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INTRODUCTION

Key findings
Toy buyers still want to see the toys before buying

STATE OF THE INDUSTRY

Traditional toys bucking the e-commerce trend as purchases are mostly offline
Escapism and nostalgia to fuel toys and games growth
Video games surged globally except Turkey, where government measures cut growth
Asia embraces mobile games, while traditional toy companies seek refuge in the West
Digital distribution of video games propelled e-commerce sales

OFFLINE RETAIL

Hypermarkets are critical to toys and games sales in selected regions
Discounters and appliances and electronics specialists beating the odds
Connection, discovery and nostalgia keep traditional toy stores relevant
Hypermarkets offer the ultimate convenience for time-pressed consumers
Different product type shapes retail channel success
PopMart’s success formula is its aggressive retail expansion
Cyberpunk 2077’s success reinforced the value of physical distribution

RETAIL E-COMMERCE

Video games lead e-commerce growth whereas traditional toys sales rely on stores
China drives Asia Pacific’s e-commerce dominance in toys and games
The ascension of TikTok (ByteDance) as a retail platform
Explosive growth of e-commerce driven by video games software
Consoles ignite online sales, but physical retail holds strong for kidults and families
Digitalisation and e-commerce drive Sony’s Game & Network Services’ success
Monopoly Go! revitalises Hasbro’s revenues as consumers shift to digital downloads

CONCLUSION

E-commerce continues to erode into offline sales
Recommendations/how to win

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.
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/where-consumers-shop-for-toys-and-
games/report.


