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OVERVIEW

THE WIZARDING WORLD™ IS DIVIDED. The Order of the Phaenix™ is working ta stap
Lord Voldemart™ fram taking aver the Wizarding Warld. As a member of the magical
community, you will contribute items and spells ta help the Order achieve their goals.
However, nat everyone can be trusted. There are Death Eaters” working in secret among
you. As you Encounter ather witches and wizards, you need ta determine whether their
loyalty is with the Order or they are a Death Eater spying for Lord Valdemart. Trust na
ane in this game of goad versus evil.
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0 Sort Role cards by Lacation (four
stacks of twao each). Players must
choose a Role fram one of the stacks
with the mast remaining Cards. This
ensures a roughly even distribution

| 18" DIAGON ALLEY"
of all the Lacations. ALUMNI SHOPHEEFER
Av e ACTIVE PLATER chsane aner An the ACTIVE PLAYER chosss sne:
Piltesm members Mt moag g v chc
i et  siuth card after an Encounter, draw the top
9 Place the game board in the center of ] et o e

the table. Place the Snake Taken an Fip over any one die R e
the Start space of the Threat Track. —

0 Sort the Encounter
cards based on
the number of
players. Fora b
to 8 player game,
use all the cards.
Far a Y or 5 player
game, remove all
cards noted 6+ and
return them ta the

box. Shuffle the OLS S, %5
f V4 e
* +

cards and place
the Encounter

deck face down. Wl?.r;\RDiNC
¢ WORLD

(" Each player chooses a wand,
putting it face down in front
of themselves.

6 Shuffle the Wizarding Warld" cards
together. Deal each player five (5) cards.
This is the player’s hand. Each player’s Eﬁi‘é“.m‘;m
hand is secret and may never be shown X\ i
ta other players. Put the rest of the deck
next ta game board face down.



e Gt Y : 0 Shuffle the Beginning tokens and
E "R MV EPLOYEE place them face down near the
At the ACTIVE PLAYER chinat oz Ax the ACTIVE PLATER choase ane: " game board. DO the Same ro‘_ the

Let any playes hand in Discaed ane caed and draw

two cards durng n v cards uhie swopping Second Wizarding War tokens. Set
Encouner or Battle. during an Encounter or Battle. = :
TR SRR s the Expelliarmus! and Reveliol cards
nearby. They will be claimed when the

carresponding tokens are revealed.

o Ta start, each player rolls twa dice. The highest
rolling player becames the first Leader and flips
their wand face up. This Leader will set up the
Layalty card decks as described an the next page.

Keep your Loyalty
card face down.
Da not show anyane.




LovpLgY

CREATE TWO decks of Loyalty cards as shown in the chart below. The Ffirst set
of Layalty cards are dealt, face down, ane ta each player. Players laak at their
Loyalty card but may never voluntarily show it ta others.

The secand deck of Loyalty cards is shuffled and set ta the side until needed.

Phase 1: Phase 2:
The Beginning The Second Wizarding War
Order Order
Players | ofthe Eatas ofthe e

o Phaenix Phoenix
o
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ORDER OF THE PHOENIX"
You must determine wha amangst you is a Death Eater as you complete
Encounters and engage in battles with Dark Creatures.

3 \hctorq Condltlon o ——
To win, submit the names of all the Death Eaters to the Department

] of Magical Law Enforcement. (See Order of the Phoenix \Ilctor\/ =
on page I8) o

DEATH EAaTER"
As a Death Eater, your goal is ta deceive the athers of your true Loyalty as you
prepare the way for Lord Ualdemort™s domination of the Wizarding Warld™.

4 Victory Condltlon
IF even one Death Eater avaoids being sent befare the Department of Maglcal

Law Enforcement for questioning, all Death Eaters win. (See Death Eater
Victary on page 18.)




OBJECTIVE

PLAY AS A WITCH OR WIZARD wha claims they are loyal ta the goal of Order of
the Phaenix” — ta stap He-Who-Must-Not-Be-Named and his Death Eaters™ during
the Second Wizarding War. Complete Encounters and Battle some of the foulest
creatures that Lard Valdemart” can get ta serve him in the war including giants,
Dementars”, and inferi. In the end, you must determine the Loyalty of thase around
you. Who among you is pretending to be layal ta the Order but is a Death Eater
spying far Lord Voldemort? Submit their names ta the Department of Magical Law
Enforcement to win... Unless you are actually a Death Eater, you must do whatever

it takes to avoid going ta Azkaban.

