


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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Goal:  >50% of earnings from businesses beyond physical games by 2019 
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How will Tech Brands reach  

operating earnings of $200M by 

2019? 



10% CAGR 

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 



millions 

$1 Billion = 4% Share 

4% 

 2019 Projected Sales of $1 Billion + 

LOTS OF 
ROOM FOR 
GROWTH 

2% 

3% 



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








