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Electronic Arts - Business

ÅVideo Game Publisher, Distributor

ÅGame developer

ÅBrands

EA Games EA Sports The Sims



Electronic Arts - History

1982

Founded by Trip Hawkins

1991 2007

CEO, John Riccitiello

200419931987

Skate or Die

CEO, Larry Probst

Current

1999

fighnite4_trl_boxerstyles_042009_qtlowwide.mov
Skate_or_Die.mp4
ea-xboxlive_pct_qt.mov


Electronic Arts - Numbers

$3 billion assets

4000 employees

$2.5 billion revenue

22 titles sold more than 1 million

in 2003

Max $504 million net income in 2005



Great Company, but é

Creators say
ñEvil Empireò

ñFactoryò

They are missing opportunities
Creative games, M-rated games

are selling well

Threats of online games
from 3rd world



In 2002

Rank Title

1 Grand Theft Auto: Vice City (PS2) Take Two

2 Grand Theft Auto III (PS2) Take Two

3 Madden NFL 2003 (PS2) Electronic Arts

4
Super Mario Advance 2 (GBA) Nintendo of 

America

5 Gran Turismo 3: A-Spec (PS2) SCEA

6 Medal Honor Frontline (PS2) Electronic Arts

7 Spider-Man: The Movie (PS2) Activision

8 Kingdom Hearts (PS2) Square EA

9 Halo (Xbox) Microsoft

17 NCAA Football 2003 (PS2) Electronic Arts

M-rated

Casual

Simulation


