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. * 1 Harry Potter e 1 Hermione ;
®* 1 Hagrid * 1 Snape s
* 1 Malfoy e 1 Sorting Hat

Go head-to-head against another wizard caqtlng vour
Dicers™ and evoking their magical powers until you
eliminate all your opponent’s dice.

WHAT ARE DICERS™?

Dicers is a collectible game of very unique dice.— eac

1 encases a sculpture of a character or object from the world

~ of Harry Potter™. You roll Dicers just like normal dice, but
they are anything but normal. When used in the
INTERMEDIATE and ADVANCED GANMES, your Dicers
evoke magical powers.
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A Closer Look At The ‘Dice
<>

i

Dicers look like any numbered 6-sided dice but where the
number ‘677 would norrnmally be, vyvou will find the die’s
TTOWEIR. This tells yvou the magical power the die holds.

Eay

The number in the lower left-hand

cormer is the CASTIING BONUS. Sorcerer’'s
This tells yvou the number of times Stone
yYyou can roll vour die in one Rownd. 8 B |

This is the only part of the Tower-
side yvour need to worry about for
the Basic Game, so the rest of the
TTower-side will be discussed in a
Iater section. Casting
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For the Basic Game, all you need to Bonus
b4 . N -
i& remember is that the highest roll wins.
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THG BHSIC GME

ms%gf{ (Suitable For Ages 5 and up)
; << e

reparing the Basic Game
TIlace all of the IDicers™ from yvouwur Starter Set XTPower-side |
dowir on the table.
¥ Each player randomly takes one die and rolls it. Highest
roll decides which player will choose dice first. Re-roll any
ties.
NVote: When rolling Dicers, the Power-side alwayvs counts
as a “6-,)
Return the dice you rolled Power-side down with the
others.
T With the highest rolling playver first, playvers take turns
choosing 1 die at a time until each playver has 3 dice.

* HMighest rolling plaver will be the CHYLATLIT.EINGER first.
T.owest will be the DEFENDEIR first.

T FPlace all of your dice in a line in front of vou.

Let the Basic Game Begin/!
S>>

A game of Dicers™ is divided into ROUNDS, and each

Round is made up of the following steps:

Acdvarnce the Dice

- The Challenger chooses one die from their line of dice
and moves it into the AREINA — the space between the
two playvers where they will roll their dice.

- Then, the Defender chooses one die from their line of
dice and moves it into the AREINA.
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Cast the Dice

- Both plavers look at the Casting Bonus on the Power-

side of their chosen dice.
- The Challenger rolls their die up to as many times as the ff;
Casting Bomas allows tryving for the highest number h/
Ppossible. Y
- Once the Challenger has a roll they like OR has rolled 4
the die’s entire Casting Bonus, they place the die - rolled

side up - in the middle of the ARREINA.
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AGES
5 and up
2 Plavers

Note: Once you have placed the die in the middle of the
ARENA, vou may not re-roll the die, even if the entire

é Casting Bonus has not been rolled.

f « Then, the Defender rolls their die (up to the die’s

é Casting Bonus) to try to beat the Challenger’s roll. They
. é set their die in the middle of the ARENA.
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« If thé rolls tie, both players roll their dice at the same
time m the ARENA. Continue to re-roll until the tie is
brokegl

« The player with the highest roll wins the Round.

‘L. Remove the Dice

« The losing player takes the defeated die and places it
off to the side, out of the-game. This die remains out of
play for the rest of the game.

« The winning player moves the victorious die back to their
line. This die is still in the game and may be rolled again.
Note: A plaver can not roll the same die two Rounds in
a row unless they have no other dice left. o

. < The winning player begins the next Round as the

A Challenger and the other player will be the Defender.

| Winning the Game

.+ The game continues from Round to Round until one
player knocks all of their opponent’s dice out of the game.

