LoOokx vOR THILSE OTHER
HARRY POTTIR PRODUCTS I'ROM
UNIVERSITY GAMES AND BLpUZZLED:

Quidditeh™: The Game « Ages 8 & Up + 2-14 Players
Quidditch is the most exciting and celebrated of all wizard
sports. This board game features skill and stratepy as each
team competes to score as many points as possible in this
cross hetween soccer, baseball, and basketball on flying
broomsticks.

Harry Potter™: Magic Puzzle
Featuring 3 two-sided puzzles and 2 magical spells

Harry Potter™: Glow Puzzles

Fach puzzle features a secret, glow-in-the-dark imape.
* Harry Potter and the Golden Snitch™
* Hermione Granger™ and the Sorting Hat™
» Harry Totter and the Sorcerer's Stone™

For more information on Harry Potter, visit www.harrypotter.com.
For information on this game and other University Games/Bepuzzled
Harry Potter games and puzzles visit www.ugames,.com.

NIVERSITY
AMES B

FLARRY POTTER, characters, names and relaterd indicia are trademarks of Warner Bros.
© 2000, WB SHIELD: TM & © 2000 Warner Bros.

© 2000 University Games Corporation, S8an Francisco, CA 94110, Game concepts and
gameplay are the exclusive property of University Games. All Rights Reserved

Made in the UBA, 10/00.1 Item #01351
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PROMOTING PAWNS _ HARRY POTTER AND THEF
1. When a pawn reaches the row furthest from where it started, its SORCERER'S STONE: THE GAANE

owner may transform it into any other piece (other than a king), If
the owner chooses a piece that has been captured, replace the pawn

with the captured piece. COMPONENTS
P CT » 6 Game Boards + 90 Cards
CAPTURING * 4 Playing Pieces (Harry Totter) + 117 Tokens
1. Whenever a player moves a piece onto a square with an opponent’s * 4 Playing Piece Stands * 1 Two-Sided Spinner
piece, the player captures the opponent's piece by removing it + 3 Winner's Tokens (Sorcerer's Stone) » 1 Spinner Arrow
from play,
2. With the exception of the pawn, all pieces capture in the same way . SET UP
that they move. Pawns may only capture diagonally. The only time . . .
that a pawn may move diagonally is to capture. (See Fig. 4) Before playing for the first time:

1. Tunch out the tokens, and place them in the compartments in the

3. Players may not capture their own pieces. tray. Be sure to keep the tokens from each game separate, as

TN indicated on the token sheet. In case they get mixed together, each
EN PASSANT (IN CAPTURING game's cards and tokens are color-coded, by the logo on the back.
1. A pawn that can eapture the square crossed by an opponent's Pawn 2. Tunch out the playing pieces (the images of Harry Potter), and slide
that has advanced two squares can capture the opponent's pawn them into the plastic stands,
as though it had only been moved one square. This speeial capture 3. Punch out the spinner card. Place the round spinner base on the
may only be made on the turn immediately following the two- table. With the Flitwick side of the spinner card face up, push the
sfjuare move. hole in the center of the spinner card onto the spinner base. Snap
the spinner arrow into the hole in the spinner base,
CHIICK 4. Separate the card deck into three decks (the Hagrid's Challenge
1. Whenever a player makes a move that threatens to capture the deck, the m_Svm.“ﬁ Osmﬂ._msm.m deck, and w.g Mirror of Erised™ decl)
opponent’s king, the king wder attack is “in cheek.” 5 Wﬂn Emmm n hem in Mrm_waooavwngmwﬂ% 5 .W nw_nm .Nwww ' ther in th
2. At the end of the move that puts the king in check, the player who « +ace all s1X game boards on the table, hooked together in the
makes the move announces that the opponent’s king is in check by order shown at left.
saying, "Check."” )
3. The player whose king is in check must immediately make a move
that gets the king out of check. These moves include: 1) moving
the king to a safe square; 2) capturing the piece that put the king in
check; 3) placing a piece between the king and the piece that put
the king in check.
4.

