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Financial Highlights

*  Defined as net cash provided by operations less cash 
used for investing activities other than acquisitions.
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Revenue by Sales Category for 2016

 29.0%   New Video Game 
Software

 26.2%   Pre-Owned and Value 
Video Game Products

 9.5% Technology Brands

 16.2%  New Video Game 
Hardware

 7.9%   Video Game Accessories

 5.7%
  

Collectibles

 3.4%
  

Other

 2.1%   Digital

Moving Forward.  
Together.



Video Game 
Store Count 
International
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Collectibles 
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Store counts include all Video Game, Collectibles and Technology Brands  
stores as of January 28, 2017

North America

United	States: 5,466

Canada: 322

Europe

Austria: 29

Denmark: 34

Finland: 18

France: 432

Germany: 217

Ireland: 51

Italy: 386

Norway: 35

Sweden: 62

Switzerland: 19

Asia Pacific

Australia/New	Zealand: 464

GME is a global specialty retailer 
that operates more than 7,500 
stores across 14 countries.
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As we entered 2016, our blueprint was to continue 

our mission to become a diversified, global 

specialty retailer. Throughout the year, our global 

team of passionate associates remained focused 

on meeting our customers’ needs, demonstrating 

excellence and fulfilling our primary objective: 	

to make the most popular technologies affordable 

and simple. 

We launched our transformation strategy in 2013. 

This year, our Technology Brands, Collectibles and 

Digital Video Games businesses collectively grew 

more than 44%, generating nearly $1.5 billion in 

revenue and contributing nearly 37% of GME’s 

overall operating earnings. 

We continued our rapid expansion of these 

emerging businesses throughout 2016. Our 

Technology Brands’ Spring Mobile AT&T Wireless 

business completed two major acquisitions, 

which grew its store count to more than 1,400 

retail locations, to become AT&T’s largest retail 

partner. Our global Collectibles business, which 

operates inside our GameStop stores, and under 

our ThinkGeek and Zing Pop Culture retail brands, 

continued to represent our fastest-growing 

business — generating sales of $494 million, the 

high end of our 2016 sales guidance of $450 million 

to $500 million, and expanding our total global 

portfolio of collectibles stores to 86. We are proud 

of the strides we made with these businesses, and 

we are just getting started. 

The year, however, was one of mixed financial 

results, due in large part to softness in one 

area: the physical video game category. Always 

a cyclical business, video gaming is driven by 

what’s new, both in hardware and software. This 

past year, consumers remained on the sidelines 

in anticipation of a new wave of innovation in the 

video game industry. 

Our diversification efforts somewhat offset the 

challenging headwinds we experienced in our 

physical video game business. However, we did 

not deliver on our financial targets in our gaming 

business, particularly during the holiday period, 

when sales were impacted by industry weakness, 

competitive promotional pricing pressure and 

lower in-store traffic — all amidst a difficult holiday 

season for many retailers. 

We must compete more effectively, and we will. 

That starts with diversification overall and inside 

each GameStop branded video game store. We 

are varying our product assortments, featuring 

dedicated sections for collectibles, digital gaming 

and wireless services in all GameStop stores. 

Combined, these strategic moves helped diversify 

our business and improve our margin rate by nearly 

400 basis points in 2016.

During 2016, our dedicated associates continued 

to give back to those in need, helping raise 

more than $6.4 million globally for nonprofit 

organizations committed to enriching the lives of 

our customers. From granting special wishes for 

children with life-threatening illnesses to raising 

awareness about the needs of children and adults 

with autism, GME associates enthusiastically 

helped make a difference. We also continued to 

take care of our own GME family by awarding 

more than $700,000 in hardship and scholarship 

grants through our Gamer Fund employee 

assistance program.

As we turn our attention to 2017, we remain 

focused on executing the blueprint of our 

diversification plan by continuing to drive a high 

rate of change to transform GME into a global 

family of specialty retail brands. We will grow our 

non-video gaming businesses, rationalize our global 

store portfolio and reward you, our shareholders, 

for your loyalty by maintaining strong financial 

discipline, which includes a healthy dividend, 

eliminating unnecessary costs and seeking out 

accretive investment opportunities.

