
 
 
 

How to plan a wide game 
 

Are you new to wide games or haven’t organised one in a while? The North East England Inspire 
team have developed this handy guide for unit leaders and volunteers to use when planning. 

 
Decide the aim of the event 
• Is it competitive or non-competitive? Will 

you play until someone wins or keep going 
for a certain time limit? 

• Who are your audience? Are you planning 
to include several units or girls from 
different sections? Do the participants 
already know each other or will this be an 
icebreaker? 

• Is this linking to a programme theme or 
activity? 

• Is the objective to learn more about a 
specific skill or topic? 

Determine the location 
• Guiding or Scouting campsites and activity 

centres can offer a great space if you’re 
offering outdoor challenges and activities. 

• Indoor challenges could take place in 
shopping centres, museums or galleries, 
perhaps aiming to find information or take 
pictures of certain items or circumstances. 

• You may decide to do virtual wide games 
with challenges to find places on Google 
Maps or researching topics to find answers. 

• Once you’ve decided on your location, 
check whether you need to ask permission 
or pay to use the space before the game. 

 
Come up with a theme 
• This could relate to a place and include 

activities around the landmarks or history. 
• The theme could relate to a special day or 

festival like Easter, Halloween, Christmas, 
Diwali, Chinese New Year or International 
Women’s Day. 

• Or you don’t need to come up with a 
specific theme at all, it could just be 
inspired by activities you’ve enjoyed in 
the past. 

Consider logistics 
• How many people will be taking part – 

does it need to be flexible in case you get 
more or fewer participants on the day? 

• How many leaders/adults do you need? 
• How long will the activity be running for? 
• What area do you have available to you?  
• What funds do you have available? Do you 

need to hire a space or buy resources? Do 
you need to charge for participation? 

• You’ll need to complete a risk assessment. 
What safety rules will need to be in place 
and who will monitor these? 

• If you’re splitting participants into groups, 
how will these be assigned? 

• Consider how the boundaries of the 
playing area will be marked? 

What is a wide game? 
A wide game is a type of game played in a large area, such as a field, heathland or 
woodland, or a defined urban area. It is commonly played by Guides, Scouts and other groups 
of young people. Well-known games include capture the flag, leader hunt, team variants 
of tag, or a scavenger hunt. 

Some wide games build on the traditional formats by elaborating the role-playing and 
costume elements to create a more in-depth theme or include characters that participants 
can interact with. Some newer wide games incorporate technical elements such as finding 
information online, participants communicating via text or email, or geocaching.  

 



Decide on your activities 
• Consider how much time you have overall! 

If you’re running wide games for a unit 
meeting you will need fewer activities 
than if they’re part of a badge or 
challenge or a longer event. 
o 6 to 12 should be good for a few hours 

depending on the level of challenge  
o 15 to 25 to give as a challenge or 

badge so that choice is varied  
• You could also choose to have one overall 

goal, a popular example is a monopoly run 
where you aim to get all the landmarks on 
your monopoly board. 

• Please take care to choose appropriate 
activities and that you make sure the 
group is respectful to the surroundings. 

• Remember to think about the age and 
skills of the girls participating. 

• Activities could include: 
o Scavenger hunts 
o A range of puzzles giving letters to an 

anagram to solve at the end 
o Team-building games where large 

groups are split into small teams who 
compete in points-based activities 

o Reaching a certain number of 
landmarks for place-based games 

• If you’re running points-based activities 
you also need to consider the scoring 
system and potential penalties or forfeits. 

Plan your resources 
• You may need a lot of resources for some 

activities, so keep this in mind when 
you’re planning. 

• If you’re planning a badge you’ll need to 
make sure that some activities only need 
basic resources so that it’s accessible to 
all.  

• Resources needed can increase or reduce 
time and costs if you’re running the 
activities as an event. 

• Will you need written handouts or are 
verbal instructions enough? 

 
 
 

 
 
Don’t reinvent the wheel 
• If you’re struggling to come up with an 

idea or put it into practice, Facebook, 
Instagram and Pinterest could give you 
some inspiration. Search for ‘wide games’ 
or for particular theme such as a place 
name, a book/film or murder mystery 

• You’ll find some groups leader advice 
groups on Facebook, or other Scout and 
Guide groups might have ideas they’ve 
done in the past. 

Tried and tested – suggestions based 
on previous events 

- Combining a city monopoly challenge 
(such as York or London) with a 
sleepover or weekend residential 

- Anagram-based games, such as: 
o Guiding – with 7 challenges 

related to traditional guiding 
badges 

o Christmas – with 9 activities 
related to Christmas 

- Team-building games:  
o Filling a pipe with holes in it with 

water to retrieve a ping pong ball 
from the bottom - this requires 
the team to cover the holes with 
their fingers so the pipe can be 
filled and the ball retrieved 

o Cooking with instructions in 
different languages, e.g. pancake 
instructions in French, so you 
have to translate and then follow 
the instructions 

o Mascot building for each team 
- Combining a trip with a wide game, 

such as challenges in IKEA where 
teams have to get their group in a 
selfie in one of the display rooms 

- Virtual games using existing challenge 
badges, such as the Pax Lodge 
challenge badge and researching 
guiding history in London online 