PLaviNG THE GAME

ENSURE THEY DON'T spend years ™
languishing in Azkaban, Death Eaters layal
to the Dark Lord will need ta blend in with
the witches and wizards wha are loyal to
the Order of Phoenix. The Death Eaters
won't always be playing nice thaugh.

They will cast curses and provide false
items to make sure that they, and most .
importantly Lord Voldemort, will be "
* victorious. After The Beginning phase *
. ofthe game is completed, the Dark :

" Lord will return, and may coerce more =
~ players ta jain the Death Eaters!
Will the Order determine who can be
trusted and who must be sent before
the Department of Magical Law
Enforcement, or will Voldemart and
- his Death Eaters take cantral?




As THE LEADER

IN CLOCKWISE order starting with the

highest raller, players will take turns
being the Leader for a turn. Each Leader
will follow the same steps.

1. ReveaL AN ENCOUNTER
The Leader draws an Encounter card

and places it face up in frant of them.

2. GaTHER YourR GRouP

The Encounter card details the number of players needed ta jain the group. This

LAYING THE GAME

Leader Abilities
- Leader Abilities are unique to
* each Location. These abilities can
~ help you greatly on an Encounter
or Battle. The Leader is the only
player who may use an ability and
= they choose only one of their two
& abilities to use per turn.

group always includes the Leader. The number of players (including the Leader)

required far each group is shown on

the Encounter card, as are any players

needed from specific Locations. The Leader must choose players matching these
requirements when passible. (See page 19 if you cannat meet a requirement.) Once
the initial location requirements are met, the remaining graup members can be fram

any Location.

Encounter name
and directive:

*

Investigate the E

(Reveal all cards.

mass breakout from Azkaban.

To win, their tatal
value must be
9 or more.)

Number of Players
required far the group: (6)

\ Reveal all cards.

To win, their total value must be 9 or mare.

6 PLAYERS

Y-
-

Location Requirements:
(I Ministery of Magic Emplayee,
| Hogwarts™ Alumni and

| Diagan Alley” Shapkeeper)




ABLE TALK

WHILE PLAYING, talking about the current Encounter is expected. Players
n share infarmation (which may ar may nat be true). In the end, this table
alk is all yau have ta ga on. The Leader must make decisians during their
urn based an what they believe, and players must da their best ta unravel
who may nat be telling the truth.

- Players can choose one of three rules ta dictate how much information may be
- discussed at the table when the Leader solicits valunteers far the Encounter.

« THE BASICS: Players may nat discuss the cards in their hand at all. Nor
can they indicate ta the Leader whether ar nat they are able ta provide
assistance in the current Encounter. They can indicate a preference ta jain
or nat. This made eliminates the need far the players ta lie ta one another
and is a goad intraduction ta the game’s mechanics.

« THE ESSENTIAIS: When the Leader is selecting a group far an
Encounter, players can say if they “can help” or “can’t help” with the task.
However, players may not state explicitly what cards are in their hand,
such as “l have a Gallean” or “I have a +3”. Players can coardinate their
actions in this made but also apen themselves up ta mare deception.

» THE WORKS: Players may freely discuss the contents of their hand or

lie abaut anything and everything. With a subtle tauch, Death Eaters”can =
use this ta their advantage ta pin the blame of Encaunter failures an other
players. However, this level of deception requires mare experience and
may be intimidating far first time players.

Keep in mind that discussing wha you think MAY be a Death Eater between
Encounters is highly encouraged in any of these mades. In the end
players will need ta determine who amang them

has been assisting /aldemart” and needs ta be

brought befare the Department of Magical

Law Enforcement.




PLAYING THE GAME

3. Hanp N a Wizarping WorLp™ Carp

Each player chosen for the Encounter including the Leader, hands in ane
Wizarding World card face down to the Leader, unless a Leader ability allows
them ta turn in an extra card. The Leader keeps these cards separate fram their
own cards creating an Encounter Pool. The Leader can remind players what is
required to pass the Encounter directive, and players can talk about the card they
hand in, following the agreed upan Table Talk rules. Da nat reveal the cards yet.

WhHatr 10 Hanp IN ~ - o
Players will most often want ta hand in any card(s) they promised to
turn in. Curse cards can be played by Death Eaters™ ta subvert the
effarts in an Encounter, but their use carries the risk of discovery. Only
when out of aptions will a member of the Order of the Phoenix™hand in a
© Curse card. Cards with a high Dice Value are useful ta hand in for some
= Encounter directives, and all Battles.

