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Yideo Games in Germany - Category analysis
KEY DATA FINDINGS

2024 DEVELOPMENTS

Video games software drives sales due to rising demand for digital content
Chart 1 - Key Trends 2024

INDUSTRY PERFORMANCE

Video games software drives sales despite overall category decline

Mobile games remains most popular software platform in Germany

Supercell's Squad Busters leverages in-game purchases, following Brawl Stars model
Chart 2 - Newly Released Squad Busters

WHAT'S NEXT?

Video games software to further drive overall sales
Digital drives growth as casual gamers embrace cloud gaming
Nintendo Switch 2 launch to potentially stimulate growth; VR adoption to wane

COMPETITIVE LANDSCAPE

Competitive landscape becomes increasingly fragmented
Familiarity and loyalty drive the most popular video game titles
Heidi Klum and Lego leverage games for market position
Chart 3 - Roblox Partnership with Supermodel Heidi Klum
Nintendo Switch 2 and MSI Claw poised for release in 2025

CHANNELS

Retail e-commerce strengthens dominance as distribution channel for video games

Digital downloads lead to GameStop closures; but physical games retain younger consumers
Chart 4 - GameStop Stores Closure

Chart 5 - Analyst Insight

COUNTRY REPORTS DISCLAIMER

Toys and Garnes in Germany - Industry Cvervew

EXECUTIVE SUMMARY

Despite weak performance, positives include collectibles and digital integration

KEY DATA FINDINGS
Chart 6 - Key Trends 2024

INDUSTRY PERFORMANCE

Toys and games in Germany records downturn due to decline of video games
Collectibles boost sales of toys and games

Chart 7 - Miniverse Miniature Collectibles

Parents increasingly favour toys that both excite and educate their children
Chart 8 - My Robot MC 5 App Controlled Construction Toy

WHAT’S NEXT?

Video games to drive future growth of toys and games
Licensing and influencer collaborations to help shape industry
Digital integration and further retail e-commerce growth

COMPETITIVE LANDSCAPE
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Fragmented industry sees increasing concentration due to brand monopolisation
Brands collaborate to broaden market reach in toys and games
Chart 9 - Disney and Epic Games Partnership

CHANNELS

Retail e-commerce strengthens position as dominant distribution channel for toys and games
Online growth challenges offline stores and necessitates omnichannel strategy
Chart 10 - Analyst Insight

ECONOMIC CONTEXT
Chart 11 - Real GDP Growth and Inflation 2019-2029

Chart 12 - PEST Analysis in Germany 2024

CONSUMER CONTEXT
Chart 13 - Key Insights on Consumers in Germany 2024
Chart 14 - Consumer Landscape in Germany 2024

COUNTRY REPORTS DISCLAIMER

SOURCES

Summary 1 - Research Sources

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/video-games-in-germany/report.
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