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INTRODUCTION

Scope
Key findings

INDUSTRY SNAPSHOT

Recovery in toys and games fuelled by the power of pop culture
Digitalisation continues to fuel the popularity of video games
Toy companies are shifting their focus to emerging markets

CHANNEL SHIFTS

E-commerce continue to outpace physical stores growth
Store-based channel remains crucial in emerging markets
Omnichannel strategies will help grow the market

STORE-BASED CHANNELS

One-stop shopping solution remains the biggest offline sales driver
Specialist retailers set for a rebound

Manufacturers and retailers are racing to build more stores

The return of Toys “R” Us is expected to change the market landscape
Hamleys turns its focus towards experiential retail and digital strategy

Lego continues its aggressive store expansion

Hypermarket remains the go-to channel in North America and Australia
Western Europe and Asia Pacific account for the bulk of private label sales

NON-STORE CHANNELS

E-commerce continues to gain share in toys and games

E-commerce growth for traditional toys and products slows after the spike in 2020
Companies focusing more strongly on their digitalisation strategies

Latin America to continue generating strong e-commerce growth

Amazon continues to expand its toys and games SKUs

FUTURE DEVELOPMENTS

“Kidults” remain a crucial growth driver

Mobile games will be the largest growth driver in toys and games
E-commerce to continue outpacing retail offline at a slower rate
Key takeaways

About Euromonitor International

Euromonitor International is an independent market intelligence provider. Data, insight and analysis stem from in-the-field research

spanning 210 national markets.

Content ranges from the in-depth and country-specific, to key strategic themes with a global range and significance. Products cover

a comprehensive range of insights and market data, but can be broadly categorised as:

o Strategy Briefings: Global or regional in scope, and focussing on the most important themes shaping consumer demand, the

key markets, competitive environment and future outlook across a range of industries.

e Company Profiles: Analysis dedicated to the world’s most significant companies, with detailed insight into their activities, focus

of operations, their competitors, their geographic presence and performance.

e Country Reports: For an in-depth understanding of specific countries, whether by industry, economic metrics or consumer

trends and lifestyles. These reports cover current trends, consumer demand, market potential and future prospects, with

country-specific local insight and comprehensive data, unavailable elsewhere.
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For more information on this report, further enquiries can be directed via this link www.euromonitor.com/where-consumers-shop-for-toys-and-

games/report.
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