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FQUIPMEN'T
40 Red Gryffindor Team Cards
40 Green Blytherin Team Cards
28 Blue Pitch Cards
4 Definition Carrds

{Mote: The 4 Dafinition Cards describe the gama of GQuidditeh as It Is played in the
Harry Totter books, not aa it is played in Quidditoh™—The Card Garne, and are not
required to play the aard garne)

Tlease remove all eomporents and compare them to the content Hat,

If any itemns are missing, please eall 1-800-524-TOTE,

DHIECT

Avold brutal Bludgers, seors as many Quaffles a8 you can, then capture the elusive
Golden Bnitch, The player with the moat points wins tha gama,

TELE BASICS

Crubdditeh™—The Card Game comes with threa different decks of earda: the biwe Piteh
Dealk, the red Gryffindor Team Deck, and the green Slytherin Team Deck. Tou'll need all
three in order to play.

SET Up
# Remove the 4 Defindtion Cards. They are not usad in game play,

# Bort the cands into 3 decks: the red GryfMindor Team Deck, the green Blytherin Team
Deek, amd the Llue Pitch Theok,

& Bhwiffle each deck and set them face dowin,
# Tlaca the Piteh Deck betwean you and your opponent.

# Each player chooses a Team Deck and sets & in front of them. Your Quidditch playing
area is called *The Titeh”

# Each player draws the top 7 carda from their Team Deck to make up thelr hand, Do
not show these cands to your oppanent,
IET'S PLAY

The game is played in a series of short rownds, and each round follows the same Lasie
Aefuanca:

DounD 1

1, Release one ball into play.
The perso— playing Slytherin beging the first ronnd “pitching™ a ball onto the pitek,
Do this by picking the top piteh eard from the Piteh Deck and plasing it face up
between you and your opponent. The player who turna over the T'itch card is called
the Pitcher, The Blytherin player always pitches for the first round.

2, The Pitchar chooses to play.
The I'itcher has the privilege of choosing whether or not to May on Che pitched ball.
The pitcher does not have to play on a Bludger or o Golden Snitch, Int must always
play on a (uaffle. IF the pitcher chooses not to play, say, "I choose not to play.” Tt ia
now the next player's turn to plteh or play, (See Lelow under “Types of Pitch Cards”
for details on choosing whether or ot o play.)

3. The Tltcher plays first,
The Titcher selects o IMayar Card from their hand and places it fase down on their
sliva ol the T Ut Uy mre playing on, (Bee Tilustration Below') (Beo Delow umler
"Typag aff Plich Cards” for datails on the player earda)




4. The opposing player plays.
If the pitcher playa on a ball, the opposing player mnst also play on the ball. The
opposing player places one Player Card face down on their side of the Lall. (See

i+ Ilnatration Below.)

B. Both players compars their aards,
Eoth players turn over their player card at the same time, The higher-numbered
Player Card wins the ronnd. (Sea below under “Tymes of Pltch Cards™ for details on
winning the round)
# Collect Gruaffles you win in your scoring plle. Tou will total these cards at the end

of the game. (See Tlustration Balow.)
@ Discard any Blodgers you or your opponent win into a Pitch discard pile opposite
the Titch Declk. (Bee Tlustration Below.)

® If neither player wina the ball, leave it on the talile,

&, Discand.
Onee play on the ball Ia over, remove your Player Card from the piteh and placs it in
your personal discard plle beside your Team Deck, (Bee Tustration Below.)

7. Diraow.
Both players draw a new eard from their Team Decks to bring the rumber of cards in
their hand back up to 7. The round ends and the Gryffindor player pitehes for the
next rowrd.

8, Pitoh Again,

Tlayera alternate turns pitching to opan eash ronnd. The Gryffindor player pitches for

the second roumd.

® If a Quaffle remaing in play, tha Titoher for that round does not get to lead with a
new carid from the Titeh Deck. Only one Guaffle may be in play st any tima,

# If o Blwidger or & Golden Sniteh remaing in play, the new pitcher may choose to
pitch a new Lall from the deck OR play on the balls already in play,

@ If there are two Bludgers in play amd yon draw a third Bledger, place it in the Pitch
diseard pile and draw another card, It is still your piteh.