Card Value & Number of Dice: (I) ]’

Card Name: (Crystal Ball)

Cards are submitted face
down to the leader i
who shuffles them (& Q" e Y
together with ) [ T

their own card.

L, THE LEADER SHUFFLES AND SECRETLY Looks AT THE CARDS
Once all the players in the graup have handed in a card, the Leader shuffles
them. (This should be dane below the table, out of sight, making the small
number of cards easier ta mix up.)

After shuffling the cards, the Leader looks at them. Any Curse cards are revealed
and resolved immediately.

Once a Curse is dealt with, discard it. Continue the Encounter with fewer cards i
the Encounter Fool. :

10



Curse cards are dangerous TheV must be
revealed immediately when discovered, and
their directives dealt with befare the Encounter
(or Battle) can praceed. If multiple Curses are
revealed, the Leader determines the order in

The Death Eaters~

which the group will deal with th = POl i i

5. Swar a WizarpiNnG WorLD™ CaRD (OrrionaL)

Once all curses have been resolved, the Leader may swap a Wizarding World
card out of the Encaunter Pool. During this swap, a single card is discarded.
The Leader draws a new card, places it in the Encounter Pool without logking,
and shuffles the paol again.

Discakp R
Discarded \1I|zard|ng World ETaTe placed face down next ta the dra
deck creating a discard pile. It is helpful to turn the discard pile sideways
ta keep it separate fram the draw deck.

When a Death Eater™ is the Leader, discarding useful cards during a

swap can be a good way ta influence the other players’ perceptions.

If sameone commits ta contributing Ueritaserum, it’s possible to discard

the Veritaserum then lay the blame at their feet when the Encounter fail
~ Of course, that player will be positive that you're a Death Eaterl

The Leader looks at the cards @ The Leader can aptianally swap
resolving any curses in the ane card.
Encounter Pool.

11



PLAYING THE GAME ——————

6. Revear Wizarping WorLp™ Carps

The Leader anly reveals as many cards as instructed by the Encounter card
directive. If less than the full amaunt is ta be revealed, the Leader flips aver ane
card at a time, stopping immediately once the directive is fulfilled or the maximum
number of cards are revealed.

If a Curse card is revealed, (added because the Leader swapped a Wizarding Warld
card) it must be resolved immediately, or the Death Eaters™ win.

Same Encounters require the Leader ta roll dice. The number of dice they are
allowed ta roll is equal ta the tatal number of dice shown on all cards (maximum 6).
The Leader rolls those dice then compares the result ta the requirement on the
Encounter. If additional ralls are allowed, the Leader choases which (if any) of the
dice they want ta keep after each roll. Dice are nat lacked in, and the specific dice
kept may be changed between raolls.




1. Success oR FaILURE?
SUCCESS: If the group completes the
directive an the Encounter card, they
win the Encounter and may cantinue to
8. Reveal a Taken.

FAILURE: If the group did NOT meet the
requirements of the directive (ar were stopped
by a Curse card), they have failed. Go straight
ta 10. The Escalating Threat (page 15).

Discard the Encounter card face up near the draw deck.

8. ReveaL a Toxen
RAfter a successful Encaunter, choose any taken far the current Phase (Beginning
or Second Wizarding War) ta flip over.
R. If a Spell (Expelliarmus or Revelio) is revealed, the Leader takes the
appropriate card and places it in front of them. Ga to End of An Encounter (page 16).
Expelliarumus grants the player the pawer ta skip ane player’s turn
or leave a player out of an Encaunter.
Revelio fulfills an abjective in the Secand Wizarding War, and allows
the player ta peek at the Loyalty cards of up to twa players.
B. IF the Taken is Discard and Redraw, everyane in the graup may choose to
discard ane Wizarding World" card and draw a new ane. Ga to End of An
Encounter (page I6).
C. IF a Dark Creature is discovered, a Battle begins. Cantinue to Step 9.

9. ResoLve Barries with Darx CREATURES

When a Dark Creature is revealed, the group chosen for the Encaunter must
immediately battle it! All graup members hand in a card ta a Battle Paol, much

like resolving a directive far an Encounter. In a Battle, the Wizarding World cards
handed in should have high Dice values, as the Leader will need to roll a particular
combinatian of dice ta successfully defeat the Dark Creature. It is narmal ta discuss
these contributions—but as befare, never show what card you are contributing.
Cards with a high dice value are good, but the Leader can only use 6 dice, so larger
graups may easily reach six, and exceeding the cap may waste valuable cards.

