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INTRODUCTION

Scope
Examining five trends shaping toys and games

STATE OF THE INDUSTRY

Toys and games has a lot more potential to grow

Digital content will drive sales of toys and games over the forecast period

South Koreans have an insatiable appetite for video games

India’s new legislation will drive strong forecast period growth

Traditional toys and games has room for growth despite the popularity of video games
Video games growth powered by mobile games and online games and subscriptions
Tencent is king especially amongst casual gamers in Asia Pacific

Traditional toys and games to exceed pandemic high in 2026

Collectors building an empire brick-by-brick in construction

Barbie’s silver screen debut in 2023 will rekindle love for dolls

Digital content helps popular franchises gain shares in games and puzzes

Film franchises keep superheroes flying high

Console manufacturers keen to grow their recurring revenues

Stores are still a critical channel for toys and games sales despite the rise of e-commerce
Grocery retailers withstand the onslaught of e-commerce in traditional toys and games

LEADING COMPANIES AND BRANDS

Video game companies dominate

Tencent and NetEase expected to continue to struggle outside of China

Barbie, American Girl and Hot Wheels remain Mattel’s valuable franchises

Mattel’s projected growth areas

Games and puzzles and action figures account for more than half of Hasbro’s sales
Hasbro’s projected growth areas

Playing nice — Mattel and Hasbro enter into licensing agreements

Licensing agreement plays into the strengths of the two companies

TOP FIVE TRENDS SHAPING THE INDUSTRY

Examining five trends shaping toys and games

Escalating price drives forecast growth

An entertainment era begins

Subscription triumphs over ownership

Smart toys for companionship

Toys go green — parents and non-parents have slightly different priorities

MARKET SNAPSHOTS

Global snapshot of video games

Global snapshot of traditional toys and games
Regional snapshot: Asia Pacific

Regional snapshot: Australasia

Regional snapshot: Eastern Europe

Regional snapshot: Latin America

Regional snapshot: Middle East and Africa
Regional snapshot: North America

Regional snapshot: Western Europe

APPENDIX

Definitions
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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.

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