If the player whose king is in check does not move so that the king .
is no longer in check, the opponent informs the player that this is

an illegal move. The player must replace the piece that was moved

illegally and move so that the king is no longer in check,

CASTILING

1. Castling is a special move involving the king and a rook that may
only be made by each color once in the game, provided that:
a. the king and the rook to be used for Castling have not yet
been moved this game;
. the king is not in check;
c. all squares between the king and the rook to be used for
Castling are vacant;
d. the spaces that the king must cross, and the space that the
king will occupy, cannot he reached by any of the opponent’s Punch out ali tokens and playing pieces.
pieces (i.e, the king will not be moving into or through check).

48 McGonsgs's Challenge b
L . € Flitwicl’s Challenze :
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RUILES FOR PLAYING CEESS
OBJEC'T

To Le first to capture the other color’s king.
SET UP

1. Piayers set up the
board for Chess. (See
Fig. 1} .

2. Players replace the
black knight (horse)
with the Ron token and
the black rook (castle)
with the Hermione

Move 2 spaces Move 3 spaces

Move 1 space

Move 4 spaces

2. After picking a card, a player may play one card from his/her hand
and move ahead one space for each note shown (see above), or end
the turn, _

3. Players must move the full number of notes shown on each card

L~

token,

The first player to
complete Flitwick's
Challenge removes the

they play, and may only play one card to move per turn.

4. After playing a card, players place it in a discard pile on the

table. When there are no more cards in the face-down pile, players
shuffle the discard pile and form a new face-down pile,

black bishop of his/her
choice from the board
and replaces it with
his/her playing piece,
(Harry Potter) which :
will move like a bishop » »
for this game, Players ; A .
start immediately on Fig. 1
this pame, keeping their regular turn order. Players do NOT wait £
for all players to reach McGonajall's Challenge to begin. 4 note card) at the same time.

4. As additional players reach McGonagall's Challenge, they replace 4. If the player does not have all four cards, he/she must go back
the remaining bishops of their choice (of either color). The second to Start.
player to reach McGonagall's Challenge does not have to play PASSING FLUFFY

against the first player; instead, he/she may opt to play on the
. 1, Once Fluffy has been put to sleep, he stays asleep for one full turn

mmamnmmnammﬁsmnww:;mﬁﬁ
If all remaining bishops have already been captured by the time (until the player who put Fluffy to sleep plays again), Any other
Epwm..Emwvmmmw..::.@é#ro:ﬁEpﬁpﬁmmosm.

ﬁ_mamv_mwa:.mmasmmu—oﬁoﬁhﬁ_,mh._rm:msmm.ﬁspﬁ Hu_mwmﬂw_momm
his/her playing piece (Harry Potter) on the space where a captured 2. After one full turn is over, players may not pass Fluffy unless they
omsuzmwpmo:mQc:w&qm_.m:ﬂapanmv.

bishop started.

GENEFR AL MOVEMENT ADVANCING TO THE NEXT CHALLIENGE

1. Players move according to their regular turn order. 1. As each player reaches the trapdoor,

2. Players may only move one piece per turn (except when Castling, he/she moves on to Sprout’s Challenge:
see page 22). The Devil's Snare, The rest of

3. On their turns, players may move any Chess piece of their color, the players continue to play
except for another player's playing piece (Harry Yotter). mwmla‘mhg:m“ﬁm. -

,rH%oEmnmmEmwsonm:mamﬁrmmmgmmasﬁm.

IANDING ON A TOKEN

1. When a player ends his/her move on a space with a token on it,
that player flips the token over,

2. If the token shows a flute, that player removes the token from the
board. The turn is over.

3. If the token has Fluffy on it, that player must play a song to put
Fluffy to sleep. To put Fluffy to sleep, a player must play four
different cards (a 1 note card, a 2 note card, a 3 note card, and a

R4
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GADAE 6 53/4: THE MIRROR OF ERISED
AND THE SORCERER'S STONE

COMPONENTS
* 10 Mirror of Erised Cards

The Sorcerer's You-Know-Who™

SBtone
QBJEC'Y
To find the Sorcerer’s Stone.
Sy Jp

1. Shuffie the Mirror of Erised Cards and place them face down on
the table, with the mirror side facing up.

2. As players complete Snape’s Challenge, they begin immediately on
the Mirror of Erised, keeping their regular turn order. Players do
NOT wait for all other players to reach the Mirror of Erised to
bepin.

