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We’re a global family of specialty retail brands that makes
the most popular technologies affordable and simple
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10% CAGR

Narrowly defined, Collectibles is an $11 Billion industry in the U.S., 

nearly as large as the physical video games category

45% of PUR members buy collectibles and spend an average of $360 a year



The top 15 properties represent 

58% of category sales and have 

been in the market for an 

average of 37 years











We added a new $1 Billion run rate business OUTSIDE our GameStop branded 

stores:  TECHNOLOGY BRANDS

We added TWO $1 BILLION CATEGORIES INSIDE our GameStop stores

 Digital: We have built a sustainable $1 Billion business

 Collectibles: We are on our way to a $1 Billion business

PHYSICAL VIDEO GAMING 
is a solid business, and one with a long tail

GME
is a diversified and growing company


