
Beat the Street Shepton Mallet and Wells

2,744
Total 

players 

56%
Of inactive 

adults 

became active

55%
Of less active 

children 

became active

“Made us go out for 
walks in the morning. We 

had fun finding new 
places in Wells, including 
a new park with a football 
field next to it.” – Boy, 11 

and under

“It made me more 
refreshed than I 

would be playing my 
PS4.” – Girl, 11 and 

under

Qualitative Feedback from Children

Open question feedback from children post-game suggested they had become more physically 
active and more connected to each other and the local area.

Demographics

Beat the Street is an evidence-based population level, behaviour-change 
programme that creates a social norm around being active. It connects 
people to each other and their environment and addresses health 
inequalities through small changes to daily behaviour. In Shepton Mallet 
and Wells it brought partners together to deliver shared objectives on 
improving people’s health and wellbeing, active travel and the 
environment. Sustainability is in the behaviour change of participants – 
enabling them to take control of their health. 

Headline Findings

Age: 54% of players were adults and 
37% were children.

Gender: 71% of adults were female. 

Ethnicity: 4% were from a Black, 
Asian or culturally diverse 
community

Long-term Medical Condition: 17% 
people had a long-term medical 
condition

Disability: 4% of players had a 
disability

Level of Deprivation: 15% of players 
were living in the 40% most 
deprived areas. 

Movement Data 

Throughout the 4-
week game, 107,536 
taps were recorded 
on Beat Boxes and 
40,447 miles were 
travelled – an 
average of 14.7 miles 
per person. 

The heatmap (right) 
shows levels of 
engagement with the 
Beat Boxes across 
Shepton Mallet & 
Wells. 

Miles were 

travelled 

40,447

“I walked further on 
weekends to get the 

boxes and I liked 
playing in the parks.” 
– Boy, 11 and under

“Encouraged me to 
get out to collect 

points.” – Boy, 11 and 
under



“It helped me to spend 
fun times with my 

children taking part and 
making memories with 
them. We would cycle 
the Strawberry line at 

Dulcote and admire the 
view from the bench. ” – 

Female, 30s

“Got the family out of the 
house and gave us the 

excuse to walk around our 
home town. Time together 

was also great. It helped 
me as it encouraged me to 

walk out with my young 
daughter. ” – Female, 40s

“Trying to encourage 
a 10 year old to get 
out walking is hard. 
Beat the Street gave 
us a reason to walk 

out together which we 
really enjoyed. ” – 

Female, 40s

“We enjoyed the 
collective effort 
and experience 
with our young 

family. They were 
keen with the 

local 
exploration”– 

Male, 40s

Qualitative Feedback from Adults

Open question feedback from adults post-game suggested the game brought families together 
and increased physical activity, especially walking. 

Child Behaviour Change

55% of less active children became 
more active (n = 93 matched pairs).
The proportion of children reporting 
being inactive (< 30 mins of activity 

per day) decreased from 37% to 
27%, whereas the proportion 

reporting undertaking 60+ mins of 
activity per day increased from 37% 

to 44% (n = 249 matched pairs).
 

Adult Behaviour Change

56% of inactive adults became more 
active (n = 97 matched pairs).

The proportion of adults reporting 
being inactive decreased from 32% 

to 20%, whereas the proportion 
reporting undertaking 150+ mins 
per week increased from 53% to 

69% (n = 307 matched pairs).
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