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This p re s e n t a t io n co n t a in s fo rw a rd - lo o kin g s t a t e m e n t s w it h in t he m e a n ing o f t he P riva t e S e cu rit ie s Lit iga t ion
Re fo rm Ac t o f 19 9 5 . S uch s t a t e m e n t s m a y inc lud e , b u t a re n o t lim it e d t o , t he o u t lo o k fo r fis ca l 20 17, fu t ure
fin a n c ia l a nd o p e ra t ing re s u lt s a nd p ro je c t io n s , p ro je c t e d s t o re o p e n ings , t im ing a n d t e rm s o f p o t e n t ia l
a cq u is it ion s , t he co m p a n y' s p la ns , o b je c t ive s , e xp e c t a t ion s a n d in t e n t ion s , a nd o t he r s t a t e m e n t s t h a t a re n o t
h is t o rica l fa c t s . S uch s t a t e m e n t s a re b a s e d up on t he curre n t b e lie fs a nd e xp e c t a t io n s o f Ga m e S t o p 's
m a n a ge m e n t a nd a re s ub je c t t o s ign ific a n t ris ks a nd un ce rt a in t ie s . Ac t ua l re s u lt s m a y d iffe r from t h o s e s e t
fo rt h in t he fo rw a rd - loo king s t a t e m e n t s . Ga m e S t op und e rt a ke s n o o b liga t ion t o p ub lic ly up d a t e o r re vis e a ny
fo rw a rd - lo o king s t a t e m e n t s . The fo llo w in g fa c t o rs , a m ong o t he rs , co u ld ca us e a c t ua l re s u lt s t o d iffe r fro m
t h o s e s e t fo rt h in t he fo rw a rd - lo o king s t a t e m e n t s : t he in a b ilit y t o o b t a in s u ffic ie n t q ua n t it ie s o f p rod uc t t o
m e e t co ns um e r d e m a nd , in c lud ing co n s o le h a rd w a re a nd a cce s s o rie s ; t he t im ing o f re le a s e a nd con s um e r
d e m a n d fo r ne w a n d p re -o w n e d · vid e o ga m e t it le s ; o u r a b ilit y t o con t in ue t o e xp a nd , a n d s ucce s s fu lly o p e n
a n d o p e ra t e ne w s t o re s fo r, o u r co lle c t ib le s a nd t e ch b ra nd s b us ine s s e s ; ris ks a s s o c ia t e d w it h a ch ie ve m e n t o f
a n t ic ip a t e d fin a n c ia l a nd op e ra t ing re s u lt s from a cq u is it ion s ; o u r a b ilit y t o s us t a in a n d gro w o ur co ns o le d ig it a l
vid e o ga m e s a le s ; t he t im ing a n d a m o un t o f re cogn it io n o f t a x a t t rib u t e s ; t he ris ks a s s o c ia t e d w it h
in t e rn a t ion a l op e ra t io ns , w ire le s s ind us t ry p a rt ne rs h ip s a nd op e ra t ion s a nd t he co m p le t ion a n d in t e gra t ion o f
a cq u is it ion s ; in cre a s e d co m p e t it io n a nd ch a nging t e chn o lo gy in t he vid e o ga m e ind us t ry, in c lud ing b ro w s e r
a n d m o b ile ga m e s a nd d ig it a l d is t rib u t io n o f co n s o le ga m e s , a nd t he im p a c t o f t h a t co m p e t it ion a nd t h o s e
ch a nge s o n p h ys ica l vid e o ga m e s a le s ; t he co s t s a n d con s e q ue n ce s o f le ga l p ro ce e d ings a n d t a x a ud it s ; a nd
ch a nge s in d om e s t ic o r fo re ign la w s a nd re gu la t io n s t h a t re d uce con s um e r d e m a n d fo r, o r in cre a s e p rice s o f,
o u r p rod uc t s o r o t he rw is e a d ve rs e ly a ffe c t o u r b us ine s s . Ad d it iona l fa c t o rs t h a t co u ld ca us e Ga m e S t o p ' s
re s u lt s t o d iffe r m a t e ria lly fro m t h o s e d e s c rib e d in t he fo rw a rd - lo o kin g s t a t e m e n t s ca n b e fo und in
Ga m e S t o p ' s Ann ua l Re p o rt on Fo rm 10 -K fo r t he fis ca l ye a r e nd e d Ja n . 28 , 20 17 file d w it h t he S EC a nd
a va ila b le a t t h e S EC's In t e rne t s it e a t h t t p :/ / w w w .s e c .go v o r h t t p :/ / in ve s t o r.Ga m e S t o p .co m .



Ga m e S t o p  is  a  Glo b a l S p e c ia lt y Re t a ile r
We’re a global family of specialty retail brands that makes

the most popular technologies affordable and simple

2017E: $.7B

$12 Billion Addressable
US Market

COLLECTIBLES

2017E: $.9B

$200+ Billion Addressable
US Market

TECHNOLOGY 
BRANDS

2017E: >$1B

$1 Billion Digital Business
$8 Billion Addressable
US Market

DIGITAL

2017E: $7B

No. 1 Market Share
in 13 Countries
$13 Billion Addressable
US Market

VIDEO GAMES

55 m il l ion m em bers w orldw ide

No. 1 Market Share in
13 countries
$13 Billion Addressable
US Market
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Q3 20 17 High ligh t s

 Consolidated com parable store sales increased 1.9 %  versus prior year quarter, 
re fle c t in g  grow t h  fo r t h e  t h ird  co n s e cu t ive  q ua rt e r 

 Ne w  h a rd w a re  s a le s  in c re a s e d  8 .8 %  d ue  to  co n t in ue d  s t re n gt h  in  Nin te n d o  
Sw it c h  s a le s  

