
 

 
OBSERVATIONS ON TOYS AND TRENDS 

 
In addition to providing updates on toy trends in the marketplace, Toy Industry Association (TIA) staff is monitoring 
trends in other industries that can influence future toys and games. Brief reports and observations are provided 
periodically to members; questions can be directed to TIA’s toy trends team.   
 

 
The Next Big Things in Consumer Electronics  

 
The latest gadgets and gizmos were on display at CE Week in New York last week, highlighting just how far 
technology has pushed the envelope for consumer goods. To get a glimpse at some of the advancements that may 
come to influence toys and youth electronics, the Toy Industry Association (TIA) headed to the annual trade event 
and listened as industry analysts, innovators and thought-leaders discussed the state of personal electronics, and 
what’s on the horizon. And according to predictions, the future looks especially bright for wearables and virtual 
and augmented reality. Some toy companies have already begun to incorporate these technologies into their 
product lines — and with an ever-increasing scope of abilities and applications, toymakers will want to keep their 
eyes on these hot tech trends.     
 
Wearable Technology  
The world of wearable technology is quickly expanding. Moving from desktop computers to laptops to mobile 
devices, wearables are the next phase of the “shrinking machine” evolution, offering consumers even more 
unfettered connectivity.  According to a recent report from IDTechEx, the wearables market is expected to grow 
from $20 billion in 2015 to almost $70 billion by 2025.  
 
With a wide range of applications now emerging, wearables offer companies a unique opportunity to address the 
habits, behaviors and preferences of today’s consumer through a blend of fashion and technology.   
 
Some products monitor daily routines and provide feedback, whether it’s a low-finances alert that lets adults know 
when it’s time to put the wallet away or a kids’ fitness band that encourages little ones to get up and active. Other 
wearables offer enhanced convenience when it comes to device controls, data storage and communication. CE 
Week featured a range of smart jewelry, from a locket that allows users to access securely stored photos, videos 
and messages, to a necklace that enables teens to display images of their favorite licensed characters and trending 
social media memes. Other accessories included a Leprow HiSmart bag, which connects with a smartphone to 
enable hands-free calling, music control and a camera shutter release; and eyewear by Adlens, which lets users 
adjust the strength of the lenses with a dial, instead of having to switch between different pairs of glasses. 
 
Virtual and Augmented Reality 
Virtual reality (VR), which virtually transports users into a new, immersive environment, and augmented reality 
(AR), which projects computer-generated images and information onto users’ real world view, are two 
technologies at the center of a lot of buzz these days. Investment management firm Piper Jaffray has predicted 
that VR and AR will be “the next mega tech themes through 2030,” with the market for virtual reality hardware 
forecast to reach $62 billion by 2025 and content at more than $5 billion.  
 
While VR is already being used to enhance consumers’ video and computer game experience, the eventual 
possibilities of virtual reality extend well beyond the gaming world: imagine enjoying courtside seats at an NBA 
game, rocking out at a concert, watching a movie in 360 degrees or riding the world’s longest rollercoaster, 
without leaving your home. Plus, in addition to entertainment purposes, VR can be leveraged to facilitate 
immersive learning, and can be used as a training tool by everyone from military and medical professionals to 
young students. The next step is perfecting “presence,” in which the virtual world envelops users’ all five senses, 
creating a truly authentic experience.  
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While virtual reality is opening doors to new possibilities, the applications are somewhat limited by the fact that VR 
blocks users’ vision of what’s happening in the real world. Augmented reality, however, integrates VR elements 
with people’s actual environments, giving them a composite view — and a vast range of potential uses. It enables 
people to look at an object and immediately glean information: for example, the calorie count of food, a 
translation of foreign text, or an image of what your toy would look like fully assembled.   
 
Beyond consumer applications, AR may prove to be transformative for industry. The technology could help outline 
complex order of operations for factory workers, alert managers when a task has been completed, and even help 
manufacturers ensure product safety compliance. According to Pete Wassell, CEO of Augmate Corporation, 
augmented reality could be the catalyst for the next industrial revolution.   
 
These are just some of the trends in consumer electronics with the potential to impact the toy space. We hope this 
serves as inspiration for your next big idea! 
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