THYE SEARCH FOR THE SORCERIR'S STONTE

1. On each turn, a player flips over one Mirror of Erised card, If this
player reveals the Sorcerer's Stone, he/she wins the game. If not
play continnes, _

2. As other players complete Snape’s Challenge, they join in flipping
over Mirror of Erised cards when it is their turn. _

3. I'layers who play incorrect smallest and/or roundest cards in
Snape’s Challenge must wait 2 turns after the last player
begins flipping over Mirror of Erised cards to
begin this game.

4. The player who reveals the Sorcerer's Stone . Wf@%&mﬁ .
wins the game. Mw&% ’

Each game includes three tokens with an image ¥

of the Borcerer's Stone. The winners of the first

three complete games each take one of these tokens
as their prize for winning.

r

have a token on it. The token must mate
the space on the bhoard, :

2. Tlayers may place a token in any of the
four areas.

3. Once a token has been placed in an area,
players may only place tokens next to a
token already placed in that area,

4. Players may only place one token per turn.
5, When there are no more face-down tokens
in the draw pile, players take one token

from any other player on each turn.

SURROUNDING PLAYFRS

1. When a player is surrounded, that player picks up
the Fire token with the number 1 on it.

,m 2. On their tarns, players who have taken a Fire
token continue to place Devil's Snare tokens,

3. The second player to be surrounded picks the ¥ire
token with the number 2 on it.

4. The third player to he surrounded picks the Fire
token with number 3 on it.

5. Play stops, and the remaining player picks the Fire token with the
number 4 on it.

6. Tt is possible that areas will be surrounded while some players are
still playing Hagrid's Challenge. After completing Hagrid's Challenge,
players still place their playing pieces in the center of an area,
pick two tokens, and begin play on their turn. If more than one
area is surrounded before players place their playing pieces, the
last player to finish Hagrid’s Challenge picks the Fire token with
the number 1 on it. The next to last player to finish Haprid's
Challenge picks the Fire token with the number 2 on it, and so on.

ADVANCING TO THE NEXT CHALLENCE

1. When all players have a Fire token, they move on to Flitwick's
Challenge: The Winged Keys,
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TAKXING A TURN

1. The player who finished first in Quirrell's Challenge goes first.

2. On each turn, players may either pick a card from the deck or flip
over a card on the game board. When a player takes a card, that
player must discard one card from his/her hand, face up.

3. Players may never have more than two cards in their hands at the
end of each turn.

. Players follow their regular turn order.
Players always discard face up, on top of the discard pile.

+ On each turn players may, at their option, move their playing piece
to another card.

INCANTATIONS ¢ARDS

1. Each Incantations Card has special instructions on it—players may
add the card to their hand (and discard) or play the card immediately.
2. To play an Incantations Card, players lay the Incantations Card on
the table and follow the instructions on the Card:
+ TAXE ANOTHER TURN—Players either flip over a card on the
hoard or pick another eard,

* STEAL A CARD FROM ANOTHER PLAYER,
THEN DISCARD—DIlayers take any card from
any player, then discard.

« LOOK AT ANY ¥ACE-DOWN CARD, THEN
PUT IT BACK FACE DOWN—Tlayers look at
any face-down card on the game board or any
card in ancther player's hand except for the cards
with playing pieces on them. Players put the card
back, face down,

« LOSE YOUR TURN-—The player loses a turn,

+ NETTLE WINE-—No effect.

3. Except for "Steal a Card” cards, players place used Incantations

Cards out of play. Players place used “Steal Card” cards on the
discard pile.

