
There’s  
Inspiration 
Everywhere.
We learned from inspiring figures across 
the world on how play can help build a 
brighter tomorrow.
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"In the future, play will be totally accepted by 
everyone. It will become the norm. It will no longer 
be on the back burner. Play will now be on the 
front burner. And so when an adult 30-something 
or 50-something, or super-senior says, ‘I’m going 
to go out and play for an hour,’ that’ll be common. 
Play will be just part of our lives and society as a 
whole will be so much better off."

Start small  
but dream 
big. Play is 
limitless.

“
”

Meet Pat Rumbaugh  
Executive Director of Let’s Play America, aka "The Play Lady"
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"Play has the power to re-enchant life and 
bring out the best of humanity —and to do it 
unbelievably fast. In the 500-person games I’ve 
designed, like scavenger hunts and collective 
adventures, a whole town, city, or even a whole 
country can play together to solve a collective 
challenge. Games create a field of trust, safety, 
love, and empathy —when you create that, 
everybody wants to join and help. Individually we 
don’t know how to solve big issues like climate 
change…but playfulness gives us a superpower."

Play can solve 
the world’s  
problems.

“
”

Meet Edgard Gouveia Jr.  
Global Game Organizer, LiveLab, Brazil
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"When you play, you improvise. You have to 
explore. Play is spontaneous. Play is a kind of 
desire to seek knowledge or possibility. In some 
ways, play is a door to a new world, a new era.  
A future without play does not exist." 

Play opens  
a door to a  
new world.

”
“

Meet Takaharu Tezuka 
Architect of Fuji Kindergarten,  
Tezuka Architects, Japan

"Play has the power to help us share more.  
In designing spaces, when you want to encourage 
sharing, a square shape is not good. People 
on the corners are not included. A circle or oval 
shape is more natural. The openness is full of 
possibilities."
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Stress Relief                                    Satisfaction                              Society      Nature      Community       

Gratitude      Curiosity     Escape      Exploration      Expression      Freedom                                          Outdoors      

Friends      Relaxation      Possibility                                   Harmony     Engagement      Resilience       Joy       

Kindness       Intergenerational      De-Stress      Connection      Laughter      Positivity      Health                        Variety      

Agency      Identity      Empathy            Self-Discovery      Fantasy      Childhood      Adulthood      Aging      Toys      

Opportunity      Integrated     Delight      Cooperation      Free-Time      Parenting            Low-Stakes         Simplicity       

Learning      Socializing         Technology         Travel         Risk          Identity         Presence         Equality      

Togetherness         Challenge       Talent      Reading       Communication       Knowledge              Unity              Strategy

Peace

Unity

Low-Stakes

Togetherness

Empathy

InclusivityFun

Happiness Color

Imagination

Risk

 People believe play can  
create a future world with more... 

Let’s Imagine 
a Future Filled 
with Play.
At Mattel, our research has long shown the positive effects of 
play. For example, we’ve learned how playing with dolls activates 
parts of the brain11 that allow children to develop empathy and 
social processing skills. Other critical research also demonstrates 
the positive physical benefits of play, as well as its emotional and 
mental benefits, including building confidence, problem solving, 
and learning how to work in a community17.

In our travels around the globe, we asked people to imagine their 
ideal Play Planet—an alternate planet where everyone has the 
ability to play more. We were delighted to see how powerful the 
idea could be for our future.
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Play Along
Draw your own Play Planet.  
How would people play here?  
What makes this planet different from ours?

On My Play Planet...
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We Invite You     
				          
	  	 The Shape  
	   of Play 
            with us.

We hope this report has inspired you to embrace 
play and its power to bring joy, growth, wellbeing, 
expression, and connection to you and those 
around you. Our mission with this work is to further 
the conversation around play, break down barriers, 
and inspire better futures. 
We leave you with an invitation to participate in 
this movement and create a better world together 
with us.
That starts with asking…

to Explore

Watch the documentary video and learn more at 
https://mattel.com/the-shape-of-play

• How might you invite more play into your life? 
Whether through small moments of joy, creativity, or spontaneity, play can 
enrich your routine in unexpected ways.

• Where could play help you try something new, or 
expand your community?  
Play fosters curiosity and connection—sparking new ideas, bridging 
differences, and bringing people together.

• How might you utilize play in your workplace? 
Play can inspire innovation, strengthen collaboration, and create a more 
engaging environment for working teams of any kind.

• What brings you joy —what is your Shape of Play? 
Everyone has their own unique way of playing. Get in touch with what 
sparks joy, creativity, or flow for you!
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supported by Dynata. Data was collected in March and April 2024. 
n=33,449 across 7 Countries: USA, China, Japan, Germany, Finland, 
Brazil, and South Africa. 

Of people surveyed, 50% of adult respondents answered for themselves, 
and 50% of adult respondents were parents who answered with a child 
present and/or on behalf of a child, ages 0–18. Explicit consent was 
obtained for all age groups. Respondents reflect general population & 
census diversity for each region. 

Shape of Play Ethnographic In-Home Interviews were conducted in 21 
homes across three cities: Los Angeles, USA; Helsinki, Finland; and 
Shenzhen, China.

Some quotations in this report were translated to English from survey 
responses or in-home interviews conducted in native languages. Expert 
Interview responses were edited for clarity and brevity.
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