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The Impact of COVID-19 on
Leisure and Entertainment - US

“During the stay-at-home period, out-of-home activities
were not an option for most consumers, which gave in-
home leisure alternatives a chance to thrive. Activities
that typically involve on-site experiences, such as
visiting museums and working out at fitness facilities,
also found clever ways to shift to digital options for their
members ...

Traditional Toys and Games: Incl
Impact of COVID-19 - US

“The toys and games industry saw unexpected growth at
the beginning of 2020 due to the COVID-19 pandemic.
Consumers of all ages are looking for new and
entertaining ways to spend their abundant at-home
leisure time, and they are turning to toys and games to
fill this need. While toys ...

Lawn and Garden Products: Incl
Impact of COVID-19 - US

“These are uncertain times. COVID-19 casts a shadow
over a category with slowing sales growth, not to
mention the health and safety of consumers. But there is
also space for the category to reinvent itself around
better health, sustainability and nutrition for humans as
well as plants.”

Activities of Kids and Teens: Incl
Impact of COVID-19 - US

“The immediate impact of COVID-19 on kids and teens
is clear. They are out of school, isolated from their
friends and missing coming-of-age milestones such as
prom and commencement. However, it is yet to be seen
if kids will rebound quickly, relatively unfazed, of if this
will alter their social ...
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