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S9B Retailer Across Multiple Businesses GameStop
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Loyal & Engaged Customers
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Retail and Disruptive Change GameStop
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Advocacy Geo-Fencing Beacons Innovation
Platforms

“The rate of change

internally must be
greater than that of
change externally.”
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Paul Raines
CEO GameStop
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GameStop’s Innovation Unit Response %Gamesmn |

Weak Signal Research — or the
combination of weak signal
processing, sense making and
experimentation (futuretyping)

Data Research and Analytics — gaining
insights from data and confirming
hypotheses from data-driven
experimentation



Location = Discerning Shopper Context via Presence

Geo-Fences
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Change Begins with Data

and Markets Digitized to Detect Customer Presence

Customer
Centricity
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Test &
Learn
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Understand and Improve
Digital Engagement

Data
Driven

Improve Measurability
of Change




Customer Presence — In Shopping Zones %Gamesmp

Geo-fence Messaging

I “Welcome! GameStop has
d O ut rea Ch geO'fe nces great deals to kick ctszp2015.

Come by and say Halo.”
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Customer Presence — In the Store %Gamesmn
Drives display of “Whao’s in

((.)) my store?” Dashboard on

‘ Store Associate Tablet
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In-Store Customers

Darren DAYLEY

Membership Level: Pro

Darren DAYLEY B2 darren.dayley@gmail.com
darren.dayley@gmail.com @ Preferred Store # 1681

Note: the first Location technology-driven consumer

One Year: 3206.15
interface where privacy was a significant subject 33437 tetime: $279.13
W|th our customers Poprer up Rewiare Powerl Rewards Savings

Jo $1309.57

Months Until Expiry Game Library Value



Customer Presence - In a Product Zone in the Store %!‘i'!‘?s,‘.'??

Micro-location Awareness
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A|B Testing to Determine Best Design Beacons are Visible to Consumers
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¢ Bluetooth Low Energy (BLE) device « Passively collects anonymous browse data
v Connects to any device supporting iBeacon ¢ Customers “tap” to get promotions & deals



Measurement

“What drives Conversion?”

—_

Traffic

Impacted by “Motivated Visits” driven ' Traffic

by Location technology —

Digital Engagement Productivity
Impacted by Location technology  __J

messaging & insights

P&L Impact

%Gam!?sm!' TrTUTE

Using “Traffic
Productivity” to measure
combined Conversion
Rate and Average Sale
impact



Consumer Privacy %aamesmp

The saddest aspect of life right now is
that science gathers knowledge faster

than society gathers wisdom

Isaac Asimov, American science fiction author and biochemist (1920-1992)

* Consumer notification of location usage intent must improve

* The granularity of location control for the consumer is advancing,
but not where it needs to be

* GameStop tests location-driven CX in test markets to gain
consumer feedback prior to broad adoption/rollout




