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. PRESENTATION OF THE 1ST GAME MODE: A YEAR AT HOGWARTS
1. AIM OF THE GAME

Students from Gryfhindor, Ravenclaw, Hufflepuff, and Slytherin will compete
against each other for the House Cup. The player with the most points at the end
of the year is the winner. You can win points by:

1- Completing missions

2- Passing exams

3- Winning Quidditch matches

4- Drawing Action cards

Play along as your favourite character and relive the whole saga.

The first 10 missions match with Harry Potter’s adventures in the first three
books and films.

The following 10 relive the fourth and fifth books and films.
The last 10 reflect the final two books and three films.
2. CHOOSING THE LENGTH OF GAMEPLAY AND THE GAME MODE

o> > QN QXY

¢ CHOOSE THE LENGTH

OF GAMEPLAY
QUICK GAME CLASSIC GAME LONG GAME
(30 MINUTES) (45/60 MINUTES) (+ 60 MINUTES)

The game ends when a The game ends when a The game ends when a

player has completed at player has completed at
Jleast 2 Missions and has

more than 260 points

player has completed at
least 3 Missions and has

more than 320 points

least one Mission and has
more than 210 points

CHOOSE ONE OF THREE
GAME MODES
UNDERAGE QUALIFIED WIZARD
WIZARD MODE OR TEAM MODE
See pages 8 and 9 See pages 8 and 9 See pages 8 and 9

R W QYD W >

2 - @et past the Dy ki
mug{,ig;mél;s.mmm &
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3. 4WAYS TO WIN HOUSE CUP POINTS

There are 4 ways to earn points during your school year:

1- Completing missions: : At the start of the game you will receive 5 Mission
cards. You can earn between 40 and 300 points when you complete these missions,

depending on their difficulty level. Don’t show them to other players.

To be successful on a mission, you have to win the mission combat by going to
the place indicated on the card with one or more Object tokens that you will find
while wandering in and around Hogwarts.

Spell and Potion cards will help you win combats more easily, but watch out for
Event cards!

In the Qualified Wizard mode, you must obtain the Spell and Potion cards marked

on your Mission cards as well as the Objects tokens.

2- Passing exams: Go to one of the
6 classrooms with the right book

Gaddigg dith Ghouls

to pass exams and earn between 5
and 20 points towards the House

Gileray Lockfart
0 70 1

Cup.

3- Pick up Action cards: These
hold surprises and can make you
win or lose poinst. You may also
find Floo Powder, which you will

need to access Board 2.

4- Winnin
the House Cup. You get 40 points for each match won.

uidditch matches: Win Quidditch matches to gain more points for
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4. UNDERSTANDING THE SQUARES ON THE BOARD d Aditeh Pirch
The Main Board represents the school of Hogwarts as depicted by the Marauder’s Hagri 7 Hut When vou land bm%:t:r r:::ve i:;r;i;bz 1 Summon and
Map. Board 1 represents Diagon Alley, Board 2 represents several other Draw 1 Potion card and challenge the pl:zyer of your choice to Quidditch.

unforgettable places from the saga.
Setting up the 30 Objects tokens:
* At the start of the game, randomly place the 30 Object tokens on squares on the Misson location squares

board with a rosette: 3 If you pass over one of these squares, you
* Place 18 Object tokens on the Main Board, 3 on Board 1 and 9 on Board 2. can stop on it, but your move will end.

1 Spell card If you bave a Portkey token, you can use it to go to Little
Hangleton cemetery and complete your mission if you can
but don't make a game. Come back to the i;itcb at the end of

your turn and di[ﬂTd [})E toren.

These objects are essential for carrying out missions.

* Each square on the board has a pictogram. When you land on one, draw a card
with the same pictogram as the square.

Draw a Potion card.

(keep)

—)

Common rooms
When you land on one of these
squares, either draw a card of your
choice or off er to swap one of your

Objects with another player

Duel

Potion

Spell Action

1t takes three moves to get
to the Hogs Head from
Honeyducks.

When you land on this
square you can enter

the school or go to the
Leak_y Cauldron.

The passageway between the Ministry
of Magic and the Hall of Prophecy

(doesn’t cost you any moves )

From this square, you can get to
Gringotts Wizarding Bank square.
(This doesn’t cost any moves)

Draw a Spell card.
(heep)

To go from the Leaky Cauldron to
Gringotts Wizarding Bank, you need
10 use four moves; four more for Borgin
& Burkes or Ollivanders.

Dumbledore’s office
Draw 2 Spell cards.

Draw an Action card.

( Its eff ects apply immediately)
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Draw an Event card and resolve Draw a Book card.

it immediately.

Iss eff ects apply 1o all players.

Draw a Duel card and combat the
character on the card. Win a Spell,
Potion and Book card if victorious.

If you only have 1 LP lg eft, you lose
the combat and must discard 3 cards
of your choice. If you bave fewer than
3 cards remaining, you must discard

all of them.

