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

INTRODUCTION

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

Top five trends uncovered

Drivers of consumer markets and impact on toys and games

Adjacent industries and how they impact toys and games

STATE OF THE INDUSTRY

Escapism and nostalgia to fuel toys and games growth

Video games surged globally except Turkey, where growth was curtailed by government
Asia embraces mobile games, while traditional toy companies seek refuge in the West
Many high income earners are avid gamers who play video games at least monthly

COMPANIES AND PRODUCTS

Tencent and Lego were the only leading companies to see share growth in 2024
Chinese companies are carving out their own markets with differing strategies
Leading companies losing share as consumers look for value and affordability
New fans and old fans turn to games and puzzles to be screen-free

PopMart triggering the blind box collectible craze in Southeast Asia

“Tiger mums” fuel STEM toys boom

CHANNELS

Digital distribution of video games propelled e-commerce sales
Offline retailers are still an important channel for traditional toys sales

FUTURE OUTLOOK

Video games continue to drive toys and games over the period to 2029
Video games drive growth but kidults keeping traditional toys relevant
Video games accelerates, traditional toys still retains appeal

CONCLUSION

Unlocking growth opportunities while playing and having fun
Opportunities for growth
Our expert’s view of toys and games to 2029

APPENDIX

Definitions

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.
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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.

For more information on this report, further enquiries can be directed via this link www.euromonitor.com/the-world-market-for-toys-and-games/report.
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