« The player with dice remaining wins the game!
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S THG INTERﬂE@LﬁTG GAME
<> ;
The Intermediate Game adds new levels of complexity by

introaducing the use of TPowers.
The Tower-sides of vour dice consist of five features:

Narme — the name of the character or object within the die.
Color — the GRROUX” the die belongs to:

REID = Student Color Name

1
|

e ]

TPURTLE - Artifact ' S« g i 'S §m°wﬁ21
BLUE = Wizard B e

S

A W Y T

YEI.T.OW — Ghost
Casting
GREEN = Creature Ponus

oroer - a symbol indicating what Tower the die evokes.
Casting PRorwuws - the nmnuamber of times you can roll the die
in a Round.

AZliarnce Syrmbol - identifies which Dicers may draw
additional Casting Bonuses from each other.

The Field @F Play

Before yvou can conquer your O])‘_[)Ollellt with your new
Towers, yvou need to know how to place yvour dice for a
Game. The Flaying Area consists of the following zones:
AREINA — the center of the Playing Area where plavers
engage each Round by rolling the dice they have chosen
to cast.

FRONYT LIINE — the line of dice in front of each plaver

from which thev choose their die to cast.

KEEXY — a second line of dice behind each plaver's I"rozlt,

Line w‘here a die is placed after it ha,s been cast (and

survived) in the Arena.

* LAfter a die has been cast in the A_re11a, — unless it has
been Expelled, Captured or placed in Reserve — it
always retires to the Keep.

* IDice in the Keep are still active and in the game, but
cannot be cast again until they return to the Front Line.

" Once a player’s Front Line is empty, move all the dice
in the Keep to the Front L.ine. .

* IDice may also be brought out of the Keep with the Sl
Swap and Refresh TFowers. (see TPowers for details)

DUNGIXOIN —area to the left of each plaver where they

Place their Expelled dice.

* A die Expelled Dy any means is I)Iaced into the
IDungeon.

* A die in the Dungeon is no longer active and considered
out of the game. :

* DDice may only be. recovered from the Dungeon with the

X Towers Summon or Swa;p. (see TPowers for details)

M RESERVE — area to the right of each plaver where theyv

d place a dAie in Reserve. (Advanced Game only)

Aldliance
Symbdbrol
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[ J1. Malfoy []12. Hedwig []123. Oliver Wood

! (2. Hagrid [113. Mirror of Erised [ ]24. Snitch

A [13. Harry Potter [(114. Troll []125. Aragog
{[]4. Hermione [115. Norbert [(126. Bludger
315, Snape [116. Quirrell []127. Dobby

| ()6, Sorting ¥at [117. Ron [128. Fawkes

| 17. Crabbe []118. Sorcerer’s Stone [129. Flying Car
1 C0s. Dumbledore [119. Fred & George [130. Garden Gno:
il L1o. Firenze []120. Harry Potter (#2) [L131. Mandrake

i C110. Fluffy [121. McGonagall [132. Mrs. Norris
4[111. Goyle []22. Nimbus 2000 [133. Polyjuice Ya

Preparing the Intermediate Game

Tlayers divide the Dicers™ exactly as they did in the Basic
Game, taking turns choosing dice until each has 3. '
Both players take their dice and roll, adding all 3 togéther.
If the totals tie, re-roll. Highest rolling player will be‘;the
Challenger first. Lowest will be the Defender first.

3 Place all of yvour dice in your ¥Front Line. Power-side
toward you, so your opponent cannot see what Yowers you hold.

 Let the Intermediate Game Beginl

The Intermediate Game follows the same sequence as the
Basic Game until the end of the Round when one player
defeats their opponent by rolling a higher number. At this

*

*

rvoke the Power

* The winning playver may either:
Fxpel their opponent’s die — the defeated player takes
the Expelled die and places it in their Dungeon.

- OR _ ,
FEvoke the Power listed on their die (see TPowers for
details)

| * Both players move their dice (unless Expelled or
otherwise played) from the Arena to their Keep.
* YWhen a player’s ¥Front Line empties, they move all the
dice from their Keep to their Front Line.

