise console games and MMORPGs! $2,436! $1,968! $452!
TTWO! ! Two major franchises for console games! $565! $649!
ZNGA! ! Multiple social gaming hits ! $520! $353!
UBI! ! Few popular franchises for console games! $687! $915! $113!
Nintendo! ! Developer of console hardware and software! $2,512! $1,803! $2,218!
EA! ! Known for sports and simulation franchises! $1,701! $2,096!

Major Industry Players!

6 

!

!

!

!

Sources: Bloomberg, CapIQ !
*LTM as of Sep 26th 2014!
!

5-Year Share Price Performance!
Activision Blizzard (ATVI)! Take-Two (TTWO)!

Zynga (ZNGA)! Ubisoft (FP: UBI)!

Nintendo (JP: 7974)! Electronic Arts (EA)!
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Corporate Finance Activity!
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2007! 2008! 2009! 2010! 2011! 2012! 2013!

Softbank and GungHo acquire 51% stake in Softcell ($1.5bn)!

Tencent Holdings acquires majority stake in Riot Games ($350m) !

Walt Disney acquires Playdom ($763m)!

EA acquires PopCap Games ($1.3bn)!

Nintendo launches 8th gen console cycle with Wii U!

EA rumored to make a $2bn bid for Take-Two Interactive!

2000! 2001! 2002! 2003! 2004! 2005! 2006!

EA acquires BioWare and Pandemic Studio!

EA acquires Playfish ($391m)!

EB Games merges with GameStop ($1.4bn)!

Sammy merges with SEGA!

SquareSoft merges with Enix!

Launch of Xbox and GameCube!

Microsoft acquires Bungie!

Sony launches PS2!

Activision merges with Vivendi Games ($18.9bn)!

Microsoft launches 7th gen console cycle with Xbox 360!

Timeline for key transactions that have taken place in the industry. !
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History & Background Operations 

! Founded in 1993 by Ryan Brant (son of Peter Brant, newsprint heir
and owner of Interview)

! Acquired BMG Interactive unit from Bertelsmann AG in a $14.2m deal,
which was later re-formed into Rockstar Games in late 1988.

! Primary Ownership: The Vanguard Group, Inc. (10.4%),  BlackRock
Institutional Trust Company (9.4%), Greenlight Capital, Inc. (5.8%)

! As of April 1, 2014, the company had three main platform revenue
segments: Console (67%), PC and other (31%) and Handheld (2%).

! These revenue segments are distributed in two streams: Digital Online
(64%) and Physical Retail (36%)

! The company wholly owns Rockstar Games and 2K games, which are
the developers for their key games such as the 2K Sports titles as well
as the Grand Theft Auto Series

Financial Stats/Performance Strategy 

! Market cap: $1.9bn (as of September 26, 2014)
! FY15E Revenue: $1.43bn, FY15E EBITDA: $163.5m
! Historic Revenue CAGR (5yr): (26.71%), Forecast (2yr): 69.80%
! Cash & Cash Equivalents: $841.4m
! Net Debt: ($481m)

! Continue leveraging an organic growth strategy through building
compelling interactive entertainment franchises

! Capitalize on digital distribution initiatives
! Portfolio lineup for 2015 includes titles: NBA2K15, W2K15,

Borderlands (Pre-Sequel)

Corporate Finance Transactions Notable Games 

! Approved 7.5m buyback plan (Feb, 2013)
! Repurchased 12.02m shares held by Ichan Group (Nov, 2013)

! Grand Theft Auto Series (Sin City, San Andreas, IV, V)
! Borderlands
! NBA2K and W2K Series
! BioShock

Key Player Profile 
Take-Two Interactive!
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History & Background Operations 

! Founded in 1979 as the first independent developer and distributor of
entertainment software in the industry.

! Consistent acquisitions through the past 25 years has led them to
become a leader of the video-game industry.

! Primary Ownership: ASAC II LP (24.1%), Vivendi SA (11.6%), Fidelity
Management (7.6%), Wellington Management (4.7%)!

! Operates 3 key segments (Publishing Services* – 69.83%), Online
Subscriptions (17.99%), and Distribution Services (12.18%)
* Publishing Services include Console, PC, Handheld product sales, &

Other 
! Brand portfolio includes: World of Warcraft, Call of Duty, Starcraft,

Diablo, Skylanders, Spiderman, etc. !

Financial Stats/Performance Strategy 

! Market cap: $15.24bn (as of September 26, 2014)
! FY15E Revenue: $4.84bn, FY15E EBITDA: $1.71bn
! Historic Revenue CAGR (5yr): 26.68%, Forecast (2yr): (1.08%)
! Cash & Cash Equivalents: $4.204bn
! Net Debt: $250m

! Maintain a portfolio of high-quality franchises which allow for ongoing
content creation (sequels, prequels) and extended merchandise sales

! Maintain and build upon leading position in the subscription-based
MMORPG category and PC online category

Corporate Finance Transactions Notable Games 

! Financing between Vivendi and Activision (September 2013):
$5.83bn,dropping Vivendi’s shareholder stake from 63% to 12%

! Merger of Vivendi and Activision (2008): $18.9bn
! Acquired FreeStyle Games (2008)

! Call of Duty Ghosts
! World of Warcraft
! Destiny (Launch September 2014)
! Advanced Warfare (Launch November 2014)
! Warcraft Movie (Release 2016)!

Key Player Profile 
Activision Blizzard!
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History & Background Operations 

! Founded in 2007 by Mark Pincus, originally under the name Presido
Media until the name change to Zynga in 2007.

! Acquired MyMiniLife in June 2009 and followed by launching their first
key stand-alone game, FarmVille.

! Primary Ownership: The Vanguard Group, Inc. (8.84%), SAC Capital
Advisors LP (6.82%), Eminence Capital, LP (5.50%)

! As of August 7, 2014, the company’s main revenue stream is the
production and distribution of online games.

! Their two main online game revenue drivers consist of: Poker (24%)
and Farmville 2 (32%).

! Zynga Poker and FarmVille are primarily accessed and distributed
through social media (Facebook) and mobile apps.

Financial Stats/Performance Strategy 

! Market cap: $2.53bn (as of September 26, 2014)
! FY15E Revenue: $828.1m, FY15E EBITDA: $110.1m
! Historic Revenue CAGR (5yr): 712.47%, Forecast (2yr): (26.95%)
! Cash & Cash Equivalents: $135.6m
! Net Debt: ($1.5bn)

! Shift in content pipeline primarily consists of game development in the
mobile space to meet mobile consumer demand.

! Continue to engage a mainstream of global audiences through
providing innovating and social gaming titles.

