




Introduction to CLOA 

 
Debbie Kaye, Vice Chair, CLOA 

Head of Community Services, Cambridge City Council  

debbie.kaye@cambridge.gov.uk 

0780 124 7500 

    • Who? 

• What – our mission 

• Why? 

• How? 

• A selection of tools to support LAs 

 

 

mailto:ebbie.kaye@cambridge.gov.uk


Engaging in Commissioning 
Sport England & CLOA   

 





 
Active people, healthy places  
LGA, CLOA & SPORTA 2017 

 



 
 

People, culture, place – the role of 

culture in placemaking 
LGA & CLOA 

 



Find out more: 
https://cloa.org.uk/resources/ 

 

 

 

https://cloa.org.uk/resources/




Keeping in touch with CLOA 

Join and benefit from information and networking 

Visit our website  - www.cloa.org.uk 

Follow us on Twitter @cCLOAssociation 

Join the debate on Linkedin™ 

Subscribe to the blog 

 





TTE Priorities 2019/20

Mass

• Creating sustainable opportunities to a wide audience through a strong 
partner network (LAs, CSPs, City Councils, Leisure Providers) delivering Ping 
in the Community, Loop at Work, public tables, Ping! festivals 

• Grow the network of Ping Pong Parlours and our work with Partners 
(including Clubs and Leagues) to provide more structured activities within 
the Parlour and to ‘join the dots’ locally

• Evidencing the impact of Ping Pong Parlours on Behavioural Change 

• Connecting with participants to influence Behavioural Change and 
sustainability – The Hub and Social ‘membership’ 



What is Ping!?...  
The collective name for a family of projects that can be used to positively impact 
members of the general public (or the ‘mass market’)

• Physical Wellbeing
• Mental Wellbeing
• Individual Development
• Social and Community Development 
• Economic Development 

Working in partnership to build a network of great places to play table tennis, reaching
diverse segments of the population and shaping people’s activity behaviours for the 
long term 



• Ping! public tables 

• Ping Pong Parlours

• Ping in the Community 

• Loop at Work 

All of our work is based around the simple concept of taking ping pong to the people and 

removing the barriers that may otherwise prevent people from taking part



Ping! Lead Partners 

Working with partners (City Councils, Local Authorities and 
County Sport Partnerships) to equip and enable them to 
provide more opportunities for people to take part in table 
tennis

• Outdoor public tables and public events
• Activation projects e.g. Bat and Chat 
• Incorporating other local objectives 
• Engaging a ‘mass market’ and making 

the sport widely accessible 







Ping Pong Parlours

Turn otherwise empty shopping centre retail units into 
vibrant places for the public to play table tennis for free
• We work in partnership with the Shopping Centre to 

deliver the project
• Open for a minimum of 6 weeks and 1 day with no 

maximum project length 
• Open 7 days a week, 8 hours per day – provide great 

access to the community 
• Introduces beginners, gets people back into the sport and 

provides extra opportunities for those already engaged
• Appeals to a diverse range people and particularly good 

at attracting females 



Ping in the Community

Aims to inspire people to lead happier, healthier and more 
connected lives

• Provides subsidised table tennis packages with 
everything needed to kickstart and embed table tennis 
in a community group or venue 

• Suitable for any community group and an inclusivity pack 
is an available add-on

• Has been used to tackle social isolation, provide more 
meaningful activities for young people, help people to 
get active

• Helps to build provision in an area and create a table 
tennis ‘scene’ 



https://www.pingengland.co.uk/mansfield-ping-pong-parlour/

https://www.pingengland.co.uk/mansfield-ping-pong-parlour/


Progress to date…

 440 communities engaged
 7,920 participants engaged
 59% inactive

 Average of 18 participants per session
 34% female
 15% from ethnic minorities



https://www.pingengland.co.uk/power-of-ping-men-in-sheds/

https://www.pingengland.co.uk/power-of-ping-men-in-sheds/


“Provides a social environment which meets the needs of a cross section of ages. Bringing people of the local 
community together for a sporting lifestyle to enhance their health and wellbeing”

“I really look forward to Saturday evenings now and enjoy the camaraderie of playing table tennis with a 
different group of people”

Addaction - Devon Mindful Table Tennis - Bedford Age UK – Milton Keynes



• Addaction (addiction centre)
• Wendover Woods - Forestry Commission 
• Doncaster Alcohol services
• All Saints Church
• Wheelton Village Hall
• Wigan Youth Zone
• Baddow and Galleywood U3A
• Coventry Boys and Girls Club
• Age UK Wiltshire
• YMCA Bristol 
• Liverpool in Work 
• Mencap Liverpool

• Suffolk Libraries
• Basingstoke CMHT (mental health hospital)
• Oakhill Secure Training Centre
• Womens’ Zone Community Centre
• Merseyside Society for Deaf People
• Maidenhead Synagogue 
• Northampton Football Club
• Melodic Distraction 
• Green Hayes Lodge Care home 
• Sport in Mind 
• Leonard Cheshire ….



