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_ 2014 Overview GameStop

Total Performance Summary

Total Sales $3,476M $9,296M
-5.6% +2.8%
Comp SSS -1.8% +3.4%
Gross Margin $976.4M $2,775.9M
28.1% 29.9%
Operating $385.9 $618.3
Earn | ngs +7.7% +7.8%
Net Income $235.5M $392.4M
(Non-GAAP) +5.9% +10.2%
EPS $2.15 $3.47

(Non-GAAP) +13.2% +15.3%




Business highlights

- Q4 2014 FY 2014

Hardware $809M $2.029M « Closed 251 video game stores

-30.2% 17.3%
? * ? « Acquired or opened 266

Technology Brands stores

Software $1,288M $3,089M

+6.1% -11.3% . Repurchased $333 millionin
stock
Pre-owned $729M $2,389M
-1.7% +2.6% + Paid out $149 millionin

dividends




2014 Industry Projection Reconciliation

GameSiop
2014 MM 2014 Variance % Change
to Comments
Forecast Actual — over 2013
Forecast
$B $B $B
Console New Gen $3.8 $4.5 $0.7 99% .« Faster New Gen adoption offset Old Gen
Hardware
Old Gen $0.7 $0.5 ($0.2) -65%
Console
Hardware $4.5 $5.0 35%
Console New Gen $2.7 $2.7 $0.0 242%
Software
Old Gen $3.3 $2.5 ($0.8) -51% . Steeper Old Gen fall off than expected
Console Software  $6.0 $5.2 ($0.8) -12%
Console o .
Dlgltal Dlgltal Software $2.9 $2.8 ($0.1) 23%
Total Console $16.7 $16.0 ($0.7) +9%

Console category, including digital, fell short of the industry forecast by roughly $700M

Source: NPD, DFC Intelligence; Total Console includes HW, physical & digital SW and accessories; Dollars in billions



_ 2015 Guidance

| 012015 FY 2015

POWER TO THE PLAYERS"

Total sales -2.0% to0 1.0% -1.0% to 4.0%
growth
Comp SSS 2.5% to 5.5% 1.0% to 6.0%
Operating 5.0% to 5.5% 6.5% to 7.0%
Margin
Shares 109,000,000 109,000,000
Outstanding
EPS $0.53 to $0.60 $3.60 to $3.80

Free cash flow* $400M to $500M

* Free cash flow is defined as cash flow from operations less cash flows from investing activities excluding acquisitions




2015 Sales Growth Walk-forward GameSiop

$9,200M to $9,700M

$0206M $300M to $400M

$200M to $300M
i
$30M to $40M
,,,,,,,,,,,,,,,
2014 Sales FX Impact Non- Tech Brands VG Comp 2015E
Comp/Closed Growth Growth Sales

Stores




2014 Overview of Console Digital Downloads gameStop

----------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------- POWER TO THE PLAYERS"

2014 Triple A Software Units

(North America)

12% Digital Download

88% Physical 60% Given 40% Paid
Away Free Digital
in Hardware Downloads
Bundles

5% of AAA SW Units

2% of Total SW Sales $

Digital Downloads Represent 12% of AAA Software Units, but
only 2% of Total SW Sales

In 2014, GameStop captured approximately 42% of the DLC market, in line with new
software market share



_ Technology Brands GamesSiop

Performance Summary

Sales $62.8M $328.6M > 5x sales growth
Opergting ($0.2)M $32.9M > 5% of total op earnings
Earnings
Net Income ($0.2)M $21.2M > 59 of total net income
EPS $0.00 $0.19

contribution




Acquisitions:

White space:

Technology Brands

.................................................................................................................................................................................................................

GrOﬂth Summaﬂl_

# of
deals

16

# of stores
acquired

159

# of new store
openings

123

Aggregate target IRR

WACC

target
IRR

23%

target
IRR

27%
24+9%%0

10.6%

Z(E Proj

ections

Acquisitions:

White space:

# of stores
200 to 250

# of new store
openings
100 to 115

Technology Brand stores are outperforming pro-forma IRR by 114%




_ Technology Brands GameSiop

Five Year Outlook

_ 2014 2019E CAGR

Sales $329M $1,460M 34.8%
Operating $33M $168M 38.4%
Earnings
Net Income $21M $106M 38.2%
EPS $0.19 $0.97* 38.5%

contribution

*Assumes 109,000,000 shares outstanding
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