Beat the Street Taunton

Beat the Streetis 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 Taunton it
brought partners together to deliver shared objectives on improving
people’s health and wellbeing, active travel and the environment and
catalysed local strategies. Sustainability is in the behaviour change of
participants — enabling them to take control of their health.
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Qualitative Feedback from Children

290 children provided qualitative feedback post-game. These responses suggested children had
become more physically active and more connected to each other and the local area.

“It gave me a goal/
“We went the long focus each

“.|t helped me ride my way to and from weekend, and
bike better and nearly school and made helped involve my
sure we c”ycled older sibling in
everyday. ” - Boy, walks with me” -
under 11 Boy, under 11

“It helped me
because it is good for
my health we did lots
of walking and it was
fun” - Girl, under 11

keep up with my big
sister.” = Girl, under 11
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346 adults provided qualitative feedback post-game. Open question feedback from adults
suggested the game brought families together and increased physical activity, especially walking.

“It helped me get out

“it was a real

“It got me and my
family out walking more
and together!” - Female,

aged 30-39
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the house more and do
more fun activities with
my son, along the way

finding each beat the
street. We went to lots

“l found | was
walking for roughly
50% longer per
walk, and walked
every day.” - Male,

of different places ” - aged 40-49
Female, aged 19-29
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pleasure and fun
to take the kids
out each day to

collect the points,

great activity to
cycle every day
and spend time
with my kids”-
Female, aged 30-
39