# Ditcher ean play on as many or as few balls an desired, but if the Titcher plays on
none, the round is over and the opposing player opens a new round by pitching a
new hall. Every hall the Fitcher decides to play on, their opponent must play on as
well,

@ A piteher must ALWAYS play on a Quaffie,

# If more than one ball is played on in o round, the pitcher determines the order in
which the player cards are turned over.
ROTE: No more than four balls can be on the pltch at any one time — 1 Quaffle, 2
Bludgers, and 1 Golden Bnitch, The Pitcher has the option of playing on any or all of
thera, but must always play on a Quaffls,
0. Winning £+ Game.
The game eontinnes nntil someone eatehes the Golden Snitch. At that point, both
players add wp the Quaffles and Goal Cards (10 points each) In thelr seoring piles and
the player with the higher total wins. It is possible to win the gume withont catching
the Gollen Bnitch, but it 13 extremely diffienlt,

If you get through vour deck before the game ends, shaffle your discard pile and
continee play,




PIAYINCG FOR A QU AFFLE
Tou mmst always play on a CQuadile,

Chasers are hest to play on Quaffles: they have a valne between 4 and 10, Keepers, valued
between & and 10, can be used to prevent your opponent’s Chasers from seoring. Beaters
and Beekers may he played on Quaffles, but they are hetter aaved for Bludgers and the
Golden Bniteh. Tf you don’t have any player earda in your hand, you may play a special
card. (Bea below nnder Bpecial Cards for details)

After vou and your opponent reveal your Player Cards, compare the results:

# If the card with the higher value is a Chaser, and the opponents card is not a Keeper
with an equnal or higher valuwe the player with the Chaser card wing the Quaffle Card ami
places ft face up in the sooring plle to their alde, Both players remove their Player Carda
from Ehe fleld and place them in their discard piles,

& If you hoth played cards of the same value, yon have a tle. Each of you discards your
Tlayer Card, but the Quaffle remains in play for the next roumd.

® If you played a Keeper with an equal or higher value than your opponent's Player Cand
(Chaser, Baater), you blocked the goal amd saved the Cuaffle, but you dbin't win it. The
(affle stays in play for the next round and you each discard the Player Cards you
played.

e If you hoth played s Keeper, the Keeper with the higher value wins the Crnffle, I there
is & tie, you both diseard and the Quaffle stays in play.

PITAYING ON A BIUDGER
The plteher is not required to play on 2 Rludger.

If you pitch a Bludger at the beginning of a round, you get to decide whether you will play
on it If you echoore not to play on it, the Bludger atays in play for the next round anrd you
may play on another hall (if there Ia anothar already on tha pitch) or emd the ronnd and
hawve your opponent draw the next Tltech Card.

If you dechie to play on the Blwiger, your opponent must play on the Bludger an well,

In spita of ita Amall valee (1-3), a Beater is the best card to play on & Bludger hecausa it is
3 t_}_::a_m:l; Player Card that can astually win a Bludger.

# If vou both play a Beater, the eand with the higher value wins, IF you play o Beater and
your opponent plays any other type of eard (8 Player Card of any vahie or any Bpecial
Card as a aacrifice), the Beatar always wina, ick & eard from your opponent’s hand (no
peeking)d and sand it to their discard pile. Remowve the Bludger from the piteh and place
it mcross the talhla in the Pitch disoard pile.

Your "Bludgered” opponent will have to play with one less card for the remainder of thia
round as wall as during the next rowrd, When they go bto draw new cands next round,
they can only draw a hand of G, not 7 cards. This only lasts for one roond, I your

Ia hit by two Bludgera in the samea round, yon take two cands from their hamnd
that ronnd, and their hand is redosed to 5 eards for the next rowmd,

® If you both play a Beater anrd there is a tie, the Beaters ara both discarded and the
Bludger atays in play.

® If you both play non-Beater cards, hoth Beater eards are discarded and the Blodger stays
in play.

PLAYING FOR THE CGOLDEN SWNITCH
The piteher i not required to play on the Golden Sniteh,

Ome of a kind, the Golden Bnlteh ls the nltimate prize, worth 160 points! The only way to
u:chlg. is with a Beeker eard. There are only two Beckers in each declk, with values of 11
anrd

i If Both you and your opponent play a Beeker, the one with the higher value catehes the
- Golden Snitch ami the game ends!
@ If there is & tie, both Beckers are discanded and the Snitch remains in play.

