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Our expert’s view of toys and games in 2025
Key findings

INTRODUCTION

Toys and games offers nostalgia, comfort, escapism and social connection
Top five trends in toys and games
Top five trends uncovered

GROWN-UP PLAYTIME

The rise of kidults
Funko leverages nostalgia and collectibles to drive growth
Build-A-Bear pivoting business to attract adults too
Nostalgia and collectibles drive kidults growth

CLOUD-DRIVEN COMMERCE

The future of play is digital
Obboto harnesses online crowdfunding to gauge demand for new products
Mattel’s digital leap into video games with Monster High
Unlocking revenue growth through digital play

SMART PLAY EXPERIENCES

AI and tech redefining how toys interact
AI companion robot (Ai Me) from TCL as a family companion
Bringing the magic of AI to Mattel’s iconic brands to target digital natives
Transforming toys through AI-driven interactive experiences

POWER PARTNERSHIPS

Unlocking new revenues and new consumers through cross-industry partnerships
McDonald’s helps Minecraft hit the goldmine
Adding toy elements on spectacle frames as differentiator
Licensing and collaboration as growth engine

PLAY-AS-A-SERVICE

From ownership to access
PlayStation Plus subscription is helping to protect Sony’s profitability
Subscription ensures Miko remains relevant as the child grows up
Opportunities aplenty as play shifts from product to platform

CONCLUSION

Future implications
Opportunities for growth

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:

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.
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.
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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.

For more information on this report, further enquiries can be directed via this link www.euromonitor.com/top-five-trends-in-toys-and-games/report.


