Mischiel at hogwarts

Charm your friends all night!

q@ommemfeaf for 4-6 p[gyers%ust a [arger group of p[gyers é/ a[ternatz’ng two p[gyers toa game piece ((o[our).

Before the game begins

° (Prepare: pens, paper, 2 p[astz’( cups, 2 same-sige bottles, ! scarf, 11 (ﬁ)l‘ﬁespz’ns (optional), a book.
) It desired: make feﬁ’x _ﬁ[z’fz’s and (Po[yjuz’fe potz’on (see 500&[61‘).
K)L[f p[gyers get a score carz[, then each choose a game piece (colour) and p[a(es it in the @u@/arz{.
Fach p[@/er gets a spe[[ card @reen) Write the spe[f down on your score card and p[ace it back. Shuffle.
Roll the dice and place the cat-piece on the cat-symbol with the same number (dice:4=Place on cat 1/4).
. IF there’s not enouﬂ/i wands for each p[gyer to have their own, divide them on cach side of the table.

The course of the game

(QIWD/ new_year &zgz’ns i the @uryami;\/ou attend a year at Wogwan‘s fy wa[kz’ng tﬁrougﬁ the school: clockwise
outer and inner ring, enzfz’ng with an exam in the center. L@@e @/ rof[inj the dice. \Oben the first p@er reaches the
center everyone agrees to cither do the exam and spenaf another ~year at scﬁoof, or face Noldemort and end the game.

(@_@e the exam as exp[az’nez[ on the earge of the board. When the exam is fomp[eta{ the p[gyer recetves a I[zp[oma and
_Jumps to the courz‘yamf to do another “year in the same fasﬁz’onf)@ your (ast year in school the exam gets switched with
a battle againsf\fo[a?mort (more info on page 3). We your game piece directly to the courtyard. from the fourglamr
_you need to walk up to the (great Hall where Noldemort awaits, e is the last (6af[enge in the game.

It _you win agaz’nstNo[a@moﬁ the house poz’nts ofj/our team is doubled and the game is over. (@e/ team with the most
poz’nts overall wins (see how to calculate the points, page 4).

house points:

‘_@5 house points are small stones in the four colours of the different houses. E;Eafﬁ team collects their colour in separate
containers (test tuies). ﬁiwg/ time a p[@/er 561‘5 10 or more points the team gets one house poz’nt. CPut a stone in the
(orrespomfz’ng test tube. (jfyou lack these items, use a blackboard/ paper to éeep score on both teams)

Prefect: (recommended but optional)

()(gpoz'nt a prefm‘ to lead each team. @ zfe[egate tasks and makes sure everyone on their team Eets to parﬁ(zpate and
have a 5005[ time.

prefect can:
> rj\ik a p[gyer on their own team to gz’ve their task or duel to another p[gyer on their team. (@1/5 can on[y be
done betore the card is drawn. (@5 p[gyer that does the task/ duel receives the poz’nts.
> ()Lsé p[gyers on their own team to switch p[a(es on the board at ary time z{urz'ng the game. J\@ Oné/

pfgyers that are currently in the hallway, not in rooms. gixamp[e: "_Pfgyeq{s outside the library, p[gyer ‘B
is on @’m’{j\ﬁer swz’tfﬁz'ng pfa(es(jvs on Peeves and B is outside the fz’ﬁrazy)
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Wf p[gyers  jot down their own points and keeps it secret, even trom their own team mates. (@ is also true for the

prefects. (@S the prefects should be as observant as posszﬂe, t_ryz’nﬂ to make sure everyone Eets points. See ca[cu[ating the
points, page 3.

Spells:

gﬁ/@/one starts the game with a spe[[ cach (green cartﬁ), but can obtain more spe[[s z{un’ng the game, either éy a chance
card Qe[fow) or by z{oz’ng an assignment at the [iﬁraD/. (@ spe[[s are used agaz’nst the other p[gyers in certain situations.
‘-@/use a spe[[you need to jrai a wand from the taﬁe, point it at the person_you wish to ) Jinx and sound the incantation.
ﬁiacﬁ wand can onfy be used _@/ one person z{urz'ng this pen’ozf.

Jou 5ez‘ 5 points cach time  You Use a spe[[

SPC[[; may 56 uset[wﬁen:

° ‘—@/o or more p[gyers meets on the same space.
° r?\yp[yer lands on Feeves.

Rooms:

On the board there are three rooms, outlined in purp[e, with different properties: (@9 [z’ﬁrag/, (@ room of requirements,
and “Defence agaz’nst the dark arts. (@e/ rules for each room are written on the earge of the board.

Sumbiols

‘) Pick a flasheard Glue) Worth 72  poinis, unless otherwise is stateﬂnuméer in the lower rz’g/jt corner tells
Y which book the question is trom. jfyou want you can sort them é/ which books the p[gyers have read.

Pick a duel card GaD and (6(1[[67!56 a p[qyer from a competing team.
(@ winner 5ets as mamy points as Z’m{z'(atezf on tﬁe carzf.

