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INSTRUCTIONS

vk,
*AGES.
Apes 8 andd up

FPLAYERS

2 to b players or teams

FCONTENTS

Game Board

Special Six-Sided Die

Cloth Sorting Hat™

Trivia Box (contains 168 Question Cards)

Colored House Stones (4)

Movers (6)

Charm Cards (50)
Spell Cards (50)

Curse Cards (50)

House/Legend Cards (8)

I'lease remove all ecomponents and compare them
ta the content list, If any items are missing,
please call 1-800-524-TOYS,

AT i ol e

o
*
SET UD

ﬁz}ame Board.
m Cards, Spell Cards and Curse Cards into like piles.

)% :

opr, #

Lo Simffle eachSENEETER
- @ ut House Tokens inta:the Sorting Hat.
-/ @ Place all Movers in the’Entrance Hall, this is the center of the Game B
: . ¢ TRemove:lid from Questions Box. ' o

"OBJECT 7

" Be the first player to coﬂect 6 different Charm Cards by
‘answering Harry Potter trivia questions correctly. Then race to
" yaur Hogwarts™ House and answer a final question correctly to win.

) " ; * 1, ‘,Chgb_sé a Hoixse Stone ;ii'om the‘Sorting Hat to determine your Hogwarts House.

‘2‘;, Player With highesf ﬁ)lll of the die starts the game. In the event of a tie, the player with
a birthday closest ta Harry.Potter's birthday goes first. (Harry's birthday is July 31st)

3. Roll the die. . 1 '

@l_xt of the center, and clockwise afouud the Game Board.

5.1f vou pass.aver or land on a Spell Square, take a Spell Card, If you land on a Category
Square, player to your left picks the top fquestion card and asks you
.. 2 question that corresponds to the Symbol on the board. Take
" .two.Charm Cards for a right answer without the use of
- multiple choice. Take one Charm Carq, if vou need the
- multiple choice to get it right, If in either instance you
- give'a wrong answer, draw one Curse Card.

T 5;;‘1“ouo$v~the directions on the Spell or Curse Card
: .7 and, once played, place back in the bottom of the

approprria;e -deck.

S T Your turn is now over. The player to your left
«. - hegins their turn.

- 8. The Game continues until a player has

: eolected 6 different Charm Cards, races to their
. Hogwarts House and answers one final question
‘eorrectly. . . o




DETER MAINING YOUDR > . P
FOCW AR MOUSE R ® 4,
'A.t the hegiﬁnihg of the game, each player in turn pulls-a colo

In the event you land on an ocoupied space, ~ 57 Sorting Hat. Match the eolor of
proceed to the next open space. f

£ THEBO AR D:

b

v 1"lﬁyern are not permitted to share spaces; with three .exceptions: The
Entrance Hall, Detention Areas and your House Common Room, -

red House Stone from the(
the House Stone with the color of the House, Then put
a House/Legend Card in front of you to identify your Hogwarts House, ‘

: Tut the House stone back into the Hat.
THE ENTR ANCE FLA1I:

E Hall is £ ; If two p-gopla fraw _the same colored House Btone, take that Stone out of
3;1 .1:1’13 ?mf_en 5me5u;;‘:::$ I;h?; ‘ the Sorting Hat until the rest of the players have Houses, No more than
Starting Point and 2 place to trade - two players can share a Hogwarts House, Replace al] the Stones into
in Charm Cards. In the Entrance j the Sorting Hat. :
Hall, you may exchange one of your

Charm Cards for a new Charm Card
from the deck.

¥
W/THE SORTING H A'T:

The Sorting Hat helps to determine your Hogwarts House and is used
in game play to determine whom some Spells and Curses affect,
You may not exit the Entrance Hall the When vou see the words “Select a House” on a card, this refers to

: the Sorting Hat. Select a colored House Stone from the Sorting Hat
THEEN I sngred. and then follow the directions on the Curse or Spell card with
.

_ reference to the chosen House.

& *DETENTION AREAS:

" There are 4 Detention areas: The Sk

Dungeon, the Forbidden Forest, the N

& Hospital Wing and the Trophy Room. X ASKI NG AND

T If you're sent.to a Detention Area, you by L SWER 1 B 1 HE

must remain there until one of three things : E ST O] %

happens: 1) You produce a card, which releases you ; Q I N .

from the area. 2) You roll the appropriate die roll, . A
which is indicated on the board. 3) You're ; The player to your left reads the question without
automatically released on your third turn. reading the multiple-choice answers the first time

* the question is read.

-«
CATECORY SPACES ~
Bymbols correspond with categories on the
Question Cards. Symbols are as follows:

You do not need an exact roll to land
on the Entrance Hall,

B S ——

N e ————

SN,

~
e ———

You only get one shot at answering the
question, elther with or withont the multiple-
choice answers. ;

f If yon answer correctly without the
. a Magical Creatures ﬁ Non-magic Folk ;

muitiple-choice take two Charm Cards.
If you aren't sure of the answer, you
4
A “ Places ” Magic
: i'.._k_, y
E ‘ Wizards

can ask to hear thelpultiple-choice
answers. ; ' %.

: ] %Lg
If you answer correctly with the

multiple-choice take one
Charm Card.

