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As the top gaming retailer in the world, GameStop stores are exciting places to be. Customers 
come from all di�erent countries and continents include teens, young adults, parents and 
grandparents, and they all have, interests ranging from sword �ghting and soduku, to drag 
racing and dancing. But two things bring them together: a passion for video games and 
GameStop.

Ranked No. 255 on the Fortune 500 annual listing of public companies, GameStop is the 
world’s largest video game and entertainment software retailer. The company operates more 
than 6,500 retail stores worldwide, as well as GameStop.com and EBgames.com. Game 
Informer magazine, a leading multi-platform video game publication, is also an important 
part of the GameStop family.

With an ever-changing product lineup and a loyal customer base hungry for the next 
adventure, GameStop strives to provide a shopping experience that is dynamic, educational 
and fun.  The company takes pride in leveraging a knowledgeable sta� that can provide a 
consultative approach assisting shoppers, but the organization also needed to showcase 
information in a visual way, much like their product o�erings.  Until recently, the company 
utilized a DVD-based system, which required frequently updated materials, to help tell the 
story of what is new and coming soon. Unfortunately, the expense, logistics and time to 
market for this messaging approach left a lot to be desired. GameStop wanted to explore the 
best way to enable a networked, digital media delivery system.

GameStop TV and Interactive Systems Power 
Customer Experience to the Next Level

800.813.6525
www.re�ectsystems.com  |  info@re�ectsystems.com

GameStop

CLIENT SNAPSHOT



Re�ect worked with GameStop to deploy and test a digital media pilot program in the stores. The 
goals were to evaluate content strategy and shopper engagement. After strong initial results, 
GameStop was ready to plan a system-wide solution.  Re�ect did extensive testing and 
con�guration on technology assurance programs such as security and IP network policies to 
insure the digital media network could be deployed e�ectively without negatively impacting 
other core business activities.  Re�ect and CBS partnered to deploy a fully managed in-store 
digital media solution that included technology, �eld services, entertainment and advertising 
content and support systems.  

Solution

To create visually compelling content produced with gamer audience in mind, including updates 
from game conferences, title reviews and upcoming release teasers.

Content Strategy

GameStop TV is now deployed in more than 4,200 store locations tra�cked by 24 million monthly 
game enthusiast shoppers, making it one of the largest out-of-home digital media networks in the 
world.  Using Re�ectView technology, GameStop is able to deliver compelling content more 
quickly and provide relevant messaging based on timely promotions and events of interest to its 
customers.  According to controlled test results, as a result of GameStop’s savvy merchandising and 
messaging technology, promotional items experienced an average 20 percent sales lift. Surveys of 
GameStop shoppers showed that content engagement is high and that most shoppers agree they 
bene�t from the GameStop TV programming.  

Due to the success of GameStop TV, GameStop is now expanding its digital media applications to 
include assisted sales and customer service applications via touchscreen kiosks. These applications 
allow customers to directly engage with informative and compelling content in a unique, 
experiential way.

Results

“GameStop has the perfect audience and product for leveraging in-store digital media,” said 

Matt Schmitt, co-founder and chief experience o�cer of Re�ect Systems. “The games really 

need to be shown in an experiential way whenever possible. GameStop TV provides a way 

to not only give the customer an idea of the game play and quality of the product, but also 

to hear commentary and reviews.  And the media experience is not just useful for the core 

gaming audience, but also to parents who want ideas on what’s new and what might be 

the right product for their family.”

• Improve customer experience with relevant and timely content, including game reviews, 
   tips and tricks and sneak previews of new titles
• Showcase offerings from brand partners (game publishers)
• Capture revenue opportunities from sales lift of promoted items and pre-order business

Project Goals

• Valued partner promotions  • Entertainment 
• Education content   • Relevant advertising

Program Mix
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