On behalf of our board of directors, executive 

leadership team and associates around the world, 

thank you for your confidence in GME over the past 

year. We pledge to redouble our efforts to deliver 

sustainable growth as we continue to execute our 

plan for changing the game. 

Daniel A. DeMatteo  

Executive Chairman

J. Paul Raines  

Chief Executive Officer 

Letter To Our Shareholders
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Transforming Together  
GME’s	diversification	strategy	revved	up	in	2016:	

our	Technology	Brands	and	Collectibles	businesses	

accounted	for	more	than	$1.3	billion	in	revenue,	with	

rapid	expansion	of	these	emerging	businesses	as	a	

driving	force	in	our	strategy	to	transform	GME	beyond	

video	games.	These	two	businesses,	along	with	our	

digital	business,	accounted	for	36.9%	of	GME’s	total	

operating	earnings	in	2016.	

Our	Technology	Brands	business,	which	includes	

Spring	Mobile	AT&T,	Cricket	Wireless	and	Simply	Mac	

Apple	stores,	continued	to	grow	in	scale	during	2016	

and	is	now	our	second-largest	business	outside	of	our	

GameStop-branded	video	game	stores.	For	the	year,	

revenues	in	the	segment	grew	more	than	52%	over		

last	year.

During	the	year,	our	Spring	Mobile	AT&T	Wireless	

business	completed	two	major	acquisitions	to	become	

AT&T’s	largest	and	fastest-growing	authorized	retail	

dealer,	selling	its	complete	line	of	wireless	services,	

DIRECTV,	and	unlimited	data	plans	with	more	than	

1,400	retail	locations.	Our	standalone	Cricket	Wireless	

stores	continued	to	grow	as	well,	increasing	new	

wireless	activations	during	2016	by	26%.		

Our	Simply	Mac	retail	brand	remained	the	largest	

Apple-authorized	reseller	in	North	America,	with	50	

locations	that	offer	the	full	line	of	new	and	pre-owned	

Apple	products,	as	well	as	warranty	and	non-warranty	

repair	services.	

For the year, revenues in our  
Technology Brands grew more 
than 52%. 

Spring Mobile AT&T Wireless
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Collectibles	is	a	$12	billion	market	in	the	U.S.	This	

category	provides	a	natural	extension	to	our	video	

game	business	through	featuring	exclusive	and	unique	

pop	culture	merchandise	representing	top	licensed	

franchises,	including	Star	Wars,	Star	Trek,	Pokémon,	

Marvel	and	DC	Comics,	and	Harry	Potter	to	name	a	

few.	By	2019,	we	believe	the	Collectibles	category	will	

exceed	$16	billion.	

Our global Collectibles business 
generated nearly $500 million in 
sales, an increase of nearly 60% 
in 2016.

Since	entering	the	category	in	2014,	our	global	

Collectibles	business	has	continued	to	represent	

GME’s	fastest-growing	business.	In	2016,	this	business	

generated	nearly	$500	million	in	sales,	an	increase	

of	nearly	60%	versus	2015.	The	business	was	driven	

by	the	success	of	popular	products	in	the	toys	and	

games,	apparel,	consumer	electronics,	home,	and	

accessories	categories.	

We	continued	to	aggressively	expand	our	global	

Collectibles	business	in	2016,	ending	the	year	with		

24	ThinkGeek	stores	in	the	U.S.	and	62	Zing	Pop	

Culture	stores	in	Australia	and	Europe.	We	also	have	

the	No.	1	pop	culture	e-commerce	site,	thinkgeek.com,	

which	offers	geek	fanatics	the	most	robust	online	

catalog	of	collectible	items.	Our	Zing	Pop	Culture	

retail	brand	was	named	the	Best	New	Retail	Concept	

during	the	21st	Annual	MAPIC	Awards	for	excellence	

and	originality	of	retail	concept	in	products,	marketing	

campaigns	and	innovations.
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Diversifying Our Video Game Business 
Going	into	2016,	we	continued	to	broaden	the	product	

mix	within	our	global	video	game	stores	to	better	

serve	the	needs	of	our	diverse	customers.	