Corporate Finance Transactions Notable Games 

! Announced 200m buyback plan (Oct, 2012) ! Zynga Poker
! Farmville I and II
! Words with Friends
! Mafia Wars

Key Player Profile 
Zynga!
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SoftBank and GungHo Online Entertainment agreed to acquire 51% stake in Supercell Oy from Initial Capital LLP, 

Cerval Investments, Atomico Investment Holdings Limited, Accel London Investments Sàrl, PromoTwo S.à.r.l., IVP 

LuxCo S.a.r.l., London Venture Partners LLP, Lassi Leppinen, Visa Forsten, John Nicolas Derome, Ilkka Paananen 

and Mikko Kodisoja for $1.5 billion on October 10, 2013. Under the terms of agreement, SoftBank will acquire a 40.8% 

stake for $1.2 billion and GungHo will acquire a 10.2% stake for $306 million. The Board of Directors of SoftBank 

resolved to undertake the transaction on October 10, 2013 and the Board of Directors of GungHo resolved to 

undertake the transaction on October 15, 2013.  

Precedent Transactions 

SoftBank and GungHo Entertainment Acquire Stake in Supercell Oy (October 15, 2013) 



© National Investment Banking Competition & Conference

Buyer Description
GungHo Online Entertainment is engaged in the planning, development, operation, and distribution of online computer 

games, smartphone applications, and console games in Japan. GungHo Online Entertainment was founded in 1998 

and is headquartered in Tokyo, Japan. 

Buyer Description 
SoftBank Corp. operates in the information industry in Japan through four segments: Mobile Communications, Sprint, 

Fixed-line Telecommunications, and Internet. The Mobile Communications segment provides mobile communications 

services; produces and distributes online games for smartphones and other devices; offers mobile broadband 

services; and sells mobile devices, such as iPhones, iPads, and SoftBank smartphones. The Sprint segment offers 

mobile and fixed-line voice and data transmission services for individual consumers, businesses, government 

subscribers, and resellers in Puerto Rico and the U.S., as well as sells mobile devices and accessories. The Fixed-

line Telecommunications provides segment telecom services, such as fixed-line telephone and data communications 

services to corporate customers; and broadband services to individual customers. The Internet segment is engaged 

in the operation of the Yahoo! JAPAN portal; sale of Internet advertising; operation of e-commerce sites; provision of 

membership services; sale and marketing of data centers; provision of online automobile-related information; and 

operation of Internet affiliate system. The company also generates and sells electricity from renewable energy 

sources; provides payment processing, invoice collections, and computation services for businesses; distributes 

video, voice, and data content via media; operates IT information site ITmedia; provides solutions and services for 

online businesses; and operates online games and software downloads. In addition, it is involved in the ownership of 

professional baseball team; operation of baseball games; management and maintenance of baseball stadium and 

other sports facilities; and procurement of funds by issuing preferred securities. The company was founded in 1981 

and is headquartered in Tokyo, Japan. 

Buyer LTM Financial Information (December 31, 2013): Buyer Balance Sheet (December 31, 2013): 

Revenue: $1,673m 
EBITDA: $960m 
EBIT: $936m 
Net Income: $555m 

Debt: $11m 
Cash and Cash Equivalents: $621m 

Buyer LTM Financial Information (December 31, 2013): Buyer Balance Sheet (December 31, 2013): 
20132014): 

Revenue: $52,170m 
EBITDA: $1,827m 
EBIT: $1,092m 
Net Income: $609m 

Debt: $9,220m 
Cash and Cash Equivalents: $2,047m 
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Target Description
Supercell  Oy  offers  online  games.  Additionally,   it  provides  games  for   iPads,   iPhones,  and  tablets.  The  company’s  

games include Clash of Clans and Hay Day. Supercell Oy was founded in 2010 and is based in Helsinki, Finland with 

an additional office in San Francisco, California. 

Target LTM Financial Information (October 31, 2013): Target Balance Sheet (October 31, 2013): 

Revenue: $104m 
EBITDA: N/A 
EBIT: $52m 
Net Income: $40 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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NEXON acquired gloops from Yoshihiro Kajiwara, Hideyuki Ikeda and Hiroyuki Uezu for $468 million in cash on 

October 1, 2012. NEXON Co. Ltd. is acquiring 540 shares of gloops, representing a 100% stake. NEXON financed 

the acquisition through cash on hand. The transaction is expected to be immediately accretive to the consolidated 

financial results of NEXON Co. Ltd.  

Buyer Description 
NEXON Co., Ltd. develops, operates, and sells PC online and mobile games. Its PC titles include MapleStory, 

Dungeon & Fighter, Mabinogi, and Sudden Attack, as well as KartRider and Counter-Strike Online. The company is 

also engaged in the game publishing business; and planning of portal sites. It has operations in Asia, North and South 

America, and Europe. The company was founded in 1994 and is headquartered in Tokyo, Japan. 

Target Description 
gloops is a social application provider (SAP) developing and operating social games which users play while 

communicating with a variety of people online. gloops was formerly known as GMS and changed its name to gloops 

in August 2011. So far, gloops has developed and operated 13 titles in its battle series, three titles of its sports series, 

and another two titles for a total of 18 social games. The company was founded in 2005, has 427 employees and is 

headquartered in Tokyo, Japan. 

Buyer LTM Financial Information (September 30, 2012): Buyer Balance Sheet (September 30, 2012): 

Revenue: $1,264m 
EBITDA: $722m 
EBIT: $606m 
Net Income: $422m 

Debt: $688m 
Cash and Cash Equivalents: $1,493m 

Target LTM Financial Information (October 1, 2012): Target Balance Sheet (October 1, 2012): 

Revenue: $305 
EBITDA: $75 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 

NEXON Acquires gloops (October 1, 2012) 



© National Investment Banking Competition & Conference

 

Huayi Brothers Media Group acquired a 22% stake in Beijing Ourpalm for approximately $22 million on June 21, 

2010.  

Buyer Description 
Huayi Brothers Media is engaged in the production, issuing, and derivative businesses of movies, television plays, 

and music in China and internationally. The company also provides entertainer broking and relative services, 

including entertainer broking and event planning services for enterprise clients; and invests in, manages, and 

operates cinemas. In addition, it is involved in music art creation, audio and video products wholesaling, and digital 

music technology development businesses, as well as cultural technical communication event organization, and other 

businesses. The company was founded in 1994 and is based in Beijing, China. 

Target Description 
Ourpalm develops, publishes, and operates mobile terminal and Internet games in China. The company primarily 

provides game products, including mobile terminal stand-alone, image-text page, and online, as well as Internet page 

game products; and operates portals and channels for games. It also offers game technical services. The company 

was founded in 2004 and is based in Beijing, China. 

