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sSchool”
Students

91.9/o

Identify as male,
6% as female and
2% as non-binary.

7.8
hours

per week on average,
being physically
active (running, gsym,
sports, etc.).

Distribution amongst
those who reported any
physical activity is:

Gym/weight training: 45%
Cardio/running: 38%
Team sports: 30%

Individual sports: 26%

569/o

Says esports made
them more confident to
be involved in other
school activities

6590

Says esports make
them more excited for
school
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329/o

Live in Auckland, with

second being Waikato,
and third in Canterbury.
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G609%/o

of respondents stated
that they play at least
one traditional sport
weekly.

Esports, a
social sport

37% says they play with
online and real friends

20% says they play with
real friend

87%/o

Says esports helped them
socially connect with
others

67%/o

Feel supported by their
parents in esports

73%/o

Use Fibre as their
preferred internet
connection
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to
sports

Soccer (34%),
basketball (22%), and
tennis (16%).

91.9/o

says esports helped
them build friendships

629%9/o

Feel closer to
teachers who support
them in esports

549/o

Says esports helped
them in other academic
subjects
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