Our	digital	receipts	grew	4%	to	$1.1	billion	as	we	

continued	to	expand	the	Digital	and	PC	gaming	

sections	in	our	stores,	offering	our	guests	more	

choices	in	full-game	downloads,	downloadable	content	

and	digital	currency,	including	PlayStation	Network,	

Xbox	Live	and	Steam	Wallet	cards.	In	our	Mobile	

Gaming	business,	Kongregate’s	revenues	increased	

37%	through	the	launch	of	new	titles	like	Animation 

Throwdown: The Quest for Cards,	which	is	based	

on	five	Twentieth	Century	Fox	Television	animated	

comedies:	American Dad!, Bob’s Burgers, Family Guy, 

Futurama, and King of the Hill.

We	also	entered	the	multi-billion-dollar	indie	game	

publishing	category	with	the	launch	of	our	new	

GameTrust	business	division.	The	new	division	allows	

GameStop	to	provide	our	customers	exclusive	gaming	

content	in	both	physical	and	digital	formats.	In	2016,	

we	launched	our	first	title,	Song of the Deep,	through	

a	strategic	partnership	with	Insomniac	Games.	We	will	

launch	several	more	games	over	the	course	of	2017	

as	we	concentrate	on	gaining	market	share	in	this	

growing	space.

In	addition	to	offering	digital	products	in	our	stores,	

we	also	introduced	dedicated	collectibles	sections	

in	all	our	video	game	stores,	offering	our	customers	

the	opportunity	to	extend	their	excitement	for	their	

favorite	video	game	franchise	through	the	purchase	

of	branded	apparel,	backpacks,	housewares	and	other	

unique	items.

We	also	expanded	our	Cricket	Wireless	business	

and	now	offer	the	service	in	more	than	3,300	U.S.	

GameStop	stores,	enabling	customers	to	sign	up	for	

new	service	activations,	upgrade	their	phones	or	pay	

their	wireless	phone	bills.	As	a	result,	we	experienced	a	

40%	increase	in	new	activations	and	an	84%	year-over-

year	increase	in	wireless	sales.	

During fiscal 2016, our digital 
receipts grew 4% to $1.1 billion. 

®
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All	of	these	initiatives	are	driven	by	our	PowerUp	

Rewards	loyalty	program.	We	continued	to	drive	

customer	loyalty	with	unique	experiences,	promotions	

and	exclusive	products	for	our	PowerUp	members.

With	more	than	50	million	members	worldwide,	our	

geographically	customized	loyalty	programs	are	

PlayStation VR

instrumental	in	helping	us	drive	customer	engagement,	

increase	brand	loyalty	and	provide	unique	in-store	

experiences.	For	example,	direct	marketing	campaigns	

and	in-store	PlayStation	VR	demos	played	an	important	

role	in	helping	us	sell	through	our	initial	launch	allotment	

of	the	PSVR	systems.
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The Power of Good
At	GME,	the	communities	we	serve	are	the	backbone	

of	our	business.	For	this	reason,	we	extend	support	

beyond	the	four	walls	of	our	stores	to	improve	the	lives	

of	the	families	of	our	guests	and	associates.	

It’s	our	vision	to	use	gaming,	technology	and	geek	

fanaticism	for	“The	Power	of	Good”	by	protecting	the	

environment	and	supporting	key	nonprofit	partners	

that	passionately	improve	youth	well-being	and	create	

inclusive,	responsible	communities.

In	2016,	we	continued	our	efforts	to	reduce	our	impact	

on	the	environment.	Our	10	Refurbishment	Operations	

Centers	around	the	world	recycled	more	than	3	million	

pounds	of	e-waste	by	cleaning,	repairing	and	reselling	

refurbished	products	in	our	various	retail	channels.	This	

represents	more	than	a	50%	increase	since	we	first	

began	tracking	this	metric	in	2013.	We	also	achieved	

a	30%	reduction	in	our	carbon	footprint	in	the	U.S.	by	

MAKE-A-WISH FOUNDATION

GameStop has been a proud supporter of 
Make-A-Wish since 2007, collecting nearly 
$5 million. Currently, an average of one wish 
kid per day specifically requests to shop at 
GameStop as part of their wish. To date, more 
than 2,000 wish kids have benefited from 
GameStop gift cards we provide to enhance 
these shopping spree wishes. 