Buyer LTM Financial Information (December 31, 2009): Buyer Balance Sheet (December 31, 2009): 

Revenue: $153m 
EBITDA: $27m 
EBIT: $25m 
Net Income: $22m 

Debt: $0.7 
Cash and Cash Equivalents: $157m 

Target LTM Financial Information (June 21, 2010): Target Balance Sheet (June 21, 2010): 

Revenue: $57m 
EBITDA: $13m 
EBIT: N/A 
Net Income: N/A 

Debt: $0 
Cash and Cash Equivalents: $14m 

Huayi Brothers Media Acquires Ourpalm (June 22, 2010) 
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GREE entered into an agreement to acquire Funzio from IDG Capital Partners, IDG Ventures, IDG Ventures SF and 

other institutional investors for $210 million in cash on May 1, 2012. Post-acquisition, Funzio will become an indirect 

wholly owned subsidiary of GREE with the purchase funded through bank loans. The officers and founders, a team 

of talented industry veterans of Funzio will join GREE. Ken Chiu, Chief Executive Officer and Anil Dharni, Chief 

Operational Officer of Funzio will join GREE as Senior Vice Presidents while Ram Gudavalli, Chief Technical officer 

and Andy Keidel, Vice President of Engineering will join as Vice Presidents. GREE completed the acquisition of 

Funzio in May 2012.  

Buyer Description 
GREE operates GREE social networking services worldwide. It provides various mobile social games, including a 

range of genres, such as virtual pets, RPGs, and sports. The company also offers social media, and news and 

entertainment content services comprising Magalry, a subscription-based celebrity magazine service; and GREE 

NEWS, which provides news, as well as enables sharing of articles with friends and article recommendations 

matched to personal preferences. In addition, it offers the GREE platform which enables developers to develop and 

operate applications integrated with the GREE social network; and a suite of advertising solutions, including banner 

ads, and install reward advertising services, and advertising products, as well as operating a smartphone ad network. 

Further, the company provides licensing and merchandising services comprising licensing of its IP in the areas of the 

development and sale of game character merchandise. Additionally, it provides venture capital for the areas, such 

as application development, E-commerce, advertising technology, and social products. The company was founded 

in 2004 and is headquartered in Tokyo, Japan. 

Target Description 
Funzio develops and markets mobile games, which includes, Crime City. It was formerly known as Raka Games, 

Inc. The company was founded in 2009 and is based in San Francisco, California. As of May 30, 2012, Funzio 

operates as a subsidiary of GREE International, Inc. 

Buyer LTM Financial Information (June 30, 2012): Buyer Balance Sheet (June 30, 2012): 

Revenue: $2,014m 
EBITDA: $1,075m 
EBIT: $1,053m 
Net Income: $612m 

Debt: $219m 
Cash and Cash Equivalents: $912m 

Target LTM Financial Information (May 1, 2012): Target Balance Sheet (May 1, 2012): 

Revenue: $64m 
EBITDA: $31m 
EBIT: N/A 
Net Income: $18m 

Debt: $0 
Cash and Cash Equivalents: $73m 

GREE International Acquires Funzio (May 1, 2012) 
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Zynga acquired OMGPOP from Y Combinator, Baseline Ventures, Spark Capital, SV Angel, Bessemer Venture 

Partners, Betaworks and others for approximately $180 million on March 21, 2012. The purchase price net of cash 

acquired was $182.2 million. Dan Porter, Chief Executive Officer of OMGPOP will now oversee Zynga efforts in New 

York and the team of OMGPOP will remain in place. Post acquisition, OMGPOP will remain based in New York and 

report to David Ko, Chief Mobile Officer of Zynga.  

Buyer Description 
Zynga develops, markets, and operates online social games as live services played on the Internet, social networking 

sites, and mobile platforms in the United States and internationally. The company offers online social games primarily 

under the FarmVille, Words With Friends, and Zynga Poker franchises. Its games are accessible on Facebook and 

Zynga.com. The company was formerly known as Zynga Game Network Inc. and changed its name to Zynga in 

November 2010. Zynga was founded in 2007 and is headquartered in San Francisco, California. 

Target Description 
OMGPOP provides an online platform that allows members to play games, hang out in chat, share photos on picture 

club, and meet new friends online. It also retails valenheart frames, hats and wands, catastrophes, pet frames, 

crusaders, hand grenades, ballracers, hover kart and pet items, checkers/fourplay items, and perpetual balls online. 

The company was formerly known as iminlikewithyou Inc. and changed its name to OMGPOP in 2009. OMGPOP 

was founded in 2006 and is based in New York, New York.  

Buyer LTM Financial Information (March 31, 2012): Buyer Balance Sheet (March 31, 2012): 

Revenue: $939m 
EBITDA: $(457m) 
EBIT: $(528m) 
Net Income: $(507m) 

Debt: $0 
Cash and Cash Equivalents: $1,522m 

Target LTM Financial Information (March 21, 2012): Target Balance Sheet (March 21, 2012): 

Revenue: $91m 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 

Zynga Acquires OMGPOP (March 21, 2012) 
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International Game Technology signed a definitive agreement to acquire Double Down Interactive (DDI) for 

approximately $400 million on January 12, 2012. The consideration includes $193 million to be paid at closing, $29 

million to be deposited into an escrow account on the closing date, which amount will be released to the sellers on 

December 31, 2012, $25 million to be deposited into an escrow account on the eighteen-month anniversary of the 

closing date to satisfy any claims for indemnification and up to $165 million of additional consideration, including up 

to $45 million with respect to  DDI’s  financial  performance  in  2012,  up  to  $60  million  with  respect  to  DDI’s  financial  

performance  in  2013,  and  up  to  $60  million  with  respect  to  DDI’s  financial  performance  in  2014.  In  connection  with  

the acquisition, International Game Technology has agreed to cause DDI to adopt a senior management retention 

plan and an employee retention plan, which provide for payment of up to a total of $85 million to senior managers 

and employees of DDI based on the continued employment of such persons by DDI during the two-year period 

commencing on the closing date. International Game Technology expects to fund the transaction from cash on 

hand. 

International Game Technology Acquires Double Down Interactive (January 12, 2012) 
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Buyer Description 
International Game Technology, a gaming company, designs, develops, manufactures, and markets casino-style 

gaming equipment, systems technology, and game content for land-based and online markets worldwide. The 

company offers casino-style games; casino-style slot machines that determine the game play outcome at the machine; 

wide area progressive jackpot systems with linked machines across various casinos; and central determination system 

machines connected to a central server, which determines the game outcome, encompassing video lottery terminals 

used primarily in government-sponsored applications and electronic or video bingo machines. It also provides systems 

products, including infrastructure and applications for casino management, customer relationship management (CRM), 

player management, and server-based gaming. In addition, the company provides online social gaming and real-

money gaming products and services, including real-money online casino and mobile gaming systems infrastructure 

and applications, content licensing, and back office operational support services. Its gaming markets include Europe, 

the Middle East, Africa, Latin America, the Caribbean, Asia, Australia, New Zealand, and the Pacific. International 

Game Technology was incorporated in 1980 and is headquartered in Las Vegas, Nevada. 

