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Headline Statistics

Cycling Behaviour Change

Walking Behaviour Change

25% of players
have long term

health
conditions

68%
females

32%
males 

53% of players 
reside in areas of 
high depravation 

(IMD 1-4)

Demographics Activity Levels by Time Playing Street Tag

Milestone
1 month 2-3 months

This table shows 
that over time, 
player’s activity 
levels increase 
significantly as a 
result of playing 
Street Tag.

Active
Fairly active 
Limited activity

6 months

3% increase in 
users adopting 

walking as a 
mode of active 

travel

Teams
90

Participants 
680

Steps
348,670,555

Miles travelled
350,171

Tags scanned
328,640

CO2 emissions 
saved

105,862kg

4-5 months

8.96%

40.3%

50.75%

41.63%

35.62%

22.75%

53.33%

27.62%

19.05%

89.42%

6.73%

3.85%

6% increase in 
users who walked 

for 7 days in a 
week

4% increase 
in users who 

actively walked 
for more than an 
hour each day

13% increase 
in users that 

experienced a 
rise in breathing 
rate during walks 4% increase in 

users who 
cycled as a means 

of active travel

19% increase 
in users who 

engaged in cycling 
for more than 2 

days in a 
week

12% increase in 
users who cycled 
for more than an 
hour each day

6% increase 
in users that 

experienced a rise 
in breathing rate 
during cycling
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