In 2016, GME expanded its fundraising efforts 
for Make-A-Wish on a global scale to include 
ThinkGeek, Simply Mac and Spring Mobile 
AT&T stores in the U.S., and EB Games stores 
in Canada. Together, the holiday 2016 global 
campaign raised nearly $2.4 million for  
Make-A-Wish.

ST. JUDE CHILDREN’S  
RESEARCH HOSPITAL

GameStop and ThinkGeek participated in our 
annual point-of-sale campaign and raised 
more than $760,000 for St. Jude Children’s 
Research Hospital. ThinkGeek also created a 
limited edition t-shirt with sales benefitting 
the organization. We also continued our 
commitment to St. Jude PLAY LIVE as the 
official video game sponsor of the live 
streaming fundraising tournament on Twitch, 
which raised more than $1 million. Since first 
partnering in 2013, GME has raised more than 
$5 million for the children of St. Jude thanks to 
the donations and support of our customers 
and associates. 

RONALD MCDONALD  
HOUSE CHARITIES

In 2016, we challenged GME associates to 
volunteer at 50 Ronald McDonald Houses 
in the month of February by preparing a 
breakfast, lunch or dinner for the families 
staying there while their children underwent 
medical treatments at local hospitals. Our 
associates across the country ultimately 
prepared 170 meals at Ronald McDonald 
House locations in 42 states and the District 
of Columbia!  

In 2016, GME’s global family of 
specialty retail brands helped 
raise a combined $6.4 million in 
charitable contributions across  
14 countries.

switching	to	recycled	void	fill	shipping	materials	in	all	

outbound	GameStop	and	ThinkGeek	shipments.

We	also	continued	to	expand	our	corporate	giving	

efforts	by	financially	supporting	several	charitable	

partners	around	the	world.	Our	support	includes	in-

store	fund-raising	campaigns,	in-kind	product	donations	

and	associate	volunteerism.	
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Overall,	GME’s	global	family	of	specialty	retail	brands	

helped	raise	a	combined	$6.4	million	in	charitable	

contributions	across	14	countries.

In	2016,	EB	Games	and	Zing	Pop	Culture	stores	in	

Australia	collected	a	record-breaking	$721,000	in	

customer	donations	to	help	the	Starlight	Children’s	

Foundation	brighten	the	lives	of	seriously	ill	and	

hospitalized	children	and	their	families.	In	Canada,		

EB	Games	supported	The	SickKids	Foundations,	Make-

A-Wish	Canada,	Children’s	Wish	and	Children’s	Miracle	

Network	by	collecting	nearly	$400,000	in	customer	and	

associate	donations.

In	the	U.S.,	we	continued	to	support	our	core	charitable	

partners,	including	the	Make-A-Wish	Foundation,	St.	

Jude	Children’s	Research	Hospital,	Ronald	McDonald	

House	Charities,	Call	of	Duty	Endowment,	Snowball	

Express	and	Autism	Speaks.	We	also	continued	to	take	

care	of	our	own	GME	family	through	the	Gamer	Fund	

employee	assistance	program	and	the	Technology	

Brands	Charitable	fund.

SNOWBALL EXPRESS

For many years, GameStop has been a 
sponsor of Snowball Express, which provides 
hope, healing and happy memories to children 
of military fallen heroes. GameStop supports 
the families of Snowball Express by providing 
the ultimate gaming experience for the 
children and teens attending the charity’s 
annual event. New in 2016, Snowball Express 
was one of two organizations that benefitted 
from GameStop’s in-store donation campaign 
for military heroes and their families, raising 
$500,000. 