Target Description 
Double Down Interactive develops social casino games. The company was founded in 2010 and is based in 

Seattle, Washington. 

Buyer LTM Financial Information (December 31, 2012): Buyer Balance Sheet (December 31, 2012): 

Revenue: $2,235m 
EBITDA: $813m 
EBIT: $569m 
Net Income: $265m 

Debt: $1,776m 
Cash and Cash Equivalents: $260m 

Target LTM Financial Information (January 12, 2012): Target Balance Sheet (January 12, 2012): 

Revenue: $128m 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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Electronic Arts (EA) signed a definitive agreement to acquire PopCap Games for $1.3 billion in cash and stock on 

July 11, 2011. Under the terms, EA will acquire all the outstanding common shares and Series A preferred shares 

of PopCap and the consideration will be paid as approximately $650 million in cash, approximately $100 million 

shares of EA and maximum of $550 million as earn out which is contingent upon the achievement of certain non-

GAAP earnings before interest and tax performance milestones through the fiscal quarter ended December 31, 

2013 and up to approximately $50 million in long-term equity retention arrangements in the form of restricted stock 

unit  awards  and  stock  options  to  acquire  EA  common  stock  to  be  granted  to  PopCap’s  employees  over  the  next  

four year. Out of the total consideration $50 million will be kept in escrow. EA has executed a commitment letter for 

a $550 million senior unsecured bridge facility with Morgan Stanley Senior Funding, Inc., J.P. Morgan Securities 

LLC, J.P. Morgan Chase Bank, N.A., UBS Securities LLC, and UBS Loan Finance LLC to finance the acquisition. 

On a non-GAAP  basis,  the  acquisition  is  expected  to  be  EPS  neutral  to  EA’s  fiscal  year  2012  results,  as  a  result  of  

one-time transaction costs, and at least $0.10 accretive to EA FY 2013 non-GAAP EPS.  

Electronic Arts Acquires PopCap Games (July 12, 2011) 
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Buyer Description

Electronic Arts develops, markets, publishes, and distributes game software content and services for video game 

consoles, personal computers, mobile phones, and tablets. The company operates through EA Games, EA SPORTS, 

Maxis, PopCap, and All Play segments. It provides action-adventure, casual, family, fantasy, first-person shooter, 

horror, science fiction, role-playing, racing, simulation, sports, and strategy games under the Battlefield, Mass Effect, 

Need for Speed, Dragon Age, The Sims, Bejeweled, and Plants v. Zombies, as well as EA SPORTS, Battlefield 4, 

FIFA Street, Maxis, Madden NFL, Medal of Honor, and Star Wars brand names. The company also offers casual 

games, such as cards, puzzles, and word games through its pogo.com, as well as on other platforms; and digital 

content and Internet-based advertising services. The company was founded in 1982 and is headquartered in 

Redwood City, California. 

Target Description 
PopCap Games develops, publishes, and operates casual video games. It offers a range of games to play on PC, 

mobile, social, and other platforms. The company was founded in 2000 and is based in Seattle, Washington with 

additional offices in San Francisco, California; and Shanghai, China. As of August 12, 2011, PopCap Games operates 

as a subsidiary of Electronic Arts Inc. 

Buyer LTM Financial Information (September 30, 2011): Buyer Balance Sheet (September 30, 2011): 

Revenue: $3,857m 
EBITDA: $73 
EBIT: $(107m) 
Net Income: $(290m) 

Debt: $529 
Cash and Cash Equivalents: $1,499 

Target LTM Financial Information (August 12, 2011): Target Balance Sheet (August 12, 2011): 

Revenue: $100m 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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MeetMe entered into an agreement to acquire Insider Guides from U.S. Venture Partners, Norwest Venture Partners 

and others for $100 million on July 19, 2011. As reported, MeetMe will pay, to holders of common stock, preferred 

stock, options and warrants, $100 million consisting of approximately $18 million in cash and $82 million in MeetMe 

common stock. MeetMe currently plans to pay the $18 million cash portion of the merger consideration using a 

combination of its available cash resources and funds obtained through the sale of newly-issued shares of its common 

stock. MeetMe has received a $5 million equity financing commitment from Mexicans & Americans Trading Together, 

Inc.  

MeetMe Acquires Insider Guides (July 19, 2011) 
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Buyer Description 
MeetMe, a social media technology company, owns and operates social discovery networking products in the United 

States. The company makes meeting new people on the Web and on mobile platforms, including on iPhone, Android, 

iPad, and other tablets, which facilitate interactions among users and encourages users to connect with each other; 

and monetizes through advertising, virtual currency, and paid subscriptions. The company operates MeetMe.com that 

provides users with access to an expansive, multilingual menu of resources, which promote social interaction, 

information sharing, and other topics of interest to users. It also offers online marketing capabilities, which enable 

marketers to display their advertisements in various formats and in various locations on the Website. The company 

was formerly known as Quepasa Corporation and changed its name to MeetMe in June 2012. MeetMe was founded 

in 1997 and is headquartered in New Hope, Pennsylvania. 

Target Description 
Insider Guides operates a social networking Website, myyearbook.com for people of various ages with a concentration 

of  members  between  the  ages  of  13  to  24.  The  company’s  Website  combines  social  games,  virtual  goods,  social  and  

mobile games, a location-based news feed, video chat, and a virtual currency known as Lunch Money. It serves three 

billion ad impressions each month on the Web and one billion on mobile devices. The company sells ads to brand 

agencies, direct response and cost per action advertisers, ad networks, and mobile agencies. Insider Guides sells its 

cross-platform currency monetization product Social Theater in various platforms. The company was founded in 2005 

and is based in New Hope, Pennsylvania. As of November 10, 2011, Insider Guides, Inc. operates as a subsidiary of 

MeetMe. 

Buyer LTM Financial Information (June 30, 2011): Buyer Balance Sheet (June 30, 2011): 

Revenue: $8.4 
EBITDA: $(4.1m) 
EBIT: $(4.4m) 
Net Income: $(4.9m) 

Debt: $7m 
Cash and Cash Equivalents: $11m 

Target LTM Financial Information (July 19, 2011): Target Balance Sheet (July 19, 2011): 

Revenue: $29m 
EBITDA: $4.6m 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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Tencent Holdings agreed to acquire another 70.44% stake Riot Games from Benchmark Capital, FirstMark Capital, 

and founders of Riot Games for $231.5 million on February 2, 2011. Founders of Riot Games will retain the remaining 

7.22% stake after the completion of the transaction. Riot Games will retain its independent operations and its existing 

management team will continue. Riot Games headquarters will remain in Los Angeles. The transaction, subject to 

regulatory approvals, is expected to close within 30 days. FTC granted early clearance of antitrust concerns under the 

HSR Act on February 11, 2011.  

