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Creativity

DIY

Cooking

Science

Sedentary



 

toys

59% Have their own money

Digital assets in video games

Apps

Sweets

video games

THEMES

THINGS THEY LIKE TO PLAY

WAYS OF BEING FAVOURITE TOYS

HOW THEY SPEND MONEY

THINGS THEY LIKE

I I I I I I I I I I I I I I I I

Sensitive
Respectful
Supportive
Extroverted
Popular

Video games
Tech toys
Board games

YouTubers
Teens
Fashion

Remote
Social Lovers
Social media influencers

They are children who love to be 
up-to-date in technology and video 
games. They usually have a mobile 
phone and a tablet. They are the ones 
who use social media the most,� 
especially YouTube and Tik Tok.

8–12 years old

Boys

52.3%

Girls

47.7%

EUROPE

16%

11.4 M children
in EU27+UK​
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16%

29%

10%
Clothes and
accessories

17%

cell phones
electric transport

smart speakers
photography

recording videos
be an influencer

be older
be a famous artist smartwatches



Basketball.
.

Video editing course. 

He wants to become a video game developer. Become a photographer for cool relevant brands.

Be connected to her friends all the time.He needs someone to help him control the time he spends in front 
of the screens; he never has enough. 

Having to wait to get his phone. There are moments of the day that she has no access 
to her phone and it makes her anxious.

Roberto is a true fan of technology. He loves playing video games so much he even dreams of them.

He enjoys reading about the latest games and gadgets he can play with. He likes to be up-to-date and 
share things with his friends, who consider him an expert.

His parents insist he plays basketball, but he would prefer to go home to have more time to play 
video games or to chat with his friends. He knows he needs to do his homework first, though. Lately, 
he enjoys science homework as his new book has a digital version with games.

In general, he is a very social kid, but he and his friends prefer to be in touch virtually. For example, a
couple of days ago, when he was at a birthday party with his friends, everyone asked to go home early 
so they could connect and play an online game.

He is getting his first phone this Christmas, and he can hardly wait. It is going to be such a big milestone, 
like finally being a grown-up. He will finally be able to be connected with his friends all the time.

Rebecca is a very good friend to her friends. Friendship is the most important thing for her right now.

When she meets her friends, they spend a lot of time watching videos. They always have funny and 
curious things to see, comment on and laugh out loud together.

Her friends are very supportive. Since she likes photography, she posts artistic photos on her social 
networks every day, and her friends always “like” what she posts. That cheers her up!

She also supports her friends, at home she spends hours looking at what they post on social networks 
and responds as much as she can, using the best emojis.

She realises she is not paying too much attention to her parents, who seem excited to keep playing 
board games with her from time to time. She enjoys playing with them as well but, above all, she wants 
to be connected with her friends non-stop.

EXTRACURRICULAR ACTIVITIES EXTRACURRICULAR ACTIVITIES

DREAMS & GOALS DREAMS & GOALS

NEEDS & DESIRES NEEDS & DESIRES

FRUSTRATIONS FRUSTRATIONS

Name	 Roberto

Age	 9 years

Gender	 Male

Country	 Italy
Family	 Divorced parents
structure	 and one older
	 sister
	

Name	 Rebecca

Age	 12 years

Gender	 Female

Country	 UK
Family	 Dad and mum
structure	
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CONCLUSION
Segmenting children into different groups according to their interests and personality allows 
us to better understand their consumer behaviour. This knowledge will help us to offer more 
personalised products and services tailored to their actual preferences, and to be more 
efficient in terms of communication.

None of the profiles obtained through this study predominates over the rest, so addressing 
all children with the same message will lead to most of them being left out, as they won’t feel 
identified and motivated toward your products or services.

Most boys and girls will be able to identify with various profiles, but, in general, there will 
always be a predominant profile more akin to their way of being.

The same boys and girls will evolve, even changing from one profile to another 
depending on their age and experiences.

We are facing a generation that is increasingly clear about what they want, 
and will reward those who manage to identify it.
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