Secret Passage under the Whompin,
Willow leading to the Shrieking S| ac]f
(No additional moves are needed
from this square)
( Both directions)

LP squares

When you land on one of these square,
gain the indicated number of LP

Draw 2 Book card. >

Secret Passage in the Room of Requirement leading
1o Hog’s Head.

(NO additional moves are neededfrom f})iS sguare.)

(Botb directions) £
140
4 "~ Lﬁ
~a The Classrooms Lgra
~When you land on Spell, Transfi guration, or Defence against the Dark Arts lesson squares, £ 44
, draw a Spell card. S
Snapes Oﬁ ce ~When you land on Potions, Herbology or Care lesson squares, draw 2 Potion cards. t'fD‘
Draw 2 Potion cards. ~~If you already have one or more Book cards, you can stop on the matching classroom square [ Lﬁ
to collect points towards the House Cup and also draw the card indicated / for that class Spell MY
or Potion ). i oudat
The walls and the squares on the board:
i3
¥ brough 1 4y
The Castle Towers ou cannot pass through the . v
interior and exterior castle walls. ey
There are 18 towers. If you pass over one of TJJP
W these towers, you can stop on it and your move jw{

| will end. You can, however, use a Floo Powder ) ‘LI
token 1o go to one of the 7 locations on Board 2 £ 440
(except the cemetery ). kv
Go to the place of Jyour choice, collect the et

object(s) present, and carry out your mission oI
if you can. At the end of your turn, you must el
g0 back to the tower from which you left and -

discard your Floo Powder token. o,
R FRY
- You can move on to the nexts "% a“
A Secret Passage bebind the one-eyed quare when there _are little
Each of the bridges around the witch leafling fo Honeydukes.ty footsteps or a double bar. g -ﬁs

board count as only one square. 4 ) od i
n extra move is required from the

Hospital Wing. * The square where Great Hall is written cannot be accessed. The adjacent squares are part of the Great Hall. w Rﬁ
(Both directions) Ty

wrafo n - ! _p Pi :a. 7. o
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IIl. HOW TO PLAY:
1. SETTING UP THE GAME
A- Choose the length of gameplay and game mode

B- Shuffle each deck of cards separately and place them around the board, except
for the combat deck.

C- Each player chooses a Player file and takes:
* 1 Floo Powder token (2 in Underage Wizard mode )
* 1 Portkey token

* The number of life point tokens (LP), Book, Spell and Potion cards indicated
by their Player cards.

Death Eaters cannot be chosen, as they can only be used in Qualified Wizard and
Team modes. ( See page 1 0)

D- At the start of the game, randomly place the 30 Object tokens face up on the
squares with a rosette: sk

Place 18 Object tokens on the Main Board, 3 on Board 1 and 9 on Board 2. @

You will need these Objects to carry out your missions.

E- Each player places their pawn on the Start square at the entrance to Hogwarts,
and then receives 5 random Mission cards, (or 3 Mission cards if there are more

o The number of dice you roll when

you attackyour enenty.

than 6 players).
2. THE PLAYER FILE

o Resistance to attacks: the result on

the dice has to be equal to or above this

number to make you lose 1 LP.

o Your special ability
during combat.

Nurper of

attac

ce is lowered 1 ‘ $eull

- ( C: ’s rest stan
. , \Qur 0}‘PQ“L1\t S resis
. nd . : e
Draw 2 spells instead of 1 when you la e agpint R
re
ona spell squa

o Your special ability

during your moves.

Potion
cards

o Cards to draw at
the start of the game.

e Place your House Points bere.

o Object tokens go bere. (you

o Place your life points bere. For example,
Harry Potter starts with 7 LP,

can have a maximum of 6.)

Your character will improve during the game with the cards and life points he will find on several squares of the game such as the Infirmary square.
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3. TAKING A TURN

At the start of the game, choose a game mode to play: Underage Wizard, Qualified
Wizard, Team mode, or Solo mode (Sec page 14).

The youngest player starts. They roll 2 dice and move as many spaces as the total
result rolled, in the direction of their choice. If they land on a Spell @ ,Potion
Book or Action square@ , they draw a card from the appropriate deck that
they keep during the game.

If they land on an Event square , they draw an Event card and immediately
apply its effects. These cards affect all players.

Other squares on the board include:

- Duel sguares: Draw a Duel card and enter combat with the student on the
card. If you win, draw 1 Spell, 1 Potion and 1 Book card. If you are reduced to 1 LP,

you lose the duel and must discard 3 cards of your choice.

- Object sguares%%: If a player passes over a square with an Object token, they
can pick it up and continue their move. Each player can pick up a maximum of 2
objects per turn (and can have a maximum of 6 on his character file). If there are
no objects left on a square, nothing happens.

- The Castle Towers.: If a player passes a castle tower, they may end their
movement there. These towers allow you to travel to one of the locations on Board
2 using a Floo Powder token. Once you have arrived at one of the locations on
Board 2, collect any Object tokens, carry out your mission if possible, then return
to the castle tower from which you arrived. The Cemetery is the only Board 2
location not accessible in this way; it is instead accessible via the Quidditch Pitch

with a Portkey token. (See the Castle Towers on page 5.)

