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Chapter 1: Introduction

Casting spells, a fantastical game called Quidditch, and a lightning scar are a few of the memorable things that

define the world of Harry Potter. The world is once again in danger from one of the greatest Dark Wizard of all

time, Lord Voldemort. A place of the imagination so real and fun which millions, both young and old, have read

and re-read the books and made the films some of the biggest box office hits of all time. This is the world behind

the scenes of our own, created by J. K. Rowling, where even kids can also be movers and shakers of the world.

And now you can join them with Harry Potter: The Role-playing Game! Create your own characters and go to class

at Hogwarts, play a game of Quidditch, or help save your friends from a Dark Wizard... the possibilities are endless!



What is a Role-playing Game?

A role-playing game (or RPG) is different from card games, board games, video games, and pretty much every other

kind of game available. Your objective in a role-playing game isn't to 'win' necessarily, but to have fun with friends

and family by telling a story in which the characters you have created accomplish noble and grand deeds.



The Basics for Playing

To play the game, you need a character, a fictional persona you create and develop through play. The rules of the

game tell you how to define her basic qualities, what he knows how to do, the special abilities and powers he has,

and equipment to help him. That's just part of the process since it’s you, not the rules, who defines what the

character is like and how he acts during the game.

Characters controlled by a single player are called player characters (PC's). To play the game, there must be at least

one more member: the Narrator. Her job is to create the storyline in which the game is played, explains situations,

and plays the part of the non-player characters (NPC's). Because the game is played as a group, you don't just listen

to the Narrator; you get to respond back with what you want your character to do and the rules of the game will

guide to the outcome of the character's actions. By rolling dice, you can determine whether you remember a bit of

history or how to make a potion. If necessary, the Narrator interprets the rules in how they would apply to a certain

situation.

What you need to play Harry Potter: The Role-playing Game is:

- This book,

- Two six-sided (2d6) dice, and

- Other people to play the game with
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Chapter 2: Character Creation &amp; Advancement

Creating a Basic Character

The outline listed below details how to create a 0-advancement character whose equivalent shall be a second year

student. The first specialty for skills that have them are free for phases 2-4 only; they must be purchased from then

on. At the end of character creation, a character cannot have more than 4 ranks assigned to a skill, but this doesn’t

mean the total roll modifier won’t be greater than that. At the end of character creation, a character can have no

more than



Phase 1: Attributes

I.

II.



Generate your character's attributes (see Chapter 3). Choose two favoured attributes.

Determine your Secondary Attributes (see Chapter 3). Choose one favoured reaction.



Phase 2: Native Skills

Choose your Native Skills with a number of picks equal to your character's Intellect x2. These ranks and specialties

are purchased for the Languages and Knowledge (see Chapter 6) skills. When you select a new skill in this phase, the

first specialty acquired is free (i.e. no cost in picks).



Phase 3: Heritage

I.

II.

III.

IV.



Choose your character's Heritage (see Chapter 4).

Choose your Heritage Package or create your own (see Chapter 4).

(Optional) Choose one Heritage Package edge listed at the cost of one flaw (see Chapter 7).

(Optional) Select an ability designated “Selectable only at creation” at the cost of two flaws.



Phase 4: Wizard House

I.

II.

III.

IV.



Choose a Wizard House (see Chapter 5).

Use the skills and specialties listed for the House or choose your own skills by spending 12 picks on any

skills and additional specialties, except combat skills (they can only be purchased after character

creation).

Choose one House edge for free.

(Optional) Choose one more edge at the cost of one flaw.



Phase 5: Miscellaneous

I.

II.



Create a wand (see Chapter 11).

Select a number of Tier I spells equal to the character’s Intellect Modifier (see Chapter 10).



Phase 6: Free Picks

Purchase selections from Table 2-2: Advancement Picks Table using 5 picks. You can buy any selection in the

table, except for:

- Health or Reactions (they aren