AUTISM SPEAKS

2016 marked our inaugural year partnering 
with Autism Speaks, the world’s leading 
autism science and advocacy organization. 
The April fundraising campaign stretched 
across GameStop, Spring Mobile AT&T, Cricket 
Wireless, Simply Mac, ThinkGeek, Kongregate 
and Game Informer, raising more than $1.2 
million and helping provide more than 600 
iPads to financially disadvantaged children 
and adults with autism to advance their 
communication skills. 

GAMER FUND

Established in 2012, Gamer Fund is an employee-
sponsored charitable organization that has provided 
more than $1.4 million in temporary relief to GameStop 
associates who have experienced unforeseen emergency 
or hardship. In 2016, we provided more than $530,000 
in financial assistance to help our associates meet 
their basic, short-term needs after events like the loss 
of a home due to fire, the death of a loved one, or a 
natural disaster. The Gamer Fund Power to the Scholars 
college scholarship program also awarded 40 grants 
to associates or their dependents totaling more than 
$100,000, and 30 recipients from 2015 were renewed to 
receive $75,000 in scholarships. 

CALL OF DUTY ENDOWMENT

The Call of Duty Endowment supports groups 
that prepare veterans for the job market and 
helps raise awareness of the value veterans 
bring to the workplace. GameStop has been 
a supporter of the Endowment since 2012, 
raising more than $3 million through the sale 
of Call of Duty Challenge Coins and Dog Tags, 
helping put more than 3,400 veterans back 
to work. In 2016, the Endowment was part of 
our in-store campaign benefitting military 
heroes and their families, raising an additional 
$500,000 for the Endowment.  
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2017 Outlook
While	2016	had	its	challenges,	we	approach	2017	with	

a	sense	of	optimism	and	excitement	as	we	continue	

on	our	transformational	journey.	

We	will	continue	to	drive	a	high	rate	of	change	by	

expanding	our	Collectibles,	Technology	Brands	and	

Digital	video	game	businesses,	while	innovating	our	

core	video	gaming	business.	This	will	include	opening	

additional	ThinkGeek	stores	in	the	U.S.	and	Zing	Pop	

Culture	stores	overseas	to	continue	the	successful	

growth	of	our	high-margin,	global	Collectibles	

business.

Our	Technology	Brands	will	continue	to	grow	through	

new	store	openings	and	acquisitions.	In	2017,	we	

plan	to	open	approximately	65	Spring	Mobile	AT&T	

Wireless	stores.	We	will	also	enhance	our	Apple	retail	

experience	with	the	launch	of	a	new	e-commerce	

site,	www.simplymac.com,	that	will	sell	the	full	line	

of	Apple	products,	including	laptops,	tablets,	and	

smartphones,	as	well	as	offering	Apple-certified	

warranty	and	repair	services.

In	our	physical	video	game	business,	we	will	roll	out	

a	new	store	concept	inside	more	than	50	GameStop	

locations	that	will	dedicate	50%	of	retail	space	to	

video	games	and	50%	to	collectibles	merchandise.	

We	also	plan	to	introduce	a	new	indie	publishing	

section	in	all	GameStop	stores	to	drive	greater	sales	

of	our	exclusive	GameTrust	titles,	as	well	as	awareness	

of	our	strategic	partnerships	with	indie	developers	

such	as	Ready	at	Dawn	Studios,	Frozenbyte	and	

Tequila	Works.	

Finally,	we	expect	2017	to	be	a	year	of	innovation	

for	the	video	game	industry.	New	gaming	hardware,	

such	as	the	Nintendo	Switch	and	Microsoft’s	Project	

Scorpio,	should	once	again	build	momentum	and	

reinvigorate	the	video	game	category.	Furthermore,	

we	anticipate	the	adoption	of	virtual	reality	to	

accelerate	in	2017,	as	customers	begin	purchasing	VR	

systems	in	greater	numbers,	fueled	by	attractive	price	

points	and	exciting	new	gaming	experiences.	

We	are	confident	that	all	these	developments	will	

help	GME	have	a	successful	year.		

New GameStop 50/50 hybrid store layout
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