- Classroom Squares: Go to the right classroom with the right Book card to earn
the points shown on the card. (See the Castle Towers on page 5.)

- The Mission location square shown on your Mission card: Go to this square to

complete your mission. If playing in Underage Wizard mode, make sure you have
the objects marked on the card. If playing in Qualified Wizard or Team Mode, you
will also need the spells and potions indicated. Win the combat to complete your
mission and earn the House Cup points (See page 8.)

- LP square: Gain the number of LP indicated when you stop here.

Other special squares on the board:

1) The Common Rooms’ . . .: draw 1 card Action, Livre, Potion or
Spell or offer to do an object swap with another player (he can refuse the swap).

2) Dumbledore’s Office: draw 2 Spell cards.
3) Hagrid’s Hut: draw 1 Potion card and 1 Spell card.

4) Snape’s Restricted Section: draw 2 Potion cards.

5) Library Restricted Section: draw 1 Book cards.
6) Quidditch Pitch: summon and challenge the player of your choice.

4. THE GOLDEN RULES DURING MOVES
When you cross the path of another player during a move, you must stop to fight
them. (See page 9.) The same rule applies if you cross a Death Eater in the 2nd and

3rd game modes.

You may not enter the same square twice during one turn of movement. If you
wish to double back on yourself, you will need to wait for your next turn.

During your turn, you must collect the objects on the board indicated by your
Mission card (see page 8, Carrying out your mission. )

You may choose to stop in the following three situations

1) You may stop on a particular location to attempt to carry out a mission, in
which case your move ends on that square.

2) You may stop on one of the 18 castle towers (see earlier on page 7), in which
case your move ends on that square.

3) When moving on your turn, you must move the exact number of squares as you
rolled on the dice. The only exceptions to this rule are the two cited above.

6. EXAMPLE OF A MOVE

The end of your turn:

Once your move has ended and actions have been carried out accordingly, the
player to your right can start their turn by rolling the dice.

6. THE 30 OBJECT TOKENS
The 30 Object tokens:

These Objects are essential for carrying out your missions in the Underage Wizard,
Qualified Wizard and Team modes or Solo mode. Once they have been used for a

mission, place them on any square on Board 2.
P Y sq

The 6 Special Object tokens:
\ » Elder Wand:

+1 attack dice during acombat

’ » Resurrection Stone:

+6 PV lors du combat
=

Invisibility Cloak:
Flee a combat by S squares

Disposable tokens (either for missions or during your turn). Once used, place

them on one of the 3 rosettes on Diagon Alley.

» Epée de Gryffondor :
+1 attack dice during a combat

» Retourneur de temps :

Take another turn

E » Buck : Go to a square on

board 1 or 2 then return

s

ety

[ ]

:
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[1l. HOW TO EARN POINTS AND WIN THE HOUSE CUP IN EACH GAME MODE:

There are 4 ways to earn points during your year at Hogwarts (Missions cards,
Action cards, Book cards and winning a Quidditch match). Only the completion
of the missions differs depending on the game mode.

1. CARRY OUT MISSIONS

There are 30 different Mission cards. These are your primary way to try to win
the House Cup as they offer the most points. - You may earn 40 to 300 points per
mission depending on how difficult it is.

* You will receive 5§ Mission cards at the start of the game, or 3 if there are more
than 6 players. Do not show them to the other players.

A. THE UNDERAGE WIZARD MODE

This game mode is the beginners mode, To carry out your mission, you must:

1. Collect the Object tokens on the board, indicated by your Mission card.
You will find them in and around Hogwarts. All you have to do is pass a square
containing an object to collect it.

2.Go to the location indicated by your Mission card with the required objects.

3.Win the mission combat against the opponent indicated by your Mission
card.

For example, for Mission 6 take Combat card 6. They are numbered from 1 to
30 like the Mission cards. Each character on the Combat cards has a number of
LP and a Magical Resistance level. They also get one attack per turn (see the text
in the middle of the card). In order to win the combat and claim the House Cup
points indicated by your Mission card, you must reduce your opponent to O LP,

and have at least 1 LP left yourself.

When facing enemies on Combat and Duel cards, you may use up to 5 Spell and
Potion cards in total.

B. QUALIFIED WIZARD MODE

This is the expert game mode.

1. To complete your mission, you must find the Object tokens indicated on the
Mission card. You must then go to the location shown and win your combat to
earn your points, just as in Underage Wizard mode, but that’s not all.

2.You must also find the Spell and Potion cards indicated on your Mission
card, before going to the location shown, so you can use them against your enemy
during combat.

You will also need to take part in at least 1 Quidditch match to finish the game in
Qualified Wizard mode.

C. TEAM MODE

Either all players play together in a single team or divide players into teams of 2
or 3 players each.

To carry out a mission, all players of a given team must reach the location indicated
on the Mission card. The team must have the required Object, Spell and Potion
cards, then win the combat together to earn the House Cup Points. (See page 11.)

Players already present on the location have to wait for the others.
D. SOLO MODE

You can play alone against the game following the rule for Undarage or Qualified
Wizard..

