




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 
No. 1 Market Share in 
13 countries 
$13 Billion Addressable 
US Market 
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Source: NPD 

In millions 





Sales Profits 

 5X 

U.S.  
Penetration 

 1 in 5 

% of 
Sales 

 70+% 

 3X 

38M in the U.S. 

   17M International 

Personalized 
Offers 

Trade 
Generation 

Collectibles 
Marketing 

•

•



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



Digital Sales Penetration of Other Forms of Media 

Gaming Barriers 

 Residual value 

 File size 

 Download speed / limits 

Source: Amazon, Apple, Barnes & Noble, NPD Group and IFPI (The International Federation of the Phonographic Industry) *excludes streaming music services 

Books, Music and Movies are all <50% digital, despite small file sizes and no residual value 

Digital Download 

Impact 

On titles with 50+% digital 

downloads, we still 

generate a 30+% market 

share 
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Narrowly defined, Collectibles is a $12 Billion industry in the U.S., 

slightly larger than the physical video games category 

Collectibles should exceed $16 BILLION by 2019 



2016 Sales By Category  
($billions, North America) 

The top 15 properties represent 

~60% of category sales and 

have been in the market for an 

average of 37 years 



How will GME reach 2019E Collectibles revenue of $1 Billion? 
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~$60M 

Video Game 

 Brands 

~$30M 

Technology 
 Brands 

~$25M 

ThinkGeek 