Tencent Holdings Acquires Riot Games (February 2, 2011) 
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Buyer Description 
Tencent Holdings, an investment holding company, provides Internet and mobile value-added services (VAS), online 

advertising services, and e-commerce  transactions  services  to  users  in  the  People’s  Republic  of  China,  the  United  

States, Europe, and internationally. The company operates through VAS, Online Advertising, e-Commerce 

Transactions, and Others segments. It provides online games, community value-added services, and applications 

across various Internet and mobile platforms; instant messaging services; value added services, such as club 

membership, avatar, personal spaces and communities, online music, dating services, etc.; and wireless Internet value 

added services, including short messaging service, multimedia messaging service, interactive voice response 

services, WAP, mobile IM service, and mobile games. The company also enables third-party game/application 

developers to host games/applications in its Internet platforms. Its online advertising services consist of display 

advertising on instant messaging clients,  portals,  social  networks,  and  other  platforms.  The  company’s  e-commerce 

transactions business primarily include the sale of merchandise through its Internet platforms, including QQ Instant 

Messenger, WeChat, QQ.com, QQ Games, Qzone, 3g.QQ.com, SoSo, PaiPai, and Tenpay. In addition, it provides 

trademark licensing, software development, and software sale services. Tencent Holdings was founded in 1998 and 

is  headquartered  in  Shenzhen,  the  People’s  Republic  of  China. 

Target Description 
Riot Games develops player-focused games. It offers competitive, PvP/multiplayer online battle arena, video, and 

online games. The company was founded in 2006 and is based in Santa Monica, California. As of February 18, 2011, 

Riot Games operates as a subsidiary of Tencent Holdings. 

Buyer LTM Financial Information (March 31, 2011): Buyer Balance Sheet (March 31, 2011): 

Revenue: $3,248m 
EBITDA: $1,500m 
EBIT: N/A 
Net Income: $1,374m 

Debt: $1,089m 
Cash and Cash Equivalents: $3,520m 

Target LTM Financial Information (February 18, 2011): Target Balance Sheet (February, 18 2011): 

Revenue: $29m 
EBITDA:
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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DeNA agreed to acquire ngmoco from FLOODGATE, Google Ventures managed by Google Ventures, Institutional 

Venture Partners, iFund, L.P. managed by Kleiner, Perkins, Caufield & Byers and Norwest Venture Partners for 

approximately   $400   million   in   shares,   warrants   and   cash   on   October   12,   2010.   ngmoco’s   shareholders   and  

employees will receive $146 million in shares, $27 million warrants and $128 million in cash on November, 2010 

and are entitled to additional consideration, up to a maximum of $100 million with $56 million in cash, $12 million 

in warrants and $31 million in equity, contingent upon the achievement of certain performance milestones through 

December 31, 2011. DeNA plans to issue 5 million new shares to finance the acquisition. No financing will be 

necessary for cash payments. Upon completion, Ngmoco will keep its headquarters in the South of Market district 

and will operate as a wholly owned subsidiary of DeNA. DeNA plans to integrate its Mobage software with ngmoco's 

own social networking platform, called Plus+.  

DeNA Acquires ngmoco (October 12, 2010) 
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Buyer Description 
DeNA develops and operates mobile and online services worldwide. It operates Mobage, a social game platform that 

hosts approximately 1,000 free-to-play mobile games; Yahoo! Mobage, which offers social games for PC browsers; 

and Mobage Open Platform, a Mobage API to third-party developers, as well as offers various first, second, and third 

party free-to-play mobile games. The company also operates DeNA Shopping, a marketplace for Mobage's Japanese 

network; au Shopping mall, a shopping Website; Mobaoku that allows users to manage their auction items and bids 

from their mobile phones; and DeNA BtoB market, a business-to-business marketplace. In addition, it operates 

E*Everystar that delivers general user-generated content media for users to post and browse their hobbies and works 

in novels, comics, illustrations, photographs, essays, how-to articles, and poetry; and Manga Box, a weekly manga 

magazine app to read professional artists' manga series. Further, the company offers Showroom, a virtual stage where 

fans watch pop singers and idols' performance live; Applizemi, an e-learning mobile app; Chirashiru, a mobile app to 

compare grocery flyers from multiple stores; comm, a real name-based voice call app for communication; Shumee-to 

Club, a social networking Website for hobby-based social exchange; and DeNA Travel, an online travel service, which 

handles services centered on overseas tours, discount international flight tickets, overseas hotels, domestic tours, 

discount domestic flight tickets, and discount highway buses, as well as operates a professional baseball team. The 

company was founded in 1999 and is headquartered in Tokyo, Japan. 

Target Description 
ngmoco develops gaming applications for mobile platforms and devices. The company also offers Web applications 

that are accessible on third-party social networking services; a portal for third-party publishers; and Web domains 

and Web forums or messaging boards. Its gaming applications connect users to a community of mobile gamers 

worldwide. The company was founded in 2008 and is based in San Francisco, California. As of October 25, 2010, 

ngmoco, operates as a subsidiary of DeNA.  

Buyer LTM Financial Information (September 30, 2010): Buyer Balance Sheet (September 30, 2010): 

Revenue: $919m 
EBITDA: $476m 
EBIT: $456m 
Net Income: $252m 

Debt: $0 
Cash and Cash Equivalents: $557m 

Target LTM Financial Information (October 12, 2010): Target Balance Sheet (October 12, 2010): 

Revenue: $30 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 



© National Investment Banking Competition & Conference

Walt Disney Co. agreed to acquire Playdom from New Enterprise Associates, Lightspeed Venture Partners, Norwest 

Venture Partners, Bessemer Venture Partners, New World Ventures and other shareholders for approximately $760 

million in cash on July 27, 2010. Under the terms of consideration, Walt Disney will pay $563.2 million subject to 

certain conditions, and will also pay performance inked earn outs of up to $200 million. Walt Disney Co. completed 

the acquisition on August 27, 2010. 

