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Safe Harbor

This presentation contains forward-looking statements within the meaning of the Private Securities Litigation
Reform Act of 1995. Such statements may include, but are not limited to, the outlook for fiscal 20 17, future
financial and operating results and projections, projected store openings, timing and terms of potential
acquisitions,the company's plans, objectives, expectations and intentions, and other statements that are not
historical facts. Such statements are based upon the current beliefs and expectations of GameStop's
management and are subject to significant risks and uncertainties. Actual results may differ from those set
forth in the forward-looking statements. GameStop undertakes no obligation to publicly update orrevise any
forward-looking statements. The following factors, among others, could cause actual results to differ from
those set forth in the forward-looking statements: the inability to obtain sufficient quantities of product to
meet consumer demand, including console hardware and accessories; the timing of release and consumer
demand for new and pre-owned-video game titles; our ability to continue to expand, and successfully open
and operate new stores for,our collectibles and tech brands businesses;risks associated with achievement of
anticipated financial and operating results from acquisitions; ourability to sustain and grow our console digital
video game sales; the timing and amount of recognition of tax attributes; the risks associated with
international operations, wireless industry partnerships and operations and the completion and integration of
acquisitions; increased competition and changing technology in the video game industry, including browser
and mobile games and digital distribution of console games, and the impact of that competition and those
changes on physical video game sales; the costs and consequences of legal proceedings and tax audits; and
changes in domestic or foreign laws and regulations that reduce consumer demand for, orincrease prices of,
our products or otherwise adversely affect our business. Additional factors that could cause GameStop's
results to differ materially from those described in the forward-looking statements can be found in
GameStop's Annual Report on Form 10-K for the fiscal year ended Jan. 28, 2017 filed with the SEC and
available at the SEC's Internet site at http://www.sec.govorhttp://investor.GameStop.com.
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GameStop is a Global Specialty Retailer GameStop

We're a global family of specialty retail brands that makes
the most popular technologies affordable and simple
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_ Q3 2017 Highlights GameSiop

= Consolidated comparable store sales increased 19% versus prior year quarter,
reflecting growth forthe third consecutive quarter

= New hardware sales increased 8.8% due to continued strength in Nintendo
Switch sales

= New software sales grew 5.4% versus prioryearquarter,driven by a strong
title lineup

= Collectibles sales increased 26.5% versus prioryear quarter

= Omnichannelsalesincreased 38.6% versus prioryearquarter




_ Q32017 Financial Overview GameSiop

Consolidated Performance Summary

Q3 2017 Q3 2015

Areconc

Total Sales

Comp SSS
Gross Margin

Operating Earnings (adjusted)
Net Incom e (adjusted)

Diluted EPS (adjusted)

iliation of adjusted financial results to the nearest GAAP measure is presen

$1988.6 $1959.2
+15%
+19%
$689.4 $708.2
34.7% 36.1%
$80.8 $98.8
-18.2%
$55.1 $50.8
+8.5%
$0.54 $0.49
+10.2%

ted in the 3Q 2017 earnings press release



Q32017 Sales Category Highlights

Q3 2017 Q3 2016

New hardware
New software
Pre-owned/Value
Video Game Accessories
Digital
Technology Brands

Collectibles

Other

Total Sales

$309.5
+8.8%

$649.9
+5.4%

$458 .5
-2.4%

$136 4
-12.6%

$37.2
-16.8%

$194.2
-10 2%

$138 .4
+26.5%

$64.5
+4.4%

$1988.6
+15%

$284 4

$616.6

$470.0

$156.0

$44.7

$216.3

$109.4

$618

$1959.2
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Q3 2017 Gross Profit by Category GameSiop

POWER TO THE PLAYERS'

Q3 2017 Q3 2016

New hardware $36.8 $37.3
119 % 13.1%

New software $1559 $150.0
24.0% 24 3%

Pre-owned/ Value $199.7 $218.0
43.6% 46.4%

Video Game Accessories $48.5 $49.6
35.6% 318%

Digital $34.1 $35.0
917% 78.3%

Technology Brands $1414 $159.6
72.8% 73.8%

Collectibles $52.7 $39.7
38.1% 36.3%

Other $20.3 $19.0

315% 30.7%

Total Gross Profit $689.4 $708.2

Gross Margin 34.7% 36.1%




2017 Guidance GameSiop

FY 20 17E

Same Store Sales Positive low-to-mid single digits
Income Tax Rate ~310%
Net Income $320.0 to $354.0
Diluted EPS® $3.10 to $3.40

*Diluted EPS guidance is based on weighted average shares outstandingof101500,000



_ 201/ Projected Cash Flow Use GameSiop
$110 to $120M
r of Capital Expenditures

~$300M of FCF
[

~$60M
Priorities for FCF Video Game
Brands
= Dividend g
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Collectibles Business GameStop

POWER TO THE PLAYERS'

“Loot” sales are expected to grow 30% to 40% in fiscal 20 17

Increasing the amount of space dedicated to collectibles
across our global store footprint and opening standalone
collectibles stores

Entering into licensing agreements with major IP holders to
produce unigue,exclusive products

Leveraging our loyalty programs in each country to drive
relevant productaround a robust launch schedule

Hired an accomplished brand management and product
licensing leaderto serve in a newly created position as Senior
Vice President of Collectibles
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Omni-Channelis Growing the Business GameStop
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Web/
Mobile Web

Ship
from store

Cantfindir? . W€D
Just ask an associate! | n St 0 re

They'l ined 2 canel ship it b yau

for FREE | games®

>60% of our transactions now involve BOTH online and a physical store




PowerUp Rewards — ACore
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Strategic Asset GameSiop
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