


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 2017, 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 or revise 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; our ability 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, or increase 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.gov or http://investor.GameStop.com. 



We’re a global family of specialty retail brands that makes 
the most popular technologies affordable and simple 

2016: ≈$.5B 2016: >$1B 2016: $7B 2016: ≈$.8B 
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2016(est)  Sales by Category 

The top 15 properties represent 

~60% of category sales and 

have been in the market for an 

average of 37 years 





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