Walt Disney Acquires Playdom (July 27, 2010) 
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Buyer Description 
Walt Disney operates as an entertainment company worldwide. The company operates in five segments: Media 

Networks, Parks and Resorts, Studio Entertainment, Consumer Products, and Interactive. The Media Networks 

segment operates broadcast and cable television networks, domestic television stations, and radio networks and 

stations; and is involved in the television production and television distribution operations. Its cable networks include 

ESPN, Disney Channels Worldwide, ABC Family, and SOAPnet, as well as UTV/Bindass. This segment owns eight 

domestic television stations. The Parks and Resorts segment owns and operates the Walt Disney World Resort in 

Florida that includes theme parks; hotels; vacation club properties; a retail, dining, and entertainment complex; a 

sports complex; conference centers; campgrounds; golf courses; water parks; and other recreational facilities. This 

segment also operates Disneyland Resort in California; Disney Resort& Spa in Hawaii; Disney Vacation Club, Disney 

Cruise Line, and Adventures by Disney; and Disneyland Paris, Hong Kong Disneyland Resort, and Shanghai Disney 

Resort, as well as licenses the operations of Tokyo Disneyland Resort. The Studio Entertainment segment produces 

and acquires live-action and animated motion pictures, direct-to-video content, musical recordings, and live stage 

plays. The Consumer Products segment licenses trade names, characters, and visual and literary properties to 

retailers, show promoters, and publishers; publishes entertainment and educational books, magazines, comic books; 

and operates English language learning centers. The Interactive segment creates and delivers entertainment and 

lifestyle content across interactive media platforms. The company was founded in 1923 and is based in Burbank, 

California. 

Target Description 
Playdom produces online social games. It offers hidden object, battle, strategy, fantasy, mystery, ghost, and 

Halloween games; games for girls; and RPGs for Facebook, iOS, Android, and other emerging social and mobile 

platforms. Playdom was formerly known as You Plus and changed its name to Playdom in February 2009. The 

company was founded in 2008 and is based in Palo Alto, California. As of August 27, 2010, Playdom operates as a 

subsidiary of Walt Disney.  

Buyer LTM Financial Information (July 3, 2010): Buyer Balance Sheet (July 3, 2010): 

Revenue: $38,188m 
EBITDA: $8,126m 
EBIT: $6,422m 
Net Income: $4,421m 

Debt: $2,951m 
Cash and Cash Equivalents: $12,627m 

Target LTM Financial Information (August 27, 2010): Target Balance Sheet (August 27, 2010): 

Revenue: $50 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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Electronic Arts Nederland B.V. acquired Playfish from a group of sellers for approximately $390 million in cash on 

November 9, 2009. Electronic Arts Nederland B.V. has paid $290 million in cash of which $30 million would be paid 

into the Escrow Account. In addition, the sellers are entitled to additional variable cash consideration, up to a maximum 

of $100 million, contingent upon the achievement of certain performance milestones through December 31, 2011. 

Electronic Arts Nederland B.V. will also pay approximately $25 million in equity retention arrangements The group of 

investor includes, Accel Partners, Index Ventures, Stanhope Capital LLP, David Gardner, Kenneth Lamb and others. 

Buyer Description 
Electronic Arts Nederland B.V., doing business as Electronic Arts B.V., offers online gaming services. The company 

is based in Amsterdam, the Netherlands. Electronic Arts Nederland B.V. operates as a subsidiary of Electronic Arts 

Inc. 

Target Description 
Playfish develops and publishes video games for social networks. It creates games for people to play together using 

social networks, such as Facebook, MySpace, Bebo, Yahoo!, iPhone, and iPod touch. The company also offers 

advertising opportunities, including in-game video ads and sponsorships packages. Playfish was incorporated in 2007 

and is headquartered in London, United Kingdom with additional offices in Beijing, China; San Francisco, California; 

and Tromso, Norway. Playfish Limited operates as a subsidiary of Electronic Arts Inc. 

Buyer LTM Financial Information (December 31, 2009): Buyer Balance Sheet (December 31, 2009): 

Revenue: $3,535m 
EBITDA: $(484m) 
EBIT: $ 
Net Income: $(749m) 

Debt: $0 
Cash and Cash Equivalents: $1,784m 

Target LTM Financial Information (November 9, 2009): Target Balance Sheet (November 9, 2009): 

Revenue: $32m 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 

EA Acquires Playfish (November 9, 2009) 
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Konami Corp. signed an accord to acquire the remaining 46.01% stake in Hudson Soft for $52 million in stock on 

January 20, 2011. Under the terms of the transaction, one Hudson share will be exchanged for 0.188 of a Konami 

share. The Board of Directors of Hudson Soft unanimously resolved to approve the share exchange. Ahead of the 

stock swap, Hudson shares will be delisted from the Jasdaq Securities Exchange on March 29, 2011. The share 

exchange is scheduled to become effective as of April 1, 2011, subject to the approval by a resolution at the 

extraordinary general shareholders meeting of Hudson Soft scheduled to be held on March 8, 2011. Konami Corp. 

completed the acquisition of the remaining 46.01% stake in Hudson Soft on April 1, 2011. 

Konami Acquires Hudson Soft (January 20, 2011) 
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Buyer Description 
Konami Corporation, together with its subsidiaries, develops, publishes, markets, and distributes video game software 

products for stationary and portable consoles, and personal computers. It operates through four segments: Digital 

Entertainment, Health & Fitness, Gaming & Systems, and Pachinko & Pachinko Slot Machines. The Digital 

Entertainment segment produces, operates, and distributes contents for mobile sites and application stores; produces 

and builds computer systems related to online games; maintains and operates online servers; and produces online 

games, as well as plans, produces, and sells music and video package products. This segment also produces, 

manufactures, and sells video game software, as well as purchases and distributes video game software for home 

use; video games for amusement facilities and contents for token-operated games; and card games, as well as 

electronic toys, figures, and character goods. The Health & Fitness segment operates health and fitness clubs, as 

well as involved in health-related business. As of March 31, 2014, this segment owned and operated a network of 

approximately 200 fitness clubs; and provided outsourced services at approximately 185 clubs. The Gaming & 

Systems segment develops and sells content, hardware, and casino management systems for gaming machines for 

casinos. The Pachinko & Pachinko Slot Machines segment produces, manufactures, and sells pachinko machines 

and pachinko slot machines. It primarily markets its products in Japan, North America, Europe, Australia, and other 

parts of Asia. Konami Corporation was founded in 1969 and is headquartered in Tokyo, Japan. 

Target Description 
Hudson Soft develops game and entertainment software. The company offers development and provision of 

entertainment content for mobile phone users. It provides entertainment content site, which provides ringtones, mobile 

games, and supports portals. The company also provides online games for the personal computers; games for home 

game machines; and relationship software development. It offers mobile phone content services in Japan, Europe, 

Asia, and the United States. The company was founded in 1973 and is headquartered in Tokyo, Japan. 

Buyer LTM Financial Information (December 31, 2010): Buyer Balance Sheet (December 31, 2010): 

Revenue: $2,927m 
EBITDA: $354m 
EBIT: $212m 
Net Income: $146m 

Debt: $641m 
Cash and Cash Equivalents: $528m 

Target LTM Financial Information (January 20, 2011): Target Balance Sheet (January 20, 2011): 

Revenue: $194m 
EBITDA: $10m 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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Vitruvian Partners LLP and the Executive Managers and the Management Team of Inspired Gaming Group PLC made 

an offer to acquire Inspired Gaming Group from its shareholders for $113 million on May 4, 2010. Under the terms of 

the agreement $0.9 will be offered for each share of Inspired Gaming Group. The transaction will be financed using a 

combination of equity and debt. The Vitruvian Fund will provide up to approximately $158 million of equity funding, in 

addition to the financial commitment by the Executive Managers and the anticipated financial commitment by the 

Management Team of $0.11 million. Vitruvian Partners and Inspired Gaming Group completed the acquisition on June 

30, 2010. 