FINDING THT s M. ALLEST
AND ROUNDEST CATRRDS

1. The cards that are placed on the game board do not count
as the smallest or roundest for this game. For example, if
the 18, 28, and 38 Potions Cards are on the game board,
the smallest potion for this game is 48,

2. When a player (Player 1) thinks that he/she has the low-
est-numbered 8 and the lowest-numbered R Potions
Cards that are not on the board, that player shows the
other players his/her cards. If there are still cards face
down on the board, then Player 1 checks the cards on
the board without showing any other players.

3. If Player 1 has the best (lowest-numbered) Potions Cards,
then he/she begins to search for the Sorcerer's Stone,

TARXING TURNS

1. Beginning with the player with the highest-numbered Fire token, all
players who have not advanced to McGonagall's Challenge place
their playing pieces on any space on the game board.

2. If one or more players advanced to McGonagall's Challenge, the
first player to advance takes his/her turn on the McGonagall's
Challenge game board. After this player completes his/her turn,
players resume their regular turn order.

3. If no player advanced to McGonagall’s Challenge, the player with
the highest-numbered Fire token goes first, After this player moves,
players resume their regular turn order.

SEARCHING FOR THE SPECIATL SITVER

WINGED XEY

1. The first player spins the spinner and moves
the number of spaces shown,

2. Players may move in any direction
(horizontally, vertically, and/or diagonally).

3. Players must move the full number of
gpaces that they spin, and may not visit the
same space twice on a single turn,

4. When players finish moving, they flip over
the token on the space they occupy.

5, When a player turns over a token that is a
“normal” key, that player removes that
token from the Loard. .

6. When a player turns over the special silver winged key token, that
player advances to MeGonagall's Challenge.

7. The other players close their eyes, and the player who found the
special silver winged key places it back on the board, face down.

ADVANCING TO THE NEXT CHALLENGE

1. As each player finds the special silver winged key, he/she moves on
to McGonagall’s Challenge: Chess.
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GAME S OUIRRELL'S CELAIIENGE:

THE TR OLL

COMPONENTS

* Quirrell's Challenge
Game Board

+ 4 Playing Pieces
{Harry Yotter)

= 1 Spinner With Spinner
Arrow

QOBJECT

To race past the sleeping
troll before it wakes up.

SET UD

1. Unsnap the spinner
arrow, then flip over
the spinner so that the
Quirrell's Challenge
side is face up.
Reassemble the spin-
ner, with the arrow on
the Qmirrell’'s Challenge side.

2. As players complete McGonagall’'s Challenge, they start immediately
on this game, keeping their regular turn order. Players do not wait -
for all players to reach Quirrell’s Challenge to begin,

3. As players reach Quirrell's Challenge, they place their playing pieces
on the door at the top left corner of the board.

4. Players whose playing pieces were captured in
McGonagall's Challenge must wait before
beginning play. The last player captured
must wait 1 turn after the last player to
finish McGonagall’s Challenge starts
this game. The second to last player
captured must wait 2 turns, and the third
to last player captured must wait 3 turns.

MOVING ATONG THEY BOARD

1. The first player spins the spinner and moves the number of
spaces shown.

2. When a player spins the troll, the troll wakes up and that player
moves back to the door at the top left corner.

ADVANCING TO THE NEXT CHAILENGE

1. When all players have reached the door at the end of the path, they
move on to Snape’s Challenge: Secret Totions.

Fig. 1

6. If all remaining bishops have already been captured by the time
that a player reaches McGonagall's Challenge, that player places
his/her playing piece (Harry Totter) on the space where a captured
bishop started.

CH. ESS
OBJECT

To move, your playing piece (Harry Potter) off the opposite end of the
Dboard from where it starts,

MOVING INDIVIDUAL PIECES

1. With the exception of the knight, all pieces move in a straight line,
may only move in one direction per turn, and may not jump over
other pieces. :

2. All pieces except pawns may move forward or backward; pawns
may only move forward,

Players may move their king one square in
any direction. (See Fig. 2)

Tlayers may move their queen as far as
they like in a straight line—horizontally,
vertically, or diagonally. (See Fig. 2)
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