« The winning player begins the next Round as the
Challenger and the other player will be the Defender.
- Winning the Game
- * The game continues from Round to Round until one

player no longer has any dice to Advance (no dice in their -
¥ront Line or their Keep).

~ * The player with dice remaining wins the game!



ﬂn Example of a Round

- Player One won the prevxouq Round, so he is the (ha.llenge]
for this Round. P’layer Two will be the Defender.

Advance the Dice

. Playver One advances his “Snape” dle into the Arena. T’layer
.~ Two advances his “Hagrid” die, which happens to be the
only remaining die in his Front Line.

Cast the Dice

- As the Challenger, Player One rolls first. “Snape” has a
Casting Bonus of 3, so Player One may roll up to 3 times.
His first roll comes up a “5.” He feels good about this, so
he places the die in the middle of the Arena. Though he
has 2 rolls left on his Casting Bonus, he may not roll the
die any more during this Round because he has chosen to

- stay with the “5™. ~ ~
As the Defender, ’layer Two then rolls. “Hagrid” also ha.s! a
Casting Bonus of 3. Player Two first rolls a “3”. It cannot
beat Player One’s “5”, so he rolls again. It comes up a “1”,
so he rolls a third and final time, a “5”. A tie.

Both players roll their dice at the same time. Player One

. rolls a “3” and Player Two rolls the die’s Power-side,
therefore he rolls a “6”. Player Two wins the Round.
V-voke the Power : s

dlAs the winner, Tlayer Two must either Expel Playver One’s
iHie or evoke his own die’s Power (which, for "Hagrid", is a
wap). He decides to Expel Player One’s die. Plaver One
akes the “Snape” die and places it in his Dungeon.

%, aving the only dle left in the A_rena., Plaver Two moves
vhis own die from the Arena into his Keep. Because he no

jonger has any dxce in his I'ront Llne, he wﬂl then take the
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THE ADVANCED Gﬂme
>

Dicers™ is a collectible game system. By collecting
additional Dicers™ sold separately in Booster Packs
(subject to availability) you will gain more Powers. Develoyp
your own unbeatable combinations. After playing the
Intermediate Game a few times to master the system, try
your hand at the Advanced Game.
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rn L] <s32. Scabbpers L] =>. INearly rieadless INic
[ 35. Voldemort [146. Bloody Baron
[136. Whomping Willow [[147. Floo Powder
[[137. Cormish Tixies [ 148. Gryffindor’s Sword
[[138. Filch [C]49. T.uacius ™Malfoy
[ 139. Harry Yotter #3) [150. Madam XTomfrey
[C140. TLockhart [ 151. Moaning NMyrtle

>me [141. Sprout [ 152. DMr. Weasley
[CJ4a2. Ron (#2) [ 153. Riddle’s DDiary
[(]43. Basilisk [(154. Tom Riddle

otion []144. Wevwville TLongbottom

P4 R T T T :w -w_—:wﬂ;—::

e Pl’epaﬁné the Advanced Game

= Each 1)la.ver Drings their own collection of cherq“’ to
Pplay with.

* Flayers agree on the number of dice they will use in the
game and must start with an equal number of dice in
their Front Lines.

LVote: EiEach player must have at least 4 IDicers to play the

- Advanced Game.

" Each playver selects dice from their collection to use in

- the game. You may not have identical dice (exactly the
same figure ANI> exactly the same label) in vour Front
ILine; however, DDicers with different versions of the same

. ceharacters or objects are completely legcal.

* Tlayers place all of their dice in their ¥Front Lines, Power-
side toward them.

* Each player rolls 3 dice from their Front Line and adds
them together. If the totals tie, re-roll. Highest rolling
rlayer will be the Challenger first. LLowest will be the

efender. Tet the Advanced Game Beginl!

The Advanced Game proceeds exactly as the Intermediate
Game, except for the addition of A_IJLIA_N CES and
MRESERVE Towers (see below).