Vitruvian Partners Acquires Inspired Gaming Group (May 4, 2010) 
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Buyer Description 
Vitruvian Partners is a private equity firm specializing in management buyouts, growth buyouts, recapitalizations, 

growth capital, PIPES, and public-to-private transactions in middle market companies. The firm does not limit itself to 

specific industry sectors. However it prefers to invest in media, healthcare, information technology, digital, software, 

telecoms, financial services, business services, and leisure. The firm prefers to invest in United Kingdom and 

elsewhere in Northern Europe including Eire, Germany, the Nordic Region, The Netherlands, Belgium, Switzerland, 

and  Austria.  It  typically  invests  between  €15  million  and  €150  million  in  companies  with  an  enterprise value between 

€40  million  and  €500  million.  The  firm  seeks  to  acquire  majority  ownership  in  its  portfolio  and  minority  stake  in  select  

cases. It seeks a board seat in the portfolio companies and also invests through its personal capital. Vitruvian Partners 

was founded in 2006 and is based in London, United Kingdom with additional offices in Greater London, United 

Kingdom and Stockholm, Sweden. 

Target Description 
Inspired Gaming Group Limited owns, operates, and supplies server-based gaming (SBG) terminals. It offers VLT 

cabinets; server-supported multi-game slots with HD games; land-based, online, and mobile gaming virtual sports 

products; BetBOX, a bet management and EPOS system that enables retail operators, lotteries, and casinos to 

broadcast and take bets on virtual sports and number games; single and multi-content casino table gaming products; 

SBG bingo platforms; and Latin bingo dual-screen cabinets with multiple HD games and player tracking modules. The 

company serves customers through distributors in the United States, Hong Kong, Colombia, and internationally. 

Inspired Gaming Group Limited was incorporated in 2006 and is based in London, United Kingdom with additional 

offices in Lomas de Chapultepec, Mexico; Milan, Italy; and Staffordshire, United Kingdom. 

Buyer LTM Financial Information (March 31, 2011): Buyer Balance Sheet (March 31, 2011): 

Revenue: N/A 
EBITDA: N/A 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 

Target LTM Financial Information (June 30, 2010): Target Balance Sheet (June 30, 2010): 

Revenue: $87m 
EBITDA: $35m 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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Square Enix made an offer to acquire Eidos PLC for $120 million in cash on February 12, 2009. Under the terms of 

the agreement, Square Enix will acquire 263.59 million shares of Eidos at $0.45 per share. The group of sellers 

comprise of Deutsche Bank AG selling 5.19% stake, Legal & General Investment Management selling 3.38% stake, 

Warner Bros. Entertainment, Inc. selling 19.92% stake, ING Bank N.V. selling 4.35% stake, Cazenove Capital 

Management Limited selling 9.9% stake, Pioneer Investments AG selling 3.47% stake, Insight Investment 

Management Limited selling 3% stake, Tim Ryan selling 0.03% stake, Phil Rogers selling 0.02% stake, Nigel Wayne 

selling 0.01% stake and Donald Johnston selling 0.02% stake. 

Square Enix will be using existing internal cash resources to fund the transaction. Eidos will pay termination fees of 

£0.84 million if a third party offer is made and such offer is declared unconditional. The transaction is subject to the 

approval of at least 75% of Eidos shareholders at court meeting and at the extraordinary general meeting to be held 

in March 2009. The transaction is also subject to court approval, shareholder approval, Hart-Scott-Rodino Antitrust 

Improvements Act and non solicitation. The Board of Directors of Eidos has unanimously approved the offer. SQEX 

intends to delist the shares of Eidos from London Stock Exchange on completion of the offer and re register as a 

private limited company. On March 26, 2009, the shareholders of Eidos approved the transaction and become 

effective on April 21, 2009. 

Square Enix Acquires Eidos (February 12, 2009) 
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Buyer Description 
Square Enix engages in publishing, marketing, and selling game titles in the United Kingdom and internationally. It 

also offers online game play products; and mobile gaming products for playing on cell phones. The company was 

incorporated in 1998 and is based in London, United Kingdom. Square Enix operates as a subsidiary of Square Enix 

Holdings Co. 

Target Description 
Eidos, together with its subsidiaries, develops, publishes, licenses, and distributes interactive entertainment software. 

The  company’s  primary  product  portfolio  includes  Tomb  Raider,  Hitman, Deus Ex, Championship Manager, Kane & 

Lynch, and Just Cause under the Eidos brand name. It also operates development studios, including Crystal 

Dynamics, Io Interactive, and Eidos Montreal. The company was founded in 1988 and is based in London, United 

Kingdom. As of April 21, 2009, Eidos operates as a subsidiary of Square Enix. 

Buyer LTM Financial Information (March 31, 2009): Buyer Balance Sheet (March 31, 2009): 

Revenue: $1,351m 
EBITDA: $199m 
EBIT: $118m 
Net Income: $60m 

Debt: $373m 
Cash and Cash Equivalents: $1,127m 

Target LTM Financial Information (April 21, 2009): Target Balance Sheet (April 21, 2009): 

Revenue: $194m 
EBITDA: $56m 
EBIT: N/A 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 
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In mid-February 2008, diversified publisher Electronic Arts (EA) made a US$25 per share all cash transaction offer 

worth around $2 billion [20] to the board of Take-Two Interactive, subsequently revising it to US$26 per share after 

being rejected and making the offer known to the public. Rumors of a buyout had been floating around the Internet 

several weeks prior. Take-Two’s  stock  price  jumped 54% on Monday, following the Sunday announcement, closing 

over the US$26 offer price, while EA's own stock price fell by 5%, the largest loss in over a year. 

According to Game Informer's April 2008 issue, EA CEO John Riccitiello said that EA considered a deal for Take-Two 

in the previous spring but axed it at the last minute. Take-Two's Board of Directors declined the cash deal. Later, 

Take-Two released a statement explaining that the transaction would provide insufficient value to shareholders.  

Take-Two offered to discuss the offer after Grand Theft Auto IV's release on April 29, 2008. An acquisition would have 

ended EA's main competition in sports video games. The bid expired May 15, 2008, however EA extended the offer 

until June 16, 2008, at the same price of US$25.74 per share. Take-Two's position did not change and on September 

14, 2008, EA announced that they decided to let the US$2 billion offer to buy Take-Two expire. 