Loop at Work

Aims to inspire people to lead happier, healthier and more 
connected lives

• Provides subsidised table tennis packages for office 
spaces

• Promotes an active lifestyle, especially during the 
working day

• Staff who play table tennis at work are more likely to 
report significantly higher job satisfaction, greater 
competence in the workplace and feel more connected 
with their colleagues



 450+ workplaces
 7,200 participants engaged
 Average of 16 people playing regularly per workplace
 12% inactive
 66% more active since having Loop
 22% female
 8% from ethnic minorities
 10% have a disability

“Increased laughter and staff have also 
reported improved wellbeing after a 

few games of table tennis”

“Brings staff from different 
departments together, good for social 

bonding and wellbeing”



Community Champion Training

Aims to upskill recreational table tennis volunteers with free online training to enable them to facilitate 
sessions in Ping Pong Parlours and other social environments

• Provide basic knowledge and understanding of the game
• Enhance confidence of volunteers to deliver sessions
• Provide tips for games ideas and inclusive sessions
• Hope to build a stronger relationship with volunteers
• Enhance the experience of those playing



• New Forest District Council
• Nottingham City Council
• Oxford City Council
• Living Sport
• Plymouth City Council
• South Norfolk Council
• Stoke City Council
• Suffolk County Council 
• Adur & Worthing Council
• Barnsley MBC
• Blackpool Council 
• City of Bradford MDC
• Everyone Active
• David Lloyd
• Parkwood Leisure

• Cornwall Sports Partnership
• Leeds City Council
• Leicester City Council
• Leicester City TT Development Group
• Liverpool City Council
• MK Council
• Newcastle City Council
• Active Newcastle
• Brighton TTC
• Wesport
• Cambridge City Council
• Chelmsford City Council
• Chichester Community Development Trust

• Ping Pong Fight Club
• Ellandi
• Munroe K
• Hark Group
• Intu
• JLL
• Toolbox
• Savills
• Shoppertainment
• Global Mutual
• Colliers
• Land Securities
• British Land
• Hammerson
• Grosvenor Group
• Capital and regional
• GCW 



https://tabletennisengland.co.uk/programs/partner-
support-and-resources/

Tools and resources to make it easier for 
you to deliver impactful work with less 
demand on your time and budget

https://tabletennisengland.co.uk/programs/partner-support-and-resources/




https://www.pingengland.co.uk/news/

https://www.pingengland.co.uk/news/


Implementing Beat the Street 
Kirsty Dunleavy 



Active Gloucestershire 



What is Gloucestershire Moves? 



Interested in what is happening but 
does not proactively engage  

Keenly interested in what is 
happening with the movement and 
will occasionally engage 

Actively involved in the one or 
more parts of the movement 

Actively championing and promoting the movement 
internally within their own organisations and 
externally across their networks 

Takes responsibility for advancing the movement and 
generating more observers, followers, active 
participants and champions by moving them up the 
ladder of engagement 



What is Beat the Street? 
 
 
 

 

 

• Turned Gloucester into a giant game  

• Fun, free challenge 

• Aims to make physical activity part of daily life 

• Inclusive – something for the whole family 

• Schools, community groups, workplaces and 

individuals  
 

 

 



Increase the 
number of 

people reaching 
recommended 

amount of 
physical activity 

(150mins) 

Lift people out 
of inactivity 
(less than 
30mins) 

Increase number 
of people 

participating in 
active travel 

Improve mental 
health and well-
being amongst 

players  

Target audience - women 
and people from low socio-

economic backgrounds 

Aims of Beat the Street 
 
 
 





20.1% 

18.9% 

19.8% 

25.1% 

27.5% 

20.8% 

Inactivity static 

Inactivity increased 

3 year trend 

Inactivity reduced 

Adult Inactivity Levels 2017/18 
 
 
 



Funding Beat the Street Gloucester  
 
 
 

 

• Delivered by Intelligent Health and Active Gloucestershire.  

• Funded by The National Lottery on behalf of Sport England, Gloucestershire 
Moves and Gloucester City Council. 

• Additional sponsorship from Gloucester City Homes and Marketing Gloucester, 
plus prize donations from local businesses.  