Alliances

Alliances give yvour dice even more jpower Dy increasing
their Casting Bonuses. The Alliance symbols include:

whr X LA <=ih o

Gryvffindor

3 1ca.l Hufflepuff
Dark )., Cr catures w4 & O’b)ect‘? —
Arts ~— s @ X
Ghosts sza.rdq Ravenclaw Slythen)l

T When yvou cast a Dicer in the Arena, add 1 to its Casting
Bonus for every die in yowr Front Lirne with the same
Aldliance symbol as the die vou are casting.

For Example:

If vou advance a ¥arry ¥Yotter die (the Gryffindor . Alliance
ey Jand have a Herxnlolle die (the Grvffn1dor Alliance
) in your ¥Front Line, vou would et to add 1 to the

harrv Yotter die’s Casting PBonus. Instead of rolling it up

to 3 times, vou could roll it up to 4.

In addition, if you also had a Ron (Gryffindor _Alliance

73 ) in yvour Front Line, you would then get to add 2 to ,
the Harry Totter die’s Casting Bonus, allowing vou to roll ;
up to 5 times.

T Some Dicers have two Alliance svmbols on their Power-
side allowing vou to choose which icon to draw an
Aldliance bonus from. You mayv only draw bonuses from
one symbol at a time, never both at the same time.
Choose which symbol gives vou the most benefit.

* The maximum number of Alliances vou can add in a
Round is 3.

LVote: You can only draw Alliance bonuses from dice in :
your Front Line, not your Keep, Dungeon or RReserve. 3
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your rront Liane, not your keep, Dungeon or Reserve.

Reserve Powers.

When evoked, most Powers take effect immediately, but
Reserve Powers do not. You can save their Power to use
whenever you wish. Reserve Powers are indicated by a
Gold border around the Power-side.

* If you win a Round with a Reserve Power die and vou

decide to evoke its Power, you must place it in Reqerve.
* To put a die in Reserve, 1)face the die to your right, Power-

side up. Since you have not affected your opponent’s die,
they should move their die into their Keep.
A plaver may have more than one Reserve Power die in

Reserve at a time. Their powerq may all be activated in
the same Round.

* You may activate a die’s Rec;erve Power at any point

during the game, whenever ucsmg tha,t Power is appropriate
(see Powers for details).

* YWhen a Reserve Power is actlva,ted the Power take‘; effect
immediately. =

- * Once a Reqerve Power die is used, move lt to vour Keep,
unless otherwise spemfled You may use that Power only
once, until it is placed in Reserve again.

* If more than one Reserve Power is activated in a Round,
resolve the Powers’ effects in order of activation.

* Dice in Reserve are not immune from Powers such as

Greater Fxpel or Swap.

* Dice in Reserve are considered out-of-play until their
Powers are activated.

Wmnm6 the Advanced Game

O
* The game continues from Round to Round until one

player no longer has any dice to advance (no dice in their
Front Line or their Keep).

Note: If all a player’s dice have been eliminated from their
Front Line and Keep but they have dice remaining in
Reserve, the game is still over since dice in Reserve are
considered out-of-play.

The plaver W1th dlce remammg wins the game'
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PoWERS

D

The Dicers  in vour Starter Set come
with 5 basic Powers —
EXTEL, SUMMON, CATTURE, SWAYT
and CAST SPELIL —
but there are many more 'owers to master.
As vou build vour collection with
Dicers Booster "acks, vou will be able to
add the additional Powers listed below.

% Activate Reserve

Allows vou to activate any die with a Reserve
Tower in vour Front Line or Keep. When this
Yower is evoked, place the Reserve TPower die in
Reserve and return the Activate Reserve die to

vour Keep.
> —
Banish

This is an extreme form of Expel.

When evoked, choose any 1 die from your
opponent— from their ¥ront Line, Keep,
Dungeon, or in Reserve— and banish it to their
Dungeon. This die cannot be recovered by
normal means. It is unaffected by Powers such
as Swurmumon or Swap.