& If you play a Beeker and your opponent plays any other type of card, the Seeker always
wins, and the game ends,

& If you Both play non-Seeker cards, both cards are discarded and the Sniteh stave in play,

PIAYING A GOALCARD

If you draw a Goal Card from the Pitah Deck, vou score an instant goall Add the card to
your seoring pile. It's worth 10 points, Draw another Titeh Card = it's still your round!



SPECIAL CARDS

In contrast to Player Cands that are played againat balls on the piteh, Special Cards can be
Mayed directly againat your opponent and their cards,

To play a Bpecial Card, place it foce up on the talile and declare what it does. The effects
of Speainl Cards must be resolved in the order in whish they are played. AS BOON AB
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east a Bpell moments Lefore your appensnt does, your spell takes effect firat, then your
apponent’s,

If 2 Cunffle is in play and you hold no Player Cards, you must still play on the Quaffle, To
o 50, you must play a Bpeeial Card in place of a Player Card, laying it face down next to
the Quaffle as if you were playing a Player Card. This is ealled a “asorifios”

When you reveal your cards, you will hive to discard your Speolal Card without using any
of its powera. Tour opponent wing the Quaffle, provided they played a Flayver Card. If you
both saerifies a Bpecial Card in this way, you both diseard and the Quatfle stays in play.

HINT- ¥ou may choose to sacrifiza Bpeaial Cards in this manner even if you have Tlayer
Cards in your hand that yon conld piay inatead, This is 2 useful way to bluff, or to protect
Player Cands in your hand that yon would prefer to hold on to.

WPELL AND JINX CARDS

o can play Spell and Jine cards anytime yon want — hefore you ar your opponent play
Player Cards, after, any time at alll And you ean play as many in 2 rownd 23 you hold n
your hand,

Bpall Cards:

® Leg-Tooker — This spell card reduces the value of one of your opponent's Beaters,
Chasers or Beckers by one point. When uaing this spell card on an opponent's Keeper,
the Keopar Decomes urelans.

& Full Body Bind — Take 2 cards at random from your opponent’s hand and diseard them,
At the heginning of the next turn, they may return their hand to 7 cards.

® Alghomora — This apell eard cancels any other spell or jlnx card that has been played
agalnat yo,

L] EW — This spell eard prevents your opponent from playing on a ball,
You B Twall, If more than one is in play. If your apponent has already played a
Player Cand on the ball, they munst return the Tlayer Card bo their hami.

Jinex Carda:

. MWIM' This card refducea the value of your opponent’s
Beater, Chaser, ker or Keaper iy two pointa,

L 1 card " o opponent and diseard " This eard allows yon to take 1 card at ramdom

m yonr opponent’s hand and dis £, At the beginning of the next round, your
opponant may draw enough cards to retorn their hand to 7.

& "Opponent ean't play on & %“ Thia card allows yon to select any Player Cand your
opponent has played on a anvd discard it Tour opponent ean play no further cards
(Flayer or Bpecial) on the ball you jinxed. You do not have to play on the bail once your
opponent’s card has been discaried. However, if you play the proper Tlayer Card on the
hall, you antomatically win that ball.

# “Take back % card from your card pile.” This card allows you to reteleve any one of
your cards £ oA been plased in your discard pile. This ia a nsefnl way to recover 2
Player Card — such as o Seaker — that yon want to pluy during your turn,

FOUL AND REFEREE CARDS

Foula ean only be used after your opponent has revealed their Tayer Cards on the pibeh.
At that peint you ean alap Fouls on them to remove their Player Carda from the Tiehd.
Foula are nseful weapows, and only a Referee Card can cancel them,

# Foul: "Remove Wl’-‘ﬂ Keeper." - This card can only be played on your opponent
... after thay ayed o Reeper on a Quaffle, and it allows you to soore a Guaffle using
- any Tlayer Card,
'@ Foul: "Free Goal," — Use this when a Quaffle is in play. Ton'll win the Quaffle, no matter
“the valne of your opponent’s Flayer Card, and even if yon had to play & Special Card as
Eﬂm&himl that (uaffle. NOTE: The Golden Bniteh cannot be won by the usa of a Foul
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