 

 



• Residents and community groups pick up a card and a 

map from any distribution point. 

 

• Register their card on the website to join a team. They can 

check points,  keep an eye on the website leader boards 
and find out about other challenges. 

 

• Players must tap at least 2 different boxes within an hour to 

record 1 journey [1 journey = 10 points] 

 
• Points make prizes! But also Lucky Tap prizes. 

 

• Themed weeks e.g. Go Explore, Go Travel and Go Wild. 

 

• 3 leaderboards; School, Community and [small teams] 
 

Video 

How Beat the Street works 
 
 
 

https://www.youtube.com/watch?v=KJbOghMQ5ZM


Engagement Phase  
 
 
 

Project 
Team 

2018 
lessons 

Steering 
Group / 
Funders 

Engagement 
Coordinator  

Mapping 
(schools & 

boxes) 

Stakeholder 
Forum 

Distribution 
Points 

Schools Community 
Marketing, 
events & 
comms 



Community Engagement  
 
 
 Primary 

schools 
Youth groups  

GP / Health 
centres 

Community 
Hubs 

Councillors 
Workplaces / 
business parks 

Libraries 
Healthy 
Lifestyles 
Service 

Community 
Builders / 

Connectors 
Leisure centres 

Mental health 
services 

Police 



 

• Player registration, end of game survey and 
6/12 month follow up surveys 

 

• Sport England evaluation framework [Active 
Lives] 

 

• Case studies, quotes and focus groups 
 

• ROI  
 

• Process evaluation with stakeholders and 
project team – wider impact 

 

 

Evaluation and impact 
 



Lessons from year 1… 

1. Spending time with friends and family 

2. Finding new places to go and exploring the local 
area  

  

• More Beat Boxes [93] in new locations  

• More distribution points including supermarkets &  community 
hubs 

• Signs above the Beat Boxes 

• Bonus point events & themed weeks 

• Prizes & incentives for registering, playing and completing end 
of game survey 

• Small team leaderboard 

• Summer holidays 

• Project team and strategic group 

• Sustain plan  



Impact of Beat the Street Gloucester 
 

 

Players 
 

No. of people who played the game: 10,181   [2018: 10,156]  

No. of people who registered: 4,010    [2018: 4,347]  

No. of female registered: 58%     [2018: 60% female]  

19% inactive at the start      [2018: 20% adults and 12% of children]  

3% were disabled and 11% had a LTHC   [2018: 16% LTHC or disability]  

Total swipes: 252,211      [2018: 247,939]  

Average swipes per box: 63.0     [2018: 81.2] 

Total journeys: 160,726      [2018: 149,010] 

Total distance travelled: 80,336 miles    [2018: 74,487]  

 

Schools: 34       [2018: 34]  

Community Teams: 62      [2018: more than 12 members only - 26]  

Communication channel sign up: 6000+  

Identified champion/influencers: 30+ 

Social media following: 2000+ (71% female) 



Impact of Beat the Street Gloucester 
 

0.260869565 

0.60326087 
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INACTVE FAIRLY ACTIVE ACTIVE 

Physical activity status before and after BtS 
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Before After 

1. Physical activity levels 

2. Community connections 
3. Social movement  
 



“Being a group of mixed physical abilities we thought we wouldn’t do very well but did amazingly and 

have started up a walking (and gaming) group.”  

Smith, aged 30-39 

 

“It encouraged me to buy a bike, and get out and about. It gave me a goal, and a challenge  It 

gave me an opportunity to meet new people and build on existing friendships. I fell in love with 

cycling again. It put a smile on my face and joy in my heart. It put colour back into my life and 

stopped the anxiety from preventing me enjoying life again. I really hope BTS runs again next year, for 

me the prize was the activity itself. My reward was the simply enjoying the moment.” 

Anita, aged 40-49 
 
 

“It encouraged me to go to unfamiliar places, something I usually avoid due to being visually 

impaired, but I set and completed my target to visit all 93 boxes.“ 

Juliette, aged 30-39 
 

 “I know being active will help with my mental health and the weight so it was a good motivation for 

me. I really got into it. Now I walk most days and have started run/walking. I have done the ParkRun 

twice now and the second time I went for a coffee with a lady I met, she said I was her friend, I 

haven’t made new friends in many years. I has made me feel great and I want to find out about the 

local running group. 

Chris, aged 40-49 
 
 

 



Next steps 
 

• Strategic group  

• Gloucester City Innovation Hub  

• Communication plan 

• Network of Champions   
• Walking / running groups 

• Virtual challenges 

• Volunteering 
 

 

• Options appraisal – Beat the Street #3? 



Thank you 
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