To release a banished die, it must escape.
Every time you win a Round, roll the banished
die. If yvou roll a 6, it is released. Move the die
into yvour Keep. If you roll a 1 through 5, the
die remains banished.

If vou forget to roll yvour banished die until
after the next Round begins, you forfeit that
escape roll.
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Capture

Allows vou to hold yvour opponent’s die hostage.
YWhen evoked, stack your Capture die on top of
vour opponent’s die and place them both in
vour Keep. Your opponent’s die remains unaer
vour Captwure die as your hostage until it can be
rescnied or until the end of the game.

Use an active Capture die as you would any die.
But, if you advance your Capture die with a
hostage into the Arena and win the next cast,
vou have a few more options to choose from:

- You may Expel your opponent’s defeated die
as normal.

- You may evoke the Caplwure Power again.
Stack the new die under the first hostage die.
A Capture die may capture a nuamber of dice
equal to its Casting Bonus (o modifiers apply).
. You may evoke the Power of the hostage die.
Simply follow the instructions for the hostage
die’s Yower. ‘

If vou have multiple dice stacked under your
Capture die, you may use any one of the
hostage dice’s Yowers.

To rescue a hostage die, the owner of that
hostage die must either:

- Expel the Capture die by any rmeans.

- Evoke the Counter Capture Fower.
Helow)

» Evoke the Swemimnorn Yower. (see below)
- Evoke the Swap Yower. (see Helow)

(see

Hostage dice are considered out-of-play. If your
¥ront Line and Keep are empty, you are
defeated even if vou have a die held hostage.

Wote: At the end of a game, all hostage
dice must e returmed to their owners.

c € ' CONEORMS TO THE SAFETY
REQUIREMENTS OF ASTM F963.

CONSUMER INFORMATION

YOU CAN TELL IT’S MATTEL!™ CALL us toll-
free or write with any comments or questions
about our products or service. Monday-Friday
8:00 a.m.-6:00 p.m. Eastern Time. Outside

U.S.A., see telephone directory for Mattel
listing.

consumer Relations, Mattel, Inc.
333 Continental Blvd.
El Segundo, CA 90245 USA

1(800) 524-TOYS

2-YEAR LIMITED WARRANTY

Mattel, Inc. warrants to the original consumer purchaser
of defects in material or workmanship for two years (
warranties) from the date of purchase. If defective, return
of the date of purchase, postage prepaid, to Consumer Re
East Aurora, New York, 1 4052 for replacemen

that this product will be free
unless specified in alternate
the product along with proof
lations, 636 Girard Avenue,

t or refund at our option.

This warranty does not cover damage resulting from accident, misuse, or abuse. In No
event shail we be responsible for incidental or consequential damages Sexcept in those
states that do not allow this exciusion or limitation) VALID ONLY N U S.A. This
warranty gives you specific legal rights and you may a i
from state 1o state. Some states do not allow
consequential damages, sO the above exclusions or

HARRY POTTER, characters, names and related indicia are trademarks




Cast Spell

Cast Spell is one of the strongest owers, but it
is also the most risky. When evoked, roll the
Cast Spell die again and compare the roll to the

chart below:

1 —Expel vour die (move vour Cast Spell die into
yvour Iungeoi)

2 —n™love 1 die from yvour Reep to vour Front Line
3 —DMlove (up to) 2 dice from your opponent’s ITrront
Line to their Keep

4 —Capture your opponent’s die (stack vour
opponent’s die ander vour Cast Spell die and use like
any Capture die— see the Yower aptrere)

5 —Expel any 1 of yvour opponent’s dice
(from their Front Line or Xeep)

6 —Expel any 2 of yvour opponent’s dice (from their
Front Line or Xeep)
<< —

Counter Capture

Aldlows yvou to cancel any Captrere your
opyonent has in play. Return yvour captured
die (or dice) to vour Keep arul retire their
Captuere die to their Keep.