 Ne w  s o ft w a re  s a le s  gre w  5 .4 %  ve rs us  p rio r ye a r q ua rt e r, d rive n  b y a  s t ro n g 
t it le  lin e up  

 Co lle c t ib le s  s a le s  in c re a s e d  26 .5 %  ve rs us  p rio r ye a r q ua rt e r

 Om n ic h a n n e l s a le s  in c re a s e d  38 .6 %  ve rs us  p rio r ye a r q ua rt e r

4



Q3 20 17 Fin a n c ia l Ove rvie w

( In m il l ions, excep t  EPS and  % ’s) Q3 20 17 Q3 20 16
Total Sales $1,9 8 8 .6

+1.5%
$1,9 59.2

Com p SSS +1.9 %
Gross Margin $6 8 9.4

34.7%
$70 8 .2

36 .1%

Operat ing Earnings ( adjusted) $8 0 .8
-18 .2%

$9 8 .8

Net  Incom e ( adjusted) $55.1
+8 .5%

$50 .8

Diluted EPS ( adjusted) $0 .54
+10 .2%

$0 .49

Consol idat ed  Perform ance Sum m ary

5A reconcil iat ion of  adjust ed f inancial result s t o t he nearest  GAAP m easure is present ed in t he 3Q 20 17 earnings press release



Q3 20 17 S a le s  Ca t e go ry High ligh t s
( In m il l ions, excep t  % ’s) Q3 20 17 Q3 20 16

New  hardw are $30 9.5
+8 .8 %

$28 4.4

New  sof tw are $6 49.9  
+5.4%

$6 16.6  

Pre-ow ned/ Value $458 .5
-2.4%

$470 .0

Video Gam e Accessories $136.4
-12.6 %

$156.0

Digit al $37.2
-16 .8 %

$44.7

Technology Brands $19 4.2
-10 .2%

$216.3

Collect ib les $138 .4
+26 .5%

$10 9.4

Ot her $6 4.5
+4.4%

$6 1.8

Tot al Sales $1,9 8 8 .6
+1.5%

$1,9 59.2
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Q3 20 17 Gro s s  P ro fit  b y Ca t e go ry
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( In m il l ions, excep t  % ’s) Q3 20 17 Q3 20 16
New  hardw are $36.8

11.9 %
$37.3
13.1%

New  sof tw are $155.9   
24 .0 %

$150 .0   
24 .3%

Pre-ow ned/ Value $19 9.7
43.6 %

$218 .0
46 .4%

Video Gam e Accessories $48 .5
35.6 %

$49.6
31.8 %

Digit al $34.1
9 1.7%

$35.0
78 .3%

Technology Brands $141.4
72.8 %

$159.6
73.8 %

Collect ib les $52.7
38 .1%

$39.7
36 .3%

Ot her $20 .3
31.5%

$19.0
30 .7%

Tot al Gross Prof it
Gross Margin

$6 8 9.4
34.7%

$70 8 .2
36 .1%



20 17 Gu id a n ce  

8*Dilu t e d  EP S  gu id a n ce  is  b a s e d  o n  w e igh t e d  a ve ra ge  s h a re s  o u t s t a n d in g o f 10 1,5 0 0 ,0 0 0

( In m il l ions, excep t  EPS and  % ’s) FY 20 17E

Sam e Store Sales Posit ive low - to-m id single digit s 

Incom e Tax Rate ~31.0 %

Net  Incom e $320 .0  to $354.0

Diluted EPS* $3.10  to $3.40



Sources

Priorit ies for FCF

20 17 P ro je c t e d  Ca s h  Flo w  Us e
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$ 110  t o  $ 120 M
of  Cap it al  Expend it ures

~$30 0 M of  FCF

 Divid e n d
 P o te n t ia l M&A
 S h a re  re p u rch a s e s

~$60M
Video Game

Brands

~$30M
Technology

Brands

~$25M
ThinkGeek



Co lle c t ib le s  Bu s in e s s
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“ Loot ”  sales are expect ed  t o  grow  30 %  t o  4 0 %  in f iscal  20 17 

 In c re a s in g t h e a m o un t o f s p a ce d e d ica t e d to co lle c t ib le s
a c ro s s o u r glo b a l s to re fo o t p rin t a n d o p e n in g s t a n d a lo n e
co lle c t ib le s s to re s

 En te rin g in to lice n s in g a gre e m e n t s w it h m a jo r IP h o ld e rs to
p ro d uce un iq ue , e xc lu s ive p ro d uc t s

 Le ve ra gin g o u r loya lt y p ro gra m s in e a c h co un t ry to d rive
re le va n t p ro d uc t a ro un d a ro b us t la un c h s c h e d u le

 Hire d a n a cco m p lis h e d b ra nd m a n a ge m e n t a nd p ro d uct
lice ns in g le a d e r to s e rve in a ne w ly c re a t e d p o s it io n a s S e n io r
Vice P re s id e n t o f Co lle c t ib le s



Om n i-Ch a n n e l is  Gro w in g  t h e  Bu s in e s s

Web/
Mob ile Web

Pick up
at  st ore

Web
in st ore

St ore

Ship
f rom  st ore

>60% of our transactions now involve BOTH online and a physical store
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P o w e rUp  Re w a rd s  – A Co re  S t ra t e g ic  As s e t

55  M ILLION
Global  Mem bers

Sales Profits
5X
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U.S. 
Penetration

1 in 5

% of
Sales
70+%

3X
38M in the U.S.
17M International

DLC TargetingPersonalized 
Offers

Trade 
Generation

Collectibles
Marketing
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