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hen the Dark Lord returns to power, Harry and his friends must learn to defend themselves – despite the lack of practical
instruction provided by their new Defence Against the Dark Arts professor, Dolores Umbridge. Only by learning important
defensive magic will the Hogwarts students be able to battle the evil Lord Voldemort and his Death Eaters, as members of
Dumbledore’s Army.
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AIM OF THE GAME
The aim of the game is to learn defensive magic – specifically, the spells Expelliarmus and Stupefy, and Expecto patronum
(the incantation for the Patronus Charm) – then find a Dumbledore’s Army card to complete your training.

HOW TO PLAY THE GAME
To ‘learn’ the incantation for a spell or charm, a player must find all four of that particular incantation’s lesson cards in order of 1-4
(each card series consists of four lessons, marked on the cards by different numbers of slashes 3 ). Once a player has found all four of
a particular series of cards in the correct order, they can put that series aside (the spell or charm is then considered ‘mastered’) and begin
learning another.
Once a player has mastered Expelliarmus and Stupefy, and Expecto patronum, they must find a Dumbledore’s Army card, signifying that
they are now ready to fight. Whoever does this first is the winner, with the other players finishing in the order in which they complete
the defensive magic training and find a Dumbledore’s Army card.
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TO START
Shuﬄe the cards and put them in four approximately equal stacks, face down. (Note: you will eventually need a large playing surface.) 1
The players determine who goes first. During each turn, a player may either draw a card from one of the stacks, or turn over a discarded
card on the table surface. 2
Specifically, if a player draws a card from one of the stacks and does not want it, they must then place it on the table face-up. 4
If the next player wants this card, they can take it and add it to their series; however, if the next player does not want this card, they
should let it lie and take a card from one of the stacks. If the player does not want that card, they should put it face up on the table next to
the previously discarded card, and turn the previously discarded card face down. 4 Eventually, a number of cards will be lined up (ideally
in rows of 10) on the table face down, forcing players to remember which was which.
So, again, on a player’s turn, the player can either pull a card from one of the stacks, or take a card from the table. If a player turns over
a card on the table and finds that it is not the card they were looking for, their turn ends and the card is turned face down again.