Greater €EXpel

When evoked, works like a normal Expel, Dut
allows vou to choose any 1 die from yvour
opponent’s Front Line, Keep or in Reserve.
Move that die to their IDungeon.

<> -
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Mlimic |
When evoked, allows you to duplicate the
Tower of vour opponent’s defeated die. Simply
follow the instrmaictions for that TDower and use
it against vour opponent. Both dice are moved
to their resypective KHKeeps after use Gr

appropriate).

IWNote: The Mimic Yower can not duplicate Reserve

Towers.
<>

Refresh

Adlows vou to move any 1 die in yvour Keep
bHack to vour Front Line.

-
Retire
Whern evoked, choose a die from your op—
yonent’'s ¥ront Line and send it to their Keep.

S>> =

g

Reverse

When evoked, vou switch all the dice in vowr
Keep with all the dice in yvowuwr ¥Front ILine. You
may also use this on yvour opponent, forcing
them to switch all the dice in their Keep with
all the dice in their ¥Front Line.

< e —




Spy

When evoked, vour opponent must show vou
the Powers on all of their dice (including dice in
their Front Line, Keep and Dungeon).

Summon

Allows vou to return 1 die from yvour Dungeon
to yvour ¥Front Line. If you do not have any dice
in your Dungeon, move 1 die from your Keep
to your Front Line.

Note: This Power may be applied to a die that has
been Captured. (see Capture)

Swap

When evoked switch the placeq of any 2 of
vour own dice OR any 2 of your opponenti
dice. You may Swap dice between the ¥ront
Line, Reep, and Dungeon, but not with dice in
Reserve.

You may Swap with any hostage die. If one of
vour dice is held hostage, place a less powerful
die under yvour opponent’s Capture die. Or,
force them to switch their Capture die for
one with a lower Casting Bonus, thus making
it easier for yvou to defeat.

You can even Swap their Capture die for one
without the Capture Power; although vour die
remains hostage and vour opponent can still
use the Power of yvour hostage die, they cannot
capture any more dice with the new, non-
Capture die.

If vou have captured one of vour opponent’s
dice, Swap it with one of their more powerful
dice, placing the new die under vour Capture
die so you may begin to use its greater Power.

Note: You may not Swap one of vour dice with one
of vour opponent’s.
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As mentioned earlier, Reserve Yowers follow special

rules. TPlease refer to the Reserve Yowers section of 'the

A dvanced Game instructions.

<<
Add

YWhen activated, add the number listed to the /
roll of vour die in the Arena

For Example: You have an Add +1 die in Reqerv?
In the Arena, vour opponent has rolled a 5; and,
after exhausting the Casting Bonus on your adva.n.o&ed
die, vour only roll a 4. Activate vour die in Reserve

and add 1 to vour roll, giving yvou a 5. You now tie. Ir
vou had an Add +2 in Reserve, you would have a G
arnd would win the Round.

even

<<~

Alwavs Beats ©Odd or Even

“When activated, this Power automatically
defeats vour opponent’s roll if their roll falls

within the mumber-type indicated on your die —
either odd or even.

A A et
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Chaﬂenée

When you are the Challenger, this Tower
allows you to force the Defender to advance a

die of vour choice. Choose any die from their
¥ront Line.

Wote: This Reserve Power must be activated
before the dice are cast. Once you roll the dice,

vou must wait for another Rourxl to activate
this Tower.

<<

Cscape

Allows vou to end the Round before it is
finished with no wvictor. During your cast if yvou
do not belxeve yon can win, or if vou wish to
*protect vcnu' dle in the Arena, activate this
Reserve I’ower a.nd send all dice bhack to their

respective Reeps. You must activate this before
vou make your final roll.

<< >
Extra Reoll

Allows vou to add 1 to the Casting Bomas of

vour die in the Arena. If you have exhausted

vour Casting Bonmnuas and you cannot beat vour
opponent’s roll, activate Fxtra IRRoll and roll

one more time. You may use this Tower at any
time duaring the Round.