In either instance,
if you answer

the fuestion
incorrectly
/N{ * take one
7 w £y ¢ Curse
SPELL :ii:ﬂu:}r—«\

When you pass over or land on a Spell Space.
draw a Spell Card,



Cox

LR

*

TYPIS OF CAR DS

Crlar v CARDY ~ : AR e ;,
These Cards are the Cards yow'll need to win, There are 10 different items on these
Cards; players fleedito collect § different ones, They are: Wizard money,” -~
hodks, broohast , canldrons, owls, wands, trunks, hourglasses,

ipotion bottles Bertie Bott's Every Flavor Beans™,

What happens if you run out of Charm Cards?

In the rare instance that the supply of Charm Cards is
exhausted, select a Charm card from the player with the most.
cards,

R el
SPELL CARDS =
Spell Cards can be good or bad.

All 8pell Cards must be playeid on your turn, before you roli,
with two exceptions:

THE HERMIONE CARD =

This Card is played on another player's turn, just after
the question is read. The Hermione Card requires a bit
of explanation: If you have one and think your
opponent doesn’'t know the answer to the question

being asked of them (but vou da), hold your card up into
the air and shout “Hermione” before the answering player has - o
the opportunity to answer or hear the multiple-choice, That player-is then

forced to answer the question without the use of the multiple-choice answers, If . = "

the player gives the correct answer, he orgghe takes two Charm Cards, and ‘you
hold onto your Hermione Card for la e IT however the player gives an -
incorreet answer, he or she must take "aiﬁ'r'ae_b(‘,ard and must play it -
immediately. Then it's your turn to answer the question, again without the . .
mnltiple-choice answers. If you are right take two Charm Cards, If youare .
wrong, take a Curse Card. Either way, return the Hermione Card back to the. .
deck after use, i Al A ) b

There can be as many Hermione challenges as there are players that hold the =

Cards and call “Hermione.” But only the first player to call “Hermione” gets to - .

play their Card. There is no Multiple Choice for anyone when the Hermione Card: - -
is played. ot e 2 TR Y

Play then continues to the left of the original answering player.
You can use the Hermione card at the end of the game when you areinydux_';, f Y
House in order to answer a final question and win the game. -

COUNTER SPELL CARDS RO S
These are played just after someone. fires a-Spell
or a Curse at you, thereby deflecting that -
Spell or Curse, It's a defensive card, use it
wisely, G L &
. 2
CURSE CALRLDS = .
Take one of these if you give ;

an incarrect answer. All

Curse Cards are play)

immediately.

2
Al

THE COLDEN RULE

S

¥ The first: layérdo enter their'houss with 6 different Charm Cards and answer a final

*question, without the nse.of multiple choice, wins!

2

' Fxception to the rule; Two plagérs sharing the same house:

ayeriraws a.8pell Card that allows them to exchange places with any player on the
1at. player toay enter their Hogwarts House by swapping places with a player
wide. the House and then answering the final fquestion. In this instance youn do

to have collected the 6 Charm Cards, the Spell Card is your key!

'l'he 6 Charm Cards are your keys into your house. If you lose any of these items while
~ yoware in your house, you don't have to leave. However, if you are sent out of your

. House you must get the items back before you can enter again.

: _You do not rieed to.roll an exact roll to enter your House.
Play continues tﬁltil a final correct answer is given,

. THEFINAL QUESTION: . .

A After you have entered your Hogwarts house, the player to your left picks up a question

- Card and.reads you a question from a category of his or her choice. You do not get to
hear the multiple-choice answers, If you give an incorrect answer, take a Curse Card and
‘remain in your house (unless the Curse Card directs you to leave). Wait until vour next
. turn o' answer another question.

: You are k}lg_;;.immnne ffom any Curse or Spell Card while inside vour House.

X

% ADJUSTING
s THE
GADME:
Players have the option of ]
making the game simpler,

more difficult, or making
b . allowances for different

)

altering the number
of items required for
the win. You may also
opt to get rid of the
final wiming question
and allow players to win the game

by entering their house after they have
collected 6 different Charm Cards.

As always, determine before game play
how many items each of you need to get
in order to win,

", levels of knowledge by -




2 YEAR LIMITED WARRANTY

Mattel, I warrants to the original consumer
2 of defects in
vears 1llll|('d"~l

proof n]’ the |~ iI to
Consumer ic 3 d A.wmh:. East
Aurora, New York, 1407 wement or refund
at our option.

1all we be
fuential damages
not allow this
in LLS.A. Thw

ch A l'mm ‘state m
allow the exclusion of
so0 the above
exclusions or limitations may not aj ply to you.

Senvd only the product to the address abe Send all

0 |~m I"*-T 1100 am. - 8:00 p.m. EST,

YOU CAN TELL IT'S MATTEL™ CALL i toll-
free or write with any comments or questions
about our products or service. Monday-Friday
8:00 2.m.-6:00 p.m. Eastern Time. Outside
USA, see telephone directory for Mattel
isting.

El Segundo, Um&l!&\

1(800) 524-TOYS

HARRY POTTER, characters, names and related indicia are trademarks of Warner Brothers. ©2000
©2000 Mattel, Inc., El Segundo, CA 50245 PRINTED IN CHINA. All Rights Resarved.




