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The toys and game
resonating with adults

The phrase “we’re all kids at heart” gets thrown around from time to
time but with nostalgic toy brand LEGO claiming its adult market has
at least quadrupled over the past decade, maybe there’s more truth to
this than we generally believe.

Building on this, in the last week we’ve noticed platforming game ‘Only
Up!’ skyrocket in popularity amongst the gaming community with its
rage inducing, concentration commanding and unfathomably fulfilling
premise.

Players are challenged to traverse unique worlds of obstacles, with
only one goal in mind - moving up! Compared to most games, Only Up!
has a short average completion time of 4-5 hours but the catch is, one
false step and your character will start plummeting to the ground
below, passing all the challenging obstacles you've already cleared
before being back at ground zero.




Why are adults spending their time playing with
kids’ toys and fighting uphill battles?
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Only Up! is an addictive platformer where you start at
Of CO nt ro | th ro u g h a C | ea r e n d _to_ ground level and climb up! The very casual and relaxing
gameplay mixed with tense and anxiety inducing moments
make for a unique and fun experience as you progress to
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took me an afternoon to beat. As an achievement hunter,
I'd love to see more achievements added for collecting
items on your way up, for beating the game within a certain
time, or beating the game multiple times! Any of those
would be cool. Overall, | really loved my time with Only Up!
and | look forward to future updates and possibly new
content!
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this game is addicting but pisses me tf off

Adult Fandoms Are
Driving the Lego
Market to New
Heights

The decades-old toy for kids is building on its longtime popularity

with increasingly elevated sets designed specifically for AFOLs
(short for “Adult Fans of Lego”).

Text by
Marah Eakin



Beyond the cultural context, there's a
behavioural reason why these activities hook us in

A variety of Behavioural Science principles are at play, helping to
explain why adults are committing to these activities.

Goal Commitment: When
individuals commit to a goal, they

are more likely to exert effort and
persist until it is accomplished.

Optimism Bias: the tendency to
underestimate the likelihood of
negative events or risks occurring to
while overestimating the likelihood
of positive events or outcomes.

Loss Aversion: For humans, the
pain of losing hurts twice as much

as a gain feels good. We tend to
prefer avoiding losses to acquiring
equivalent gains.
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The tangible reward for completing a LEGO
set, compels users to finish the set, despite
the time commitment and focus required

Even with the sheer scale of the challenge to
beat Only Up!, players overlook the odds
against them and overestimate their ability
to finish the game

The fear of losing progress or starting over
creates a heightened emotional response.
This fear of loss can increase engagement
and motivation as players strive to avoid
failure and protect their progress




Thought-starters
for brands

|
O/
/ \
|

0]

Playfulness — how might you think about bringing
play into your comms / offering at a time when people
are looking for some relief?

Goal commitment bias — how can vou present an
achievable goal to your consumers that they want to
take on and complete?

Optimism bias — how can vou deliver an experience
that balances reward and challenge and taps into
your consumers self-belief?

Loss aversion — how can you protect your consumers’
progress and achievements and mitigate any losses or
hardship?