13



PLAYING THE GAME ——————

9. ResorLve BaTTLES WiTH DaRK CREATURES (Continued)

@ The Leader shuffles the Battle Poal, tharoughly mixing up the cards.

The Leader loaks at the pool. Curse cards are revealed immediately
and must be dealt with or the Battle fails.

@ The Leader may
swap any ane pool

card, discarding it in
exchange far another
from the Wizarding
Warld" deck.

St ]
B

+

WORLI
v )

B X || L@
(3B

@ RU cards are revealed, Add the card values tagether ta determine the
number of dice ta rall. A maximum of 6 dice may be used far the rall.
Rfter the tally, the cards are discarded.

o
° [ ]
°
[ ]
°
L
[ ]
Dice accumilated is 7. Maximum allowed is 6.

.D The Leader must roll either 3-0F-A-KIND ar t-0F-A-KIND depending
on the Creature ta defeat it. (The game board displays these
requirements.) Dice are rolled, and the Leader choases which (if any)
they want ta keep after each roll. Dice are not lacked in, and the
specific dice kept may be changed between rolls.

Roll | Roll 2 Roll 3
* . e ® : : ] o. .°
o ° ° o> e o ° ° .u °
Y e @ [ ] o -
. . % Rix 4 o



@) WIN: Defeating a Lreature
allows a matching empty
spat in the current Phase
ta be filled with the Creature
taken. If the matching space
is already filled, discard
the Creature token. Go to
End OF An Encounter (page 16).

THE BEGINNING

LOSE: If the Creature is not defeated, flip the taken back over and
shuffle that taken with the athers fram the same Phase. You will
have ta try again ta defeat it. Ga ta 10. The Escalating Threat.

10. The EscaLaTING THREAT
When the group fails an Encaunter or is unable ta defeat a Dark Creature in a
Battle, the Snake is maved ta the next space an the Threat Track.

Maost times when the Snake moves farward, there is no immediate threat. When it
reaches the fourth space an the track, players MAY NOT draw back ta a full hand of
cards. This penalty lasts far exactly ane Encounter (and ensuing Battle), then players
can redraw up ta a hand of 5 cards again. If the Snake reaches the final space
immediately go ta Befare the Department of Magical Law Enforcement (page 17).

NO CARD
DRAW TH1g
ENCOUNTER

Each time an Encounter or Battle fails, move the
Snake farward one space on the track.

15
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PLAYING THE GAME

11. Enp oF aN ENCOUNTER

Each turn ends the same way.
A. All players should redraw ta have five cards in hand. Any players wha did
not participate in the Encaunter, may discard ane card and draw a new one.
B. Anyone whao had Expelliarmus cast on them regains their wand. They may
not exchange a card but they do discard the Expelliarmus card, returning it
ta the box.
C. Check ta see if an earned taken fills the final requirement of The Beginning,
if so proceed ta Step 12. If it fulfills the final requirement far The Secand Wizarding
War, ar if the Snake reached the end of the Track, proceed ta Before The
Department OF Magical Law Enfarcement (page 17).
D. The current Leader flips their wand face down and the player ta their left
flips their wand face up ta begin their turn, taking the same steps.

12. A Suirr IN LovALTIES

As soon as the secand taken is added ta The Beginning, layalties may shift. The
Leader deals one card fram the secondary Loyalty deck ta each player. Players
pick up bath of their Layalty cards, mix them up, then return one face down. The
following rules apply.

Anyaone loyal ta the Order of the Phaenix” that
is dealt anather Order of the Phoenix card has
not been coerced. They simply return one of the
Order of the Phoenix cards, keeping the ather,
and are still part of the Order of the Phoenix.

R Death Eater™ whether they are dealt
another Death Eater or Order of the Phoenix’
card, remains a Death Eater. They always
keep a Death Eater card, simply returning
the other card.

Anyone loyal ta the Order of the Phaenix that
is dealt a Death Eater card must switch their
Loyalty! They return the Order of the Phoenix card, keeping the Death Eater card, and
are now considered a Death Eater!

Once all cards have been handed back in, the Leader returns the cards ta the box.




13. Berore THE DEPARTMENT OF MaGicaL Law ENFORCEMENT
As soan as the last taken space far The Secand Wizarding War is filled on the game
board, or the Snake reaches the end of the Threat Track, game play immediately
proceeds ta determining who needs ta be sent befare the Department of Magical Law
Enfarcement far questioning! This is the time ta identify which witches and wizards
amongst you are nat layal ta the Order of the Phoenix™ but actually Death Eaters™
aiding Lord Voldemort’!