<<




First Cast

When ybu are the Challenger, this TPower allows
vou to force the Defender to roll first. Activate
First Cast before you begin to roll.

Force Roll

Allows vou to force your opponent to roll their
die in the Arena one more time. If your
opponent has beaten your roll, activate

Force Roll to make vour opponent roll again
(hopefully, to roll a lower nunber). Then
resolve the cast as you normally would.

- =

Freeze

Allows you to force your opponent to keep

a particular roll even if they have not used their
entire Casting Bonus. Activate Freeze at any
point during your opponent’s cast.

_

QQ Guardian

Allows you to protect a die in the Arena by
letting the Guardian die fight in its place.
Activate the Guardian die by placing it in the
Arena before vou have rolled the die you want to
protect. Move the protected die to the side.

If vou win the cast, swap the Guardian die for
the protected die and resolve the Round as if the
protected die won the cast. The Guardian die
retires to vour Keep.

If you lose the cast, retire your protected die to
vour Keep and resolve the Round with the
Guardian die as your opponent determines.
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Allows vou to save an Expelled die by Expelling
this die in its place. If your opponent Expels
vour die, activate Shield and place it in your
Dungeon instead. Your “saved” die retires to vour

Keep.

Note: Can only be used at the time the defeated die is
Expelled. Does not work with previously Expelled die.

( Subfract T |

Allows vou to subtract the number listed from
your opponent’s roll, weakening it.

For Example: You have a Subtract -1die in
Reserve. In the Arena, your opponent rolls 2 5; and,
after exhausting the Casting Bonus on your die, you
only roll a 4. Activate vour die in Reserve and
subtract 1 from vour opponent’s roll, giving him a 4.
You now tie. If you had a Subtract -2 in reserve, your
opponent would only have a J and you would win the

Round.

.~ 4
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Many Powers will have one of the following NModifiers
listed after them, affecting how those YPowers are
applied. ¥Follow the instructions for the Yowers but

apply the Modifiers’ conditions.

All

Allows a TPower to affect all dice of one tyvpe
(one Alliance or Group) in vouwr ¥Front Line,
Dungeon, Keep and in Reserve. Depending on
the Tower, you may bhe able to use it against
vour opponent instead. Sometimes yvou will be
able to select what type of dice vou wish to
affect, other times the YPower will specify. If vou
or your opponent do not have a die of the listed
type, the Power may not e evoked and yvour die
retires to yvour Keep.

¥or Example: The Sorcerer's Stone has the
Sremnanon A Tower. This allows the playver to select
what tvpe of dice they wish to Swimmorn. This could
be “Gryffindors”, “Creatures”, “Artifacts” or any other
Alliance or Group the plaver desires. Swmrmorn AL
Strweclenits, on the other hand, would require you to
stummon only students.

Alliance

If an Alliance symbol appears after a Power, yvou
may only apply the T"ower to a die that shares
that same Alliance svimbol.
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Color

IWhen a colored bHlock is included as part of a

Yower, vou can only apply that F"ower to dice of

the indicated color (REID = Student; BLUE =
Wizard; GREEN = Creature; PURTTLE =
Artifact; YELILOW = Ghost). If, however, the
block is WHITE, vou can apply that "ower to
any color dice.
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@ouble ‘Down

When listed after a Power, Double Down gives
you the chance to double the effect

of that Power. Evoking a Double Down
modified Power gives you the option of:

* Using the Power normally and following the
instruetions for that Power, as above,

OR-
* Rolling the die one mbre Atime. |
If you roll a 1-3 — you lose control of the

Power. No effect. Retire your die and your
opponent’s die to their respective Keeps.

If you roll a 4-6 ~ you use the Power
successfully. Double the effect of the Power, If
the effect usually applies to 1 die,

it now applies to 2 (i.e. Summon 2).
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