(_Pl'(é a cﬁan[e (d"f@e[[ﬂW) ,Wlt/j l‘ﬁese camrs a@/tﬁz’ng @an 6&})}7671/ ‘.71{)/0” are forcear tfo move 5aféwardfs
_you may not &me a new (/5617!(6 (arc{ even 1'1{)/014 [LIW{OH tﬁl'S gmﬁo[agaz’n.

J! 2: Sfa p[@/er refuses to do a task in the game, either a chance (amf, que[, or a@/tﬁz’ng e[se, tﬁg/ lose 10 points and 1
house point.

w (Itq[[ the dice when ap@yer lands on this space to see where ‘_Q@ .)\@} is at. Place the @t-pz’efe on the
space with the same number as the dice (z'fyou rolled a different number than the one - you landed on, the cat
remains where it is and you are safe). It the cat was afreazfy there however, you get mugﬁz‘Jou can now choose to

pass a turn or get sent to the MraD/ to do an assz’gnment (see the eafqe of the board: (@5 ﬁ'ﬁray)m@er a[reaaj/
stanarl’ng on a numbered cat is not affected cither way.

q,@rl'igf;ﬁ\ @Qw’ny stairs: When a p[@/er lands on a stair tﬁgy roll the dice. 5 the dice shows a number that 5e[ongs fo
M }3 another stair, the stair has moved. (@5 p[gyer gets p[arez[ on the stair with the same number. 5t the dice shows

Torns? the same number as the stair the p[gyer ison, ora ﬁzyﬁer number than any of the stairs, notﬁinﬂ 6appens.



Peeves: Peeves: When a p[gyer (ands on Peeves all the other p[gyers can be Peeves for a while: (_(j‘raﬁ a wand and
throw af(your spe[fs on the unfu(@y p[gyer. IF the p[gyer knows the protection speff (have prevz‘ous[y drawn the Spe[[
card “(Protego") am[, are able to graﬁ a wam{, tﬁgy can use it to defend themselves. I tﬁg defend themselves agaz’nst
one of _your spe[[s, the spe[[ is reflected back on | You. @ on_[y need to use "(Protego" once on each p[gyer. ineg
p[@/er receives five points for each spe[[ used, but can oné/ use each spe[[ once.

“ Dementors: (@ p[gyer is sent to the “Detonw gﬂ/’//fz‘z%fﬁf% wts-room and 3&‘5 a task. See the eafge of the
board. @mpﬁft{ng the task earns you the spe[[ “expea‘o patronum " which protects aﬂaz’nst dementors for the rest
of the game. S someone on your team lands on the same dementor as you the spe[f protects both ol{you.

) r‘)@‘er (omp[etz'ng | your year/ s at @foywan‘s you have to deteat Noldemort, Walk from the @u@arz[ to the
(great pall. @@e one space at a time and answer a question on each one. @rre(t answers lets you move
torward and continue. jﬁyour answer is incorrect, wait untl’{your next turn betore tzyz’ng agaz’n. See how to

ﬁgﬁtr\(o[zfemorf on the eafge of the board.

“Noldemort wins:

Losing against Noldemort is not the end, Vou “dic” and continue as a 5ﬁostJou still move with the dice, but now
_you can move any direction you want, even tﬁrougﬁ walls. But on[y in the 6a[[wgys, not in the roomsL/rVou can no

ﬁmger draw amfs, but [ you earn points éy ﬁmzfz’ng on the same space as other p[gyers and 6iﬂz’ng them with SPE[[SJOLI
can also be cﬁa[[engeaf to duels.

Jou 5(1‘ 5 points every time you use a spe[/. On[y those with “(Protego " can protect themselves.
Jou can pz’ck a new spe[[ card on every roum[, before ro[[z’ng | your dice.

Jou win and vanquz’sﬁf\fo[&mort:
‘_@5 first p[@/er to zﬁ:ﬁzatr\fo[t[emort doubles their teams house poz’nts and ends the game. @unt the stones to find out

how many house poz’nts cach team has.

Calculating points

o Distribute the house points as egua@/ as }Jossiﬁe between the team memfcrs.rqﬁerwamrs each p[ayer sums up
their own points.

o) (@ prefects collects the score cards from their team and finds the card with the lowest score. (@ score, but not
the name, is read aloud. (@5 team with the best (61'56651‘) of the lowest scores 5ets halt of this score as a bonus
for 5reat collaboration (see examp[e on page 4).

o) 9&5)@ each team sums up all the poz’nts trom their p@ers @[us ﬁonus). L@Qﬁlpfy the end sum with 7, then
divide é/ the number of p[gyers on the team to 5et the final score for the team.

“@5 team with the best total score wins.



Fxample:
W)

4 pfgyers
Players points: 145, 130, 89,(60)

145+130+89+60 = 416

424 x 7 = 2968

2968 / 4 = 742

(@Lm B won the game.

(92/2 = 46)
(@m B gets a 46 point bonus.

Toam B:

3 pfgyers
(P@/ers points: 120, 705,

120+105+92+46 = 363

363 x 7 = 2541

2541/ 3 = 847