Electronic Arts Proposes Bid for Take-Two Interactive (February 15, 2008) 
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Buyer Description 
Electronic Arts Inc. develops, markets, publishes, and distributes game software content and services for video game 

consoles, personal computers, mobile phones, and tablets. The company operates through EA Games, EA SPORTS, 

Maxis, PopCap, and All Play segments. It provides action-adventure, casual, family, fantasy, first-person shooter, 

horror, science fiction, role-playing, racing, simulation, sports, and strategy games under the Battlefield, Mass Effect, 

Need for Speed, Dragon Age, The Sims, Bejeweled, and Plants v. Zombies, as well as EA SPORTS, Battlefield 4, 

FIFA Street, Maxis, Madden NFL, Medal of Honor, and Star Wars brand names. The company also offers casual 

games, such as cards, puzzles, and word games through its pogo.com, as well as on other platforms; and digital 

content and Internet-based advertising services. The company was founded in 1982 and is headquartered in 

Redwood City, California. 

Buyer LTM Financial Information (December 31, 2007): Buyer Balance Sheet (December 31, 2007): 

Revenue: $3,151m 
EBITDA: $(281m) 
EBIT: $(433m) 
Net Income: $(385m) 

Debt: $0 
Cash and Cash Equivalents: $3,420m 
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Target Description 
Take-Two Interactive Software, Inc. develops, publishes, and markets interactive entertainment for consumers 

worldwide. The company offers its products under the Rockstar Games and 2K labels. It develops and publishes 

action/adventure products under the Grand Theft Auto, Max Payne, Midnight Club, and Red Dead names through 

developing sequels, offering downloadable episodes and content, and releasing titles for smartphones and tablets. In 

addition, it publishes various entertainment properties across platforms and a range of genres, including shooter, 

action, role-playing, strategy, sports, and family/casual entertainment under the BioShock, Mafia, Sid Meier's 

Civilization, and XCOM series, as well as Borderlands franchise; and various sports simulation titles, including its 

flagship NBA 2K series, a basketball video game and the WWE 2K series. Further, the company develops and 

publishes titles for the casual and family-friendly games comprising Carnival Games and Let's Cheer, as well as has 

an agreement with Nickelodeon  to  publish  video  games.  The  company’s  products  are  designed  for  console  gaming  

systems, such as Sony's PlayStation 3 and PlayStation 4, Microsoft's Xbox 360 and Xbox One, and Nintendo's Wii 

and Wii U; handheld gaming systems, including Nintendo's DS and Sony's PlayStation Portable; and personal 

computers comprising smartphones and tablets. It delivers its products through physicald retail, digital download, 

online platforms, and cloud streaming services. Take-Two Interactive Software, Inc. was founded in 1993 and is 

headquartered in New York, New York. 

Target LTM Financial Information (January 31, 2008): Target Balance Sheet (January 31, 2008): 

Revenue: $945m 
EBITDA: $112m 
EBIT: $(122m) 
Net Income: $(155m) 

Debt: $36m 
Cash and Cash Equivalents: $54m 
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Activision and Vivendi announced that the companies have signed a definitive agreement to combine Vivendi Games, 

Vivendi’s  interactive  entertainment  business  – which  includes  Blizzard  Entertainment’s  World  of  Warcraft,  the  world’s  

#1 multi-player online role-playing game franchise – with  Activision,  creating  the  world’s  largest  pure-play online and 

console game publisher.  The  new  company,  “Activision  Blizzard”,  is  expected  to  have  approximately  $3.8  billion  in  

pro forma combined calendar 2007 revenues and the highest operating margins of any major third-party video game 

publisher. On closing of the transaction, Activision will be renamed Activision Blizzard and will continue to operate as 

a public company traded on NASDAQ under the ticker ATVI. Vivendi will contribute Vivendi Games valued at $8.1 

billion, plus $1.7 billion in cash in exchange for an approximately 52% stake in Activision Blizzard at closing. Activision 

Blizzard will commence a post-closing cash tender offer for up to 146.5 million of its shares at $27.50 per share, 

representing a 31% premium for Activision stockholders based on the 20-day trading average.  

Vivendi Games Merges with Activision (December 2, 2007) 
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Buyer Description 
Vivendi Société Anonyme, together with its subsidiaries, is engaged in the content, media, and telecommunication 

businesses primarily in France and rest of Europe, the United States, Morocco, Brazil, and internationally. The 

company publishes and distributes premium and thematic pay-TV channels and free-to-air channels in France, 

Poland, francophone Africa, French overseas territories, and Vietnam; and produces and distributes cinema films in 

Europe. It is also involved in the sale of recorded music, including physical and digital media; exploitation of music 

publishing rights; and provision of artist services and merchandising. In addition, the company offers fixed and mobile 

telecommunication, broadband Internet, and pay-TV. Further, Vivendi provides expert advisory services by phone in 

France; ticketing services in the United Kingdom; Web ticketing services in France; and subscription video-on-demand 

service in Germany. The company was formerly known as Vivendi Universal S.A. and changed its name to Vivendi 

Société Anonyme in April 2006. The company was founded in 1853 and is headquartered in Paris, France. 

Buyer LTM Financial Information (December 31, 2007): Buyer Balance Sheet (December 31, 
2007): 

Revenue: $26,058m 
EBITDA: $8,152m 
EBIT: $5,584m 
Net Income: $6,997m 

Debt: $11,432m 
Cash and Cash Equivalents: $5,049m 
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Target Description 
Activision Blizzard, Inc. publishes online, personal computer (PC), video game console, handheld, mobile, and tablet 

games. The company operates through three segments: Activision, Blizzard, and Distribution. The Activision segment 

develops and publishes interactive software products and content, as well as sells through retail channels and digital 

downloads. The Blizzard segment develops, hosts, and supports subscription-based massively multi-player online 

role-playing game; and develops, markets, and sells role-playing action and strategy games for the PC and iPad. It 

also maintains a proprietary online-game related service, Battle.net. The Distribution segment provides warehousing, 

logistical, and sales distribution services to third-party publishers of interactive entertainment software; its own 

publishing operations; and manufacturers of interactive entertainment hardware. The company serves retailers and 

distributors, including mass-market retailers, consumer electronics stores, discount warehouses, and game specialty 

stores through third-party distribution, licensing arrangements, and direct digital purchases. It operates primarily in 

the United States, Canada, the United Kingdom, France, Germany, Ireland, Italy, Sweden, Spain, the Netherlands, 

Australia, South Korea, and China. The company is headquartered in Santa Monica, California. 

Target LTM Financial Information (December 31, 2007): Target Balance Sheet (December 31, 2007): 
Revenue: $3,244 
EBITDA: $534 
EBIT: $402m 
Net Income: N/A 

Debt: N/A 
Cash and Cash Equivalents: N/A 



Be recognized, nationwide. 




