
MADNESS
MIDNIGHT

AN IMMERSIVE CHALLENGE IN AID OF RAISE YOUR HANDS 

TEAM PRESENTATION
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OPENING THE GATES TO LONDON
Midnight Madness is an exhilarating, challenging, interactive and immersive 

experience where the best of the best compete with one another to complete 
the Midnight Madness puzzles in the shortest amount of time. 

THE 
GAME

Midnight Madness is the 
most ambitious immersive 

challenge ever created. It gives 
participants incredible experiences, 

challenging them both physically and mentally 
whilst creating unique, lasting memories. Think of a 

cross between the Crystal Maze and the Da Vinci Code, with a 
whole load of immersive theatre and London as your stage.

Midnight Madness is in aid of Raise Your Hands, which supports small, 
effective charities that improve the lives of children across the UK.
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ED WETHERED
Ed began his career at Merrill Lynch, before heading to Zambia to work 
for a venture capital fund. On returning to London, he set up a hedge 
fund, before founding Raise Your Hands. He now runs Raise Your Hands 
and is also launching London’s first contemporary bingo hall. 

CHARLIE ASTOR
Charlie started Sharky & George with George Whitefield whilst at Bristol 

University. After a year marketing for VW, he incorporated S&G in 2007 to 
organise the best and most innovative children’s parties possible. 10 years on, 

S&G runs 100 parties per week, with 200 freelance staff, and events running 
all over the world. For the past 5 years, Sharky & George have also focussed 

on putting together truly original adult events, ranging from a fugitive 
manhunt for 50 around the grounds of Althorp, to 550 lawyers careering 

around The Tower of London on a massive treasure quest.

THE MIDNIGHT MADNESS TEAM
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George Whitefield
As well as organising innovative events for adults through Sharky & George, 
in 2010 he masterminded The Soldier Challenge for ABF The Soldiers Charity 
(originally Army Benevolent Fund). This was a challenge for 1,000 contestants 
competing throughout London to get to as many of the 35 checkpoints as 
possible in 4 hours.  The checkpoints ranged from an abseil down Oval Cricket 
Ground to an obstacle course in the moat of The Tower of London.  Bear Grylls 
zip wired from the roof of the Imperial War Museum and HRH Prince Harry was 
very supportive and involved in the PR of the event.

MAT LAIBOWITZ
Mat is the original founder and Mastermind behind Midnight Madness in New York 

(MMNY), and we’re delighted that he is fully behind the London version as special 
advisor. Mat originally conceived the idea in 1996, and since then the concept has 

gone from strength to strength - in its last form in 2015, MMNY saw 210 challengers 
take to the streets of New York and raised $3.1m for charity. In total, MMNY has 

raised over $10m for charity. 

THE MIDNIGHT MADNESS TEAM



THE 2018 EVENT

MADNESS
MIDNIGHT

https://www.youtube.com/watch?v=Jf1GO9j_VIs
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Midnight 
Madness is 
based on its highly 
successful namesake   
from New York. 

In 2015, 21 teams pitted their wits against  
the streets of New York and one another. 

The event was sponsored by a number 
of corporates that were excited by and 
benefited from the innovative, interactive 
and engaging appeal of the event.

It raised $3.1m.

"You're not just 
behind a desk; You're not 

running some marathon course 
that everybody else is running; You're 

not just sitting at a high society dinner; You're 
out in the world being an intellectual athlete.” 

Elisha Wiesel, Chief Information Officer Goldman Sachs

Elisha was the producer of MMNY 2012-2015 and 
was an active co-creator of the game’s content, including 

puzzle design. He designed the fundraising model and was 
integral in raising the $7.5m+ raised by MMNY over 3 years.
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150

£240,000
RAISED FOR CHARITY

CHALLENGERS

PUZZLES
SOLVED25

ICONIC LOCATIONS IN LONDON

8PM 
START TIME

ACTORS &
VOLUNTEERS

60

418

FASTEST TIME

14 00:

£

HOURS MINUTES
12 30:

HOURS MINUTES

SLOWEST TIME

2018 IN NUMBERS
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Meet two gangsters at the 
entrance to a disused car park

AN EXAMPLE PUZZLE

Discover a chess board that curiously has all 
the pieces stuck down in a specific pattern



Solve that the positioning of the 
pieces reveals a secret route 

Dodge lasers and alarms to 
reach a safe in a heist room

Open the safe using a code 
deciphered from a previous 

puzzle to collect items

AN EXAMPLE PUZZLE
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95%

97%

87%

Want to take part in
MIDNIGHT MADNESS 2019

Rated the game as rated as High or

IMMERSIVE THEATRE

EXCELLENT
or Very Good

4.74
CREATIVITY

VERY HIGH
QUALITY

PARTICIPANT RATINGS OF THE 2018 EVENT
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“That was one of the best nights of my life” 
Ewan Kirk, Founder of Cantab Capital

“It’s tough to imagine any other event taking you 
to an underground rave club and a boxing gym, 

performing mime on the south bank of the Thames, 
running full pace over a deserted Tower Bridge at 

2am and attempting to work out the parody of 
famous films whilst sat outside an NCP car park and 

this being only a small part of what you did that 
evening. Like nothing else I have ever done.” 

Richard Thomas, Team Captain
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THE MOST AMBITIOUS 
VERSION OF THE GAME 

EVER CREATED!

250-300 participants

40+ puzzles

25+ locations

20% increase in 
production budget

MADNESS
MIDNIGHT
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Why did people enter Midnight Madness 2018?

• Client entertaining – an opportunity to spend significant 
time with clients and create lasting, unique memories

• Team building – get your team to work together under 
pressure and form stronger bonds 

• Challenging friends – get your smartest group of friends 
together and see if  you can compete with the best of the 
best to win Midnight Madness!

• Use of charity budget – entering a team is through a 
donation to Raise Your Hands, and can be a fun, interactive 
and engaging way of using your charity budget to support 
exceptional small charities

ENTERING A TEAM 
Midnight Madness 2019

Maximum of 30 teams
Each made up of  6 – 10 people
Team Entry Donation £10k



There is an injustice in the charity sector: 
it is not a meritocracy. The top 1.2% of 
charities in terms of size receive 72% 
of the money donated in the UK*. One 
assumes that money would flow to 
those that were most in need. 

However there are hundreds of exceptional small charities that 
struggle for funding simply because they don’t have the time or 
resources to fundraise effectively for themselves. 

Raise Your Hands finds small effective charities working with 
children across the UK, conducts due diligence on them, 
monitors them and raises money for them. 

The RYH charities are specialists in their areas, helping children 
with HIV, children at risk of suicide, children that have been 
bullied and children that have lost parents, amongst others.**

In 2016, over 85,000 young people across the UK accessed the 
services of the RYH supported charities. 

Your support of Midnight Madness will benefit disadvantaged, 
disabled and dejected children across the UK through the 
services of our small, effective charities.

raiseyourhands.org.uk

* UK Charity Commission website. ** For a full list of the supported 
charities please visit raiseyourhands.org.uk/our-charities
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RAISE YOUR HANDS 
THE SUPPORTED CAUSE



MADNESS
MIDNIGHT
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2019.madnessuk.com

Version MM19/Team

In aid of
RAISE YOUR HANDS

-  1 1  M A Y  2 0 1 9  -