No matter which game mode you choose, if you have no LP left the game ends
there and you lose.

If you successfully complete your mission: You earn the House Cup points
indicated by your Mission card. Place the Object tokens back on Board 2. You

may place them on any square, even squares already containing objects. Return the
cards you used to the bottom of their respective decks.

If you lose the combat however, and your mission is unsuccessful: you return to
the Leaky Cauldron (except in solo mode). Return all of your Potion and Spell
cards to the bottom of their respective decks. Collect 6 LP. Keep your Object,
Floo Powder and Portkey tokens. You are advised to prepare well before entering

a combat.

" 6 - Destro the .lst'ibuttrtix:'
Tom Riddle's diary 2

GO TO THE
CHAMBER OF
SECRETS

TOM RIDDLE’S DIARY HAS WROUGHT HAVOC AT
HOGWARTS

e Y

TAKE THE COMBAT CARD:
TOM RIDDLE (QLP)

. GE WIZARD
COLLECT THE FOLLOWING TOKENS:

o[l )

® QUALIFIED WIZARD OR TEAM MODE
FIND THE ABOVE TOKENS, TWO ATTACK
SPELLS, AND THE POLYJUICE POTION CARD




2. PASS EXAMS WITH BOOK CARDS

You start the game with a number of Book cards indicated by your player file, but
you will also draw a new one each time you end your move on a Book square. Of
the six classrooms on the board, you must then get to the one which matches your
Book card to pass the exam and earn the points indicated.

You can earn between 5 and 10 House Cup points.

Don'’t forget that when you go to a classroom, you also draw a card. (See classrooms
on page 5.)
3. THE ACTION CARDS

These must be played immediately, except for Floo Powder cards. Most Actions
will cause you to gain or lose House Cup points. Floo Powder enables you to
transport to spaces on Board 2 from any of the 18 castle towers. If you have no
Floo Powder tokens left, you will need to draw Action cards to try to find more.
After you use Floo Powder, return the card to the bottom of the deck and discard
a Floo Powder token.

4. WIN A QUIDDITCH MATCH

The rules are the same in all game modes for Quidditch matches.

You can win more House Cup points by playing them. To play, go to the Quidditch
pitch and challenge another player.

The match is split into 2 rounds:

Round 1: One team must score 2 goals with the Quaffle. For each goal, you win 1
Quidditch card to help you in round 2.

Round 2 : The seeker on each team must try and catch the Golden Snitch. The
first to catch it earns 40 House Cup points and wins the match. (See pages 12 - 13).

YOUR SEEKER MOVES
FORWARDS 2 EXTRA
. SQUARES

5. THE OTHER CARDS IN PLAY
A. THE POTION CARDS

These can be used in 2 ways:

* Certain Potion cards are required to complete missions in Qualified Wizard or
Team mode. After you use one against the enemy indicated by the Potion card,
place it on the bottom of the Potion deck.

* You may also use them at any time during a duel. Defence Potion cards cancel
attacks or allow you to gain life points (LP). Attack Potion cards allow you to
reduce your enemy’s LP. (See combats and duels on pages 10 and 11)

In Qualified Wizard mode you can use these cards in combat against other players.

B. THE SPELL CARDS

These can be used in 3 ways:

* Certain Spell cards are required to carry out missions in Qualified Wizard or
Team mode. To use one, say the incantation, apply its effects against the enemy
indicated on the card, then place it on the bottom of the Spell deck.

* Spell cards can also be used at any time during a duel. Say the incantation, then
apply its effects. Defence Spells can cancel an attack or gain you LP, while Attack
Spells can reduce your enemy’s LP ( see combat and duels on pages 10 and 1 7).

Take note: In Qualified Wizard mode, some Spell and Potion cards allow you to
choose a card from their respective decks. These cards are rare. You can play them
during a combat, but they can also help you to collect the Potions and Spells
required for your missions.

* Some cards, such as Accio, Alohomora and Obliviate, can be used at the start
of your turn.

In Qualified Wizard mode, you can use them against another player.

C. THEDUEL CARDS

In all the game modes, characters on duel cards have a

number of LP and a Magical Resistance. They get one | ﬁ
attack per turn, as detailed on the card. Reduce your [ .

Vigeegt Crabbe

opponent to O LP to claim your reward: draw 1 Potion
card, 1 Spell card and 1 Book card. If you are reduced to
1 LP, you lose the duel. If this happens, you must place
3 cards of your choice on the bottom of their respective
decks. If you draw a Duel card for the character as whom
you are playing, discard it and draw another.

D. THE EVENT CARDS

In all game modes, Event cards have bonus effects that
affect all players. For example, you may find Floo Powder
or Portkey tokens in this deck. When you land on an
Event square, draw an Event card and immediately read
and apply the effects described. If the event transports
all players to one location, each player will begin their
next turn from that location.
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IV. THE COMBATS:

There are 4 types of combats in the game:
1. COMBATS AGAINST OTHER PLAYERS
A. UNDERAGE WIZARD MODE

In Underage Wizard mode you must combat the other player when you land on
the same square as them. If there are already 2 players on the same square, play
against the player of your choice. Take it in turns to roll the die.