DOLORES UMBRIDGE CARDS 5
There are 6 Dolores Umbridge cards in the set; two related to each incantation. The Umbridge cards are designed to hinder the players’
progress in learning defensive magic.
Specifically, a Dolores Umbridge card related to a particular incantation will interrupt that incantation’s lesson. So, if a player uncovers
the Dolores Umbridge card related to Expelliarmus, and that player is in the midst of collecting 4 Expelliarmus cards (i.e., has 1, 2
or 3 of the cards in order), the player must then take all their Expelliarmus cards and place them, and the Dolores Umbridge card,
at the bottom (in any order or combination) of the 4 stacks of cards.
Unfinished series of other cards are not affected.
If, however, the player has already completed the given series, or has not started it yet, the Dolores Umbridge card will have no effect
on that player. In that case, the player may place the Dolores Umbridge card into the cards of any opponent who is in the midst of
collecting the relevant series of cards, causing that player to take all such cards and place them, and the Dolores Umbridge card, at
the bottom of the 4 stacks of cards.
If the Dolores Umbridge card cannot affect any of the players, it is discarded on the table face up (like any other discarded card),
the previously upturned card is turned face down, and that player’s turn is over.
Pay attention! In the course of the game, some less attentive players may turn the Dolores Umbridge card up again and lose their carefully
collected cards; attentive players may use it on an opponent whose series is open.
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HARRY POTTER CARDS 6
There are also 6 Harry Potter cards in the set. They serve two functions:
1) A Harry Potter card can assist players by acting as a ‘wild card’ for any of the incantation cards (it cannot be used as
a Dumbledore’s Army card 7 to win the game). In other words, if a player cannot find one of the cards needed for a series, they can
use the Harry Potter in its place – but the player must declare this in the moment. For example, if a player finds the first lesson card
and knows where to look for the third lesson card but not the second, they can use a Harry Potter card as the second lesson card,
then pick up the third lesson card and go on. (Harry Potter cards can replace ANY of the four cards in a series, and a player can use
more than one in a series.) HOWEVER, a player cannot locate the first lesson card, then the third lesson card, and THEN decide
retroactively to use the Harry Potter card as the second lesson card.
If a player – or their opponent – subsequently locates the card for which a Harry Potter card was substituted, they may pick it up, replace
the Harry Potter card in that series, and thus free the Harry Potter card for their own future use. HOWEVER, once a series has been
completed with one or more Harry Potter cards (i.e., all four cards have been found in order), the Harry Potter card can no longer be freed.
2) A Harry Potter card can protect a player from Dolores Umbridge. Specifically, if a player is subjected to a Dolores Umbridge card,
they may use a free Harry Potter card (or one already in the affected series – see below) to protect themselves by returning the Harry
Potter card back to the bottom of the stacks along with the Dolores Umbridge card. If the Harry Potter card was already being used
in the series which would have otherwise been affected by the Dolores Umbridge card, the player can return the Harry Potter card
and the Dolores Umbridge card to the bottom of a stack leaving a gap in the series; however, the player cannot continue to collect
cards until they have discovered the missing card or another Harry Potter card to fill in the gap.
If a player has already used their Harry Potter card in a series other than the one affected by Umbridge, they cannot use the Harry
Potter card to protect themselves from Umbridge.
A player may decide to keep their Harry Potter card and sacrifice the series, but this seldom proves to be an effective solution.
If a player is left with a spare Harry Potter card after finishing the game with the Dumbledore’s Army card, they can either a) return
the Harry Potter card to the bottom of one of the stacks so that the card may be re-used in the game by the others or b) keep the card
out of circulation for the rest of the game.
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MADAM DOLORES UMBRIDGE was
a half-blood witch and a British Ministry
of Magic bureaucrat who served as Senior
Undersecretary to the Minister for Magic under
Ministers Cornelius Fudge, Rufus Scrimgeour,
and Pius Thicknesse. In 1995 by order of the
Ministry, she was installed as the Defence
Against the Dark Arts Professor at Hogwarts
School of Witchcraft and Wizardry and
then later the Hogwarts High Inquisitor and
Headmistress of Hogwarts School of Witchcraft
and Wizardry, after Professor Albus Dumbledore
had been fired. In all three of these positions
at Hogwarts, she had enormous power over the
students, teachers, and the curriculum, which
she wielded despotically. Her time at Hogwarts
was characterised by her cruelty and abusive
punishments against students. She became well
known at the school for her interfering and
condescending ways which caused her to be
despised by most students and teachers alike.

DUMBLEDORE‘S ARMY (also known as
the D.A.) was a secret organisation initiated
by Harry Potter, Hermione Granger, and
Ron Weasley to teach their fellow Hogwarts
colleagues proper Defence Against the Dark
Arts . It was founded by Hermione, but led
by Harry, who also had the responsibility
of teaching its members. This organisation
was made necessary by the refusal of Dolores
Umbridge, to teach anything in her
classes other than textbook theory. It was
originally founded with twenty-eight
members. Dumbledore‘s Army played a vital
role during the Second Wizarding War.
The members of the organisation fought
in many important battles such as, the Battle
of the Department of Mysteries, the Battle
of the Astronomy Tower, and the Battle
of Hogwarts. Dumbledore‘s Army used the
Room of Requirement as their headquarters
and practice area.

HARRY POTTER has the most experience
of all students with offensive and defensive
spells. He instructs the other members
of Dumbledore‘s army how best to handle all
the necessary spells.

THE PATRONUS CHARM (EXPECTO
PATRONUM) was the most famous and
one of the most powerful defensive charms
known to wizardkind. It was an immensely
complicated and an extremely difficult spell,
that evoked a partially-tangible positive energy
force known as a Patronus (pl. Patronuses) or
spirit guardian. It was the primary protection
against Dementors and Lethifolds, against
which there were no other defences.

THE STUNNING SPELL (STUPEFY), also
known as the Stupefying Charm, or Stunner
for short, was a charm that stunned the target,
rendering them unconscious. This charm
was exceptionally useful in duelling, as it can
quickly end a duel without causing lasting
damage. The spell also had the ability to halt
moving objects. The counter-charm to the
Stunning Spell was the Reviving Spell. Stupefy
Duo was a more powerful variant of the spell.

THE DISARMING CHARM
(EXPELLIARMUS) was a charm that forced
whatever an opponent was holding to fly out
of their hand. It was common to see this spell
used in duels to make an opponent lose their
wand.
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