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Safe Harbor GameSiop

POWER TO THE PLAYERS

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 the second quarter and
fiscal 2016, 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; changes in the timing and terms of potential acquisitions of two AT&T resellers for which we
expect to use proceeds from the recent debt offering and the possibility that we will not be able to enter into an
acquisition agreement for one of these acquisitions or complete either of the acquisitions on the terms assumed, or
at all; 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 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; and economic, regulatory and other events, including litigation, that could reduce or
impact consumer demand or affect the company’s 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, as amended, for the fiscal year ended Jan. 30, 2016 filed with the SEC and available at
the SEC’s Internet site at http://www.sec.gov or http://investor.GameStop.com.
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GME is a Global Specialty Retailer

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

VIDEO GAMES

No. 1 Market Share
in 13 Countries

$13 Billion Addressable
US Market
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+ The Largest And Fastest Growing
ATET Wireless Retailer

« AT&T National Dealer
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+ Largest Apple Authorized Reseller
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COLLECTIBLES

$11 Billion Addressable
US Market
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2016: $8B

2016: >$1B
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_ Transforming Inside the Store GameStop

GameStop’s Four Wall Profits Are Healthy and Growing

Average Store Contribution per Global Video Game Store
$190 to $200

$143**

2013 2015 2019E

In thousands

Growth driven by: Digital, Collectibles, PowerUp Rewards & Omni-channel




ThinkGeek: 339 & Broadway Store Opening GameSiop
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_ Key Takeaways GameSiop

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




_ Q12016 Consolidated Performance Summary GameSiop

T o 06 Q1 2015

Total Sales $1,971.5M $2,060.6M
-4.3%
Total Sales (Non-GAAP) $2,187.7M $2,236.8M
-2.2%
Comp SSS -6.2% +8.6%
Gross Margin $675.5M $639.0M
34.3% 31.0%
Net Income (caapP) $65.8M $73.8M
-10.8%
Net Income (Non-GAAP) $68.4M $73.8M
-7.3%
EPS (GaAP) $0.63 $0.68

-7.4%

EPS (Non-GAAP) $0.66 $0.68
2.9%




Q12016 Sales Category Highlights GameStop

POWER TO THE PLAYERS"

S— 12016 o 2015

New hardware $312.9M $439.7M
-28.8%
New software $567.2M $613.6M
-7.6%
Pre-owned/Value $560.9M $582.4M
-3.7%
Accessories $162.7M $150.5M
+8.1%
Digital $42.8 M $46.0M
-7.0%
Non-GAAP Digital $259.0M $222.2M
+16.6%
Mobile & CE $192.6M $136.8M
+40.8%
Collectibles $82.3M $22.8M
+261.0%
Other $50.1M $68.8M
-27.2%
Total Sales $1,971.5M $2,060.6M

-4.3%




_ Q12016 Gross Profit by Category
| 012016 | 012015

New hardware
New software
Pre-owned/Value
Accessories
Digital
Mobile & CE
Collectibles
Other

Total Gross Profit
Gross Margin

$28.3M
9.0%

$1279M
22.5%

$263.2M
46.9%

$57.1M
35.1%

$37.0M
86.4%

$117.7M
61.1%

$28.6M
34.8%

$15.7M
31.3%

$675.5M
34.3%

$37.2M
8.5%

$138.7M
22.6%

$286.0M
49.1%

$55.8M
37.1%

$35.4M
77.0%

$54.5M
39.8%

$8.9M
39.0%

$22.5M
32.7%

$639.0M
31.0%
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New & Pre-owned Software Growth by Generation eamesiop

Q12016
PS4 & Xbox One Growth Rates PS3 & Xbox 360 Growth Rates

60%

38%

40%

20%
4%
0% I

-20%

400,
40% -37%

-60%

-66%

-80%
Bl New Software [l Pre-owned Software

Q12016 vs. Q1 2015 GameStop Software dollar sales; U.S. only



GameStop Digital GameSiop
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» GameStop is driving digital growth GME non-GAAP Digital Receipts

through multiple channels: $1,200 $1ét1)i’-'>500to
— Downloadable content $1,054

— Platform currency $1,000 $948

— Full game downloads
— Mobile gaming $800 $725
$630
. Proprietar}y dplatform to drive discovery and $600
delivery of digital content $453
= 60% of digital purchases are paid for with $400
cash, trade credits or gift cards

= 95%-+ of GameStop’s digital sales occur $200
within its physical stores

= Only 20% of gamers surveyed said they

would purchase a new AAA FGD* $0
Inmillions 207 2012 2013 2014 2015 2016E

Source: PUR February 2015 Console Digital Survey



_ Technology Brands Store Metrics GameStop

TRAFFIC GROSS PROFIT COMP

Q12016

$114.2K




_ Technology Brands Operating Earnings Growth GameSiop

$20

$16

X

$12 600

$8

$4

$0

012015 012016

m Tech Brands Operating Earnings

Store count: 549 1,054




_ Collectibles is a Large and Growing Category GameSiop

Narrowly defined, Collectibles is an $11 Billion industry in the U.S.,
nearly as large as the physical video games category

10% CAGR

2015 2019E

Collectibles should exceed $16 BILLION by 2019

Source

: The Licensing Letter; GameStop internal growth estimates




_ Collectibles: A New Platform for Growth GameSiop
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2019 Projected Sales of $1 Billion + $1 Billion = 4% Share

GME Estimated Market Share

LOTS OF

2014 2015 2016E 2019E 2015 2016E 2019E

In millions




Opportunities for Industry Growth GameSiop
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Estimated U.S. Addressable Market

$16
$14 $13.1 | $13.6
$12

$10

$7.5

$8

$6.9

$6

$4 $2.7

$0 -

In billions SuperData IDG NX120% of Wii U NX1/2 of Wii

2015 U.S. VG Category Virtual reality potential
(HW, SW, Accessories) (2016-2018)

$2

Nintendo NX potential
(2017-2019)

Sources: NPD, SuperData, IDG, DFC Intelligence, GameStop Internal Models; First 26 months — U.S. only




Q2 and FY 2016 Guidance GameSiop

| Q22016 FY 2016

Total Sales -4.0% to -1.0% 0% to 3.0%

Same Store ~7.0% to —4.0% -3.0% to 0%
Sales

'"C%rgfeTaX 35.5%t036.5%  35.5% to 36.5%

Shares
Outstanding

EPS $0.23to $0.30 $3.90 to $4.05

104,500,000 104,500,000