The first player to make their opponent lose 2 LP can steal an Object, Portkey,
Floo Powder token or a face-down card from the loser.

You cannot use a Spell or Potion card against another student in Underage Wizard
mode.

Combat against another player in Underage Wizard mode:

When two players enter into combat, the last to land on the square is considered
the attacker. The attacker rolls one attack die, and the defender rolls one defence
die. The player with the highest result removes 1 LP from their opponent. Roll

again if you roll the same number.

The combat ends when one player has lost 2 LP. The winner can steal an Object,

Portkey, Floo Powder token or a facedown card from the loser.

B. QUALIFIED WIZARD MODE

In Qualified Wizard mode, you can roll your attack dice or use a Spell or Potion
card. The loser is the first player to be reduced to 1 LP.

Each player may use a maximum of 1 Potion and 1 Spell card per combat. The
winner may take either 2 Objects, a Portkey, a Floo Powder token or 2 facedown
cards from the loser.

The 2 players cannot attack each other again for two turns in any of the modes.
If they cross paths again in that time, they ignore each other and continue their

move.

C. TEAM MODE AND SOLO MODE

You cannot enter combat with a player who is on the same team as you.

If you cross paths with a player from another team the rules apply as for the
Qualified Wizard mode.

If you are playing alone you can neither attack another player nor the 6 Deatheaters
from the Qualified Wizard Mode.

2. COMBATS WITH DEATHEATERS (QUALIFIED WIZARD AND TEAM MODES)

At the start of the game, a player places the 6 Deatheater tokens on any of the
castle towers, where they will remain for the whole game.

If you cross a Deatheater token in the castle, the player to your right plays as
that Deatheater, take one of the available Deatheater files (those which are not
designated as Mission Objects on the file), collect the spells and potions indicated
by the file, and combat the player whose turn it is. The player attacks first, then
the Deatheater, who can also use their cards. The first to have no LP left is the
loser, he'll have to go back to the Leaky Cauldron. Return all of his Spells and
Potions cards to the bottom of their respective deck. Take back 6 LP, keep his
Object tokens, Floo Powder and Portkey tokens.

Every Deatheater you defeat earns you 20 House Cup points. Discard the
Deatheater token once defeated.

3. COMBATS AGAINST DUEL CARDS
In Underage Wizard mode, Qualified Wizard mode, Team mode and Solo mode,

you draw a student card and enter combat with that student when you land on a
Duel square. If you draw your own character, put it to the bottom of the deck and
draw another instead.

There are 2 ways to combat your opponent:

Resistance: Each Wizard has a special ability to counter spells cast against them,
their Magical Resistance. This ability is numbered from 2 to 5. Each die result
which is equal to or above the character’s Magical Resistance makes them lose

1LP.
* Your attack dice

Each player has 3 or 4 attack dice, depending on which character they chose at the

start of the game. You use them to attack your opponents and make them lose LP.

For example, Harry Potter has 4 attack dice. Each dice result which is equal to
your enemy’s resistance, or above it, makes them lose 1 LP.

* Your Spell and Potion cards

You can use attack cards instead of your attack dice. Once you have applied the
Potion or Spell Attack, reduce the number of LP on the Duel card you are in
combat with accordingly.

Attack cards allow you to make your opponent lose LP, whereas Defence cards
allow you to protect yourself from your opponent’s attacks and gain life points.
The enemy misses their turn when you use Defence cards, so you can follow up
with another dice attack or card attack.

If you only have one LP left, you have lost the fight, so discard 3 cards of your

choice or all your cards if you have less than 3.

Then return the Duel card to the bottom of its deck and the discarded cards back
to their respective deck in case of failure once the fight is over.

Use Spell and Potion cards at any time during a combat to make your enemy lose

LP faster.
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4. COMBATS TO COMPLETE MISSIONS

When you go to a location to carry out a mission with your Object tokens in
Underage Wizard mode, and the additional Spells and Potions required in
Qualified Wizard mode, you must take the Combat card which matches your
Mission card. For example if you are doing Mission 6 you must take Combat card

6. They are numbered from 1 to 30 like the Mission cards.

Each Combat card character has a number of LP and a Magical Resistance. They
also have one attack per turn which is written in the middle of the card.

You must make them lose all their LP and have at least 1 LP left yourself to win
the combat and earn the House Cup points indicated by your Mission card.

I- Reveal the combat card for your mission and check whether it is you who
attacks first, or your enemy.

2- To attack your enemy

Attack: In all game modes, the same rules apply for both Mission and Duel
combats. For each round of attacks, you can use a Defence card followed by an
Attack Potion or Attack Spell card, or a dice attack. For the latter, roll the number
of attack dice indicated by your player file. You make your opponent lose 1 LP
for every dice result which is equal to their Magical Resistance or above it. (Their
resistance is indicated by their player file or the combat card).

D. EXAMPLE OF A COMBAT TO COMPLETE YOUR MISSION

If you have Mission 6 and are in the Chamber of Secrets with all of the cards and
tokens indicated on the Mission card, draw Combat card 6 - Tom Riddle - and

confront him.