PRt

The player wha collected the Revelio card casts the spell. Based on where the

Snake is an the Threat Track, they may choose 0, 1, or 2 player’s Layalty cards
ta peek at. This is not public knowledge. The player may tell the truth, lie, or
even chaose to withhold all infarmation about what they hau SEED S

s v

Armed only with the knowledge of what has transpired in the game and what has
been shared from the casting of the Revelio spell, the player wha was the Leader of
the final Encounter naminates anather player ta be the final Leader. All players must
vate an whether ar nat ta elect the nominated player as the final Leader. This player
will be respansible far selecting the names of known Death Eaters™ ta submit ta the
Department of Magical Law Enfarcement. Important: The Final Leader cannat choose
themselves, sa this shauld be the player the group considers mast likely ta be a
loyal ta the Order of the Phaenix. Once the players have had a chance ta offer their
thoughts regarding the nomination, the current Leader calls far a vaote.

AW players hold aut their fist, thumb extended sideways. The Leader counts down, “3,
2,1," and the vaoters each display a thumbs up (“yes”) or thumbs down (“no”) with the
majarity carrying the vote.

If a “no” or tie happens, the player ta the current Leader’s left becames current
Leader, and must nominate a player wha has not previously been nominated. Once a
“yes” majority is reached, the final Leader flips their wand face up.

7



PLAYING THE GAME ——————

13. Berore THE DEPARTMENT OF MAGicAL Law ENFORCEMENT (Continued)

The Final Leader is respansible ta listen ta the other players, but ultimately, they must
choase whao they believe ta be the Death Eaters amangst the other players. The Final
Leader selects as many players as shown in the chart below.

Tue MoMeNT oF TruTH

One at a time, each player reveals their Loyalty card.

OrpER OF THE PHOENIX" VICTORY

If all Death Eaters™ have been sent ta the Department of Magical Law Enforcement
for questianing, The Order of the Phoenix are victarious. Witches and wizards
everywhere are safe from Lord Uoldemart™ and his followers. For now...

DeatH EaTer™ VicTory
IF any Death Eater has avoided being questioned by

the Department of Magical Law Enfarcement, the Death Eaters win!

ORDER OF THE PHOENIX

DeatH EATER

Players Hs&nberﬁito Perfect victory Partial victary Victary
Rny Death
The only Death
AUl (and only) Fater andan Eatrer nnr: sent
4 5arb lor2 Death Eater Dedererihs efare the
: Names are . Department of
N Phoenix name Magical Lau
= SR is submitted. g
g Enforcement
(¥
Bath Death Aoy DRaty
AW (and anly) Eater not
Death Eat e e sent befare the
pacs LE S QideRnEthE Department of
ﬂagnef»ttafj FhosnbEAamE Map ical Law
R are submitted. g
Enfarcement
Z.
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FAQ

Q. If I am a Death Eater”, can | throw away my rolls while Leader?

R. No. The Leader represents the effarts of the whale graup. You must

also take any extra rolls affarded you. You do not have ta use your Leader Powers
ta increase the chances of success.

Q. What do | da if the Encounter or Battle Pool gets
mixed up?

A. IF the paol gets mixed up with your own hand,
discard the entire pool and your hand, then redraw
the carrect number of cards. Have every player who
put cards inta the pool draw replacements. Refarm
the pool with cards fram the carrect players then
continue play.

Q. What happens if multiple Curse cards are revealed
and we can't deal with any of them? ;
A. You face defeat only once a turn. Even if two Avada The DeathAEatg'r:mun _
Kedavra cards with the “Encounter automatically fails” automatically uin &
directive are revealed, you anly move the Snake ane
space on the Threat Track.

Q. What happens if | can't fulfill a lacation

requirement far an Encounter because Expelliarmus has been used?

A. You still must do the Encounter with as many players as passible.

The Leader will nat have the ability to swap cards. You cannat choose to
nat fulfill a location requirement.

Q. What happens if our total dice pool is higher than 6?

A. Some Encounter cards require you ta build a paal

larger than 6 ta pass, but in these Encounters

you do not need to roll the dice ta pass. When
an Encounter requires dice rolling, the largest
number of dice you can add to the pool s 6.
Rny extra dice value on the cards is ignored
and anly up ta 6 dice may be ralled.
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