Tom Riddle has 9 LP and a Magical Resistance of 5. His special ability will cause
you to lose 2 LP once it is revealed and 3 LP after each time you roll the dice to
attack him or use an Attack Spell or Attack Potion. You remove 1 LP from him for
every 5 or 6 that you roll, and more damage can be dealt by using Potion or Spell
cards at any time during the combat.

b
11

~ | Take it in turns to attack, and use the special abilities indicated by your Player files .:dé

_ for each attack. The first to have no LP left loses the combat. ' i
"u‘l Be aware: When your opponent is reduced to O LP, they still use their special igfﬂl
( “ | ability one last time before being placed on the bottom of the deck. r M
W t | During combat, they use their special ability after each roll of the dice, or after an _ﬂﬂ
.| Attack Potion or Attack Spell is used. .J.aif;]
"% | However, special abilities are not triggered by the use of a Defence Potion or  Fast resolution of combat: Pt
" Defence Spell. Potions and Spells are more reliable ways to reduce opponents’ LP than attack dice b ]
A. UNDERAGE WIZARD MODE so it can be quicker to rely on them. However, in this example, remember that Tom o
g In Underage Wizard mode, you can use up to 5 Potion or Spell cards in total when ~ Riddle is immune to Spells. heed

you enter into combat with an enemy on a Combat card.

B. QUALIFIED WIZARD MODE
In Qualified Wizard mode, you can use up to 3 Potion or Spell cards in total when
you enter into combat with an enemy on a Combat card.

C. TEAM MODE OR SOLO MODE
When you combat the character on your Mission card as a team, you must
multiply your enemy’s LP by the number of players (when there are 4 players,
Tom Riddle has 36 LP). Each player takes it in turns to attack and to suffer their
opponent’s special ability after each attack. You can use a maximum of 2 Spell or
Potion cards per player.
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'_ V. PLAYING A QUIDDITCH MATCH

You can have a Quidditch match on the mini board by going to the Quidditch pitch. Challenge a player by bringing
their pawn onto the pitch.

e After the match the player will go back to the square they were on before.
1. AIM OF THE GAME
To win, be the first player to catch the Golden Snitch.

2. SETTING UP THE MATCH
1- Choose your team from the 4 houses of Hogwarts (Gryffindor, Ravenclaw, Hufflepuff and Slytherin).

2- Set up your pawns as follows:

B | The seekers on the start line (1), the keeper on one of the 3 squares in the shooting zone (2), the 2 beaters on the
line (3), and the 3 chasers on the two next lines (4). Position the Quaffle in the middle of the pitch and a Bludger

on each side.

- 3. TOPLAY
Each player rolls two dice; whoever rolls the highest total starts the match. There are two rounds per match:

A. ROUND 1: SCORE TWO GOALS
You must score two goals with the Quaffle in order to proceed to Round 2

Each goal scored allows you to draw a Quidditch card which will enable you to catch the golden snitch more quickly.

At the beginning of your turn, roll 2 dice; the total result is the number of actions that you can carry out this turn.
The actions which are possible are:

- Moves: Every movement from square to square on the pitch counts as one action. Move the players along the white

dotted lines. Keepers may not leave their shooting zone. If a Chaser moves into a space which contains the Quaffle,
they may pick it up without costing an action; the same goes for Beaters picking up Bludgers.

- The Beaters: Each team has 2 Beaters, whose job is to use Bludgers to eliminate opposing players. If they move into
a square with a Bludger they can throw it in a straight line at a Keeper, Beater or Chaser. It costs no actions to throw

the Bludger, however, the Beater rolls a die to determine how many spaces forward the Bludger can be thrown. The
attacked player must roll a die to dodge the Bludger; if they do not roll a 4 or above, they are eliminated from the
match. If a Chaser who is hit by a Bludger and eliminated was holding the Quaffle, the Quaffle is dropped in that
square. Beaters can try to eliminate the opposing Keeper to make it easy to score goals, or to eliminate opposing
Chasers so that none of the opposing team can pick up the Quaffle, allowing them to win Round 1 by default.

- The Chasers: Each team has 3 Chasers, whose job is to use the Quaffle to score goals. A Chaser holding the Quaffle
can use an action to throw it one space along the dotted lines. A Chaser can steal the Quaffle from an opposing Chaser
by moving onto their square. It costs one action to take the Quaffle. The Chaser can then continue onto an adjacent
empty square. This is the only situation in which a player can move onto the same square as an opponent, otherwise,
they must plan their moves to get around the opposition. Chasers must reach line (3) on the opposition’s side of the
pitch to try to score a goal. Chasers cannot move onto the Keeper’s 3 squares (2).

- Scoring a goal: If your Chaser has the Quaffle and is on a square on line (3), roll a die. The opposing Keeper can try
to stop the shot by rolling their own die. If your Chaser rolls a higher number than the Keeper, you score a goal and
.| draw a Quidditch card, which will be useful in Round 2. No matter the outcome of the shot, the Quaffle is always
— given to the defending keeper after a shot. If the defending Keeper is eliminated by a Bludger, the defending team

grers places the Quaffle on any square on line (3) in front of their goal. After one player has scored a second goal, round 2
begins: the race for the Golden Snitch.
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B. ROUND 2: THE RACE FOR THE GOLDEN SNITCH

Both players place their seekers on the Start square (1). The first player to complete
a full lap around the pitch wins the game and 40 points towards the House Cup.
Each player may use a maximum of 1 Quidditch card per turn. These cards give
you an advantage to catch the Golden Snitch more quickly. The winner of Round
1 takes the first turn, rolling 2 dice.

4. EXAMPLE OF A QUIDDITCH MATCH
Set up the match as described on page 12.

Round I: The Gryffindor player rolls the dice getting 4 and 6, which allows them
10 actions for their turn: They move their first chaser forwards (CGI) to pick up
the Quaffle in the centre (1 action), then move forwards 4 squares (4 actions) to
arrive on line (3) and shoot (6th action).

To shoot, they roll a die and get a 4. The Slytherin Keeper (KS) rolls a §, so no
goal is scored.

The Gryflindor player still has 4 actions left. Their beater (BGI) moves forwards
a square (7th action) to the Bludger (BL), rolls the dice and gets a 3, the Bludger
is thrown 3 squares at a Slytherin chaser (CS2). The Chaser rolls a 2, which is not

enough to prevent their elimination; they leave the pitch.
g p ) p

With Gryffindor’s 3 remaining actions, they move a second Chase (CG2) forward

3 squares.

The Slytherin player now takes their turn. They roll a § and 6 so have 11 actions
available to them this turn. Their Chaser (CSI) moves back 1 square (1 action),
then the Keeper passes them the Quaffle for a 2nd action. (CSI) moves forwards 8
squares (actions 3 through 10) and arrives on the opponent’s line (3), then shoots
(11th action) and gets a 5. Gryfhindor’s keeper (KG) gets 3. Slytherin scores, and
draws a Quidditch card!

In subsequent turns, the situation turns around as Gryfhndor scores 2 goals and

draws 2 Quidditch cards. The Gryffindor player thus wins Round 1.

Round 2: As the winner of Round 1, Gryffindor has the first chance to roll 2
dice. A result of 8 allows them to move their Seeker forwards 8 squares. They
also play their Firebolt Acceleration card to move forwards 4 more squares. The
Slytherin player rolls a 12 and moves forward that many squares, before playing a
Wronski Feint card to roll an extra die, which takes them forwards 5 more squares.
Gryffindor’s next roll is a 2 and a 4, taking them forwards by 6, and they play a
Confundus Charm card to force the opposing Seeker back by 3 squares. Slytherin’s
next roll is 5 and §, allowing them to move forward 10 squares, complete a full lap
of the pitch and catch the Golden Snitch to win the game! The Slytherin player
thus wins 40 House Points.
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V. THE SECOND GAME MODE: VOLDEMORT RETURNS

THIS GAME MODE CAN BE PLAYED WITH 2-TO-4 PLAYERS. MISSION,
BOOK, DUEL, EVENT AND ACTION CARDS ARE NOT USED. IN THIS
MODE, YOU CANNOT ENTER INTO COMBAT BEFORE VOLDEMORT
RETURNS.

1. SETTING UP THE GAME

One player must play as Peter Pettigrew, take his Player card and pawn, and collect
the LP and cards indicated on his Player card.

The others must choose between the heroes Harry Potter, Ron Weasley and
Hermione Granger, taking the cards and LP indicated for each character as well as

1 Floo Powder and 1 Portkey token each.
Take the tokens: Tom Riddle’s diary, Marvolo Gaunt’s ring, the Hufflepuff Cup,

Slytherin’s Locket, Ravenclaw’s Diadem and Nagini, placing them as follows:

=) M) In Dumbledore’s Office

On Diagon Alley at
Flourish and Bott

w4

\ - » At Gringotts Wizarding At the Ministry of
Bank Magic
10 theRoogs of m In the Clock Tower

Requirement

Then take the tokens: Cauldron, Bone of the Father, Wormtail's Hand, Harry
Potter, Basilisk’s Fang and Sword of Gryfhndor tokens and place them randomly

on chosen squares showing a rosette.

@) ) E) I

The two remaining tokens: the Elder Wand and the Resurrection Stone, will be

used when Voldemort Returns, after Pettigrew has carried out his mission at the

PLAYERS CANNOT COLLECT TOKENS WHICH BELONG TO THE
OTHER SIDE

Cemetery.

=

Take note: In the 3rd game mode, Voldemort Returns, you only combat the
Deatheaters. There are no combats when you land on Duel squares and there are
no Missions to complete.

2. RAIM OF THE GAME

To win, Peter Pettigrow must:

1. Collect the following tokens: the Cauldron, Bone of the Father, Harry Potter
and Wormtail’s Hand.

2. Go to the Cemetery on Board 2 via the Quidditch Pitch in order to make

Lord Voldemort return. He doesn't need a Portkey.

3. Once Voldemort Returns he replaces Peter Pettigrow. You should now swap
the Peter Pettigrew pawn and player file with Voldemort’s, and place 6 Deatheater
pawns on the castle towers, taking their Player files plus the LP, Spells and Potions

indicated on those files.

Voldemort controls the Deatheaters. He moves them when it is his turn by
rolling a die for each Deatheater and applying their special ability as indicated
by each player file. When they cross paths with another player they enter into

combat.

4, When Lord Voldemort returns, he places the Resurrection Stone in any
location on the Board (not Board 2). Harry Potter does the same with the Elder
‘Wand.

5. Lord Voldemort must win the final combat against Harry Potter with 1 dice
roll.

For Harry Potter and his friends to win, they must:
1. Find the Basilisk’s Fang or the Sword of Gryffindor.

2. Go to the 6 squares containing the Horcruxes and destroy them by rolling a

higher number on the dice than the Peter Pettigrew/Lord Voldemort player.

Each time a Horcrux is destroyed, take 1 LP away from Voldemort. If your roll
fails to destroy the Horcrux, you will have to try again next turn instead of making

a move.
Once all 6 Horcrux tokens have been destroyed, Voldemort will only have 1 LP
remaining.

3. Find the Resurrection Stone.

4. Harry must then attempt to defeat Voldemort in a duel, with 1 dice roll.
3. START OF THE GAME

All of the players must place their pawns on the Start square at the entrance to
Hogwarts. Peter Pettigrow begins the game by rolling a die and moving forwards

as many squares in any direction. Harry, Ron and Hermione can roll 2 dice each.

Once the Peter Pettigrow player has completed their move and actions, the player

to their right takes their turn.
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4. VOLDEMORT RETURNS
When Voldemort returns, he places the Resurrection Stone token anywhere he
likes on the Board, and Harry Potter places the Elderberry Wand token anywhere
he likes on the Board. Harry Potter must find the Resurrection Stone and
Voldemort must find the Elderberry wand. They must then cross paths and fight
for victory. The game ends after this final combat. Only Harry Potter can enter
into combat with Voldemort and vice versa. The team must protect Harry Potter

from the 6 Deatheater pawns.

* If one of the teams does not have their Resurrection Stone or Elderberry wand

token when Lord Voldemort and Harry Potter meet, they lose the game.

* If Voldemort has his Elderberry wand token and crosses Harry Potter before all

of the Horcruxes have been destroyed, he automatically wins the game.

* If both players have collected their respective tokens and the 6 Horcruxes have
been destroyed, they enter into teh final combat. The one who gets the highest

score wins the game.

5. THE COMBATS
A. ATTACK
Roll the number of attack dice shown on your player file and compare it to your
opponent’s Resistance to attacks. The table below shows the required rolls to beat

each level of Resistance to attacks:

Resistance to attacks Required result to beat your opponent
2 23456
3 3456
4 456
5 56

B. DEFENCE

If a combatant is dealt damage by an attack die, they can take the dice which

damaged them and roll them to try to dodge the attack. If their result is:
[1]-[2] : the defender loses 2 LP

[3]-[4]-[5] : the defender loses 1 LP

[6] : the attacker loses 1 LP

Use your Spell and Potion cards at any time during the combat to make your

enemy lose LP faster.

The same rules apply for the Quahﬁed Wizard mode.

C. GOLDEN RULES FOR THE SECOND GAME MODE

- AS IN QUALIFIED WIZARD MODE, EACH PLAYER CAN USE A
MAXIMUM OF 3 CARDS PER COMBAT (COUNTING BOTH POTION
AND SPELL CARDS).

- YOU CAN OPTIONALLY USE THIS COMBAT SYSTEM BETWEEN
PLAYERS IN QUALIFIED WIZARD MODE.

- IF RON HERMIONE OR HARRY LOSES A COMBAT AGAINST A
DEATHEATER THEY MUST RETURN TO THE START SQUARE WITH
1LP

- WHEN A DEATHEATER LOSES A COMBAT THEY ARE REMOVED . .
FROM THE GAME - ddi
- LORD VOLDEMORT CAN ONLY COMBAT HARRY POTTER '
- IF YOU LOSE A COMBAT AGAINST A DEATHEATER IN THIS GAME
MODE, YOU CAN FIGHT THE SAME ONE AGAIN ON YOUR NEXT

TURN - WHEN DEATH EATERS LAND ON SPELL OR POTION SQUARES,
THEY DRAW THE CORRESPONDING CARDS.

-IFLORD VOLDEMORT LANDS ON +LP SQUARES, HE IGNORES THEIR
EFFECTS.
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CONTENU DU JEU

* 1 Main Board * 3 Extension Boards *® 210 cards (Action, Combat, Duel, Events, Book, Potion, Quidditch, Spell)
* 30 Missions cards ® 30 Object tokens ® 6 Deatheater tokens ® 60 House Cup tokens ® 20 Floo Powder tokens ¢ 10 Portkey tokens
* 70 (LP) tokens ® 15 Player files and 15 pawns ® 5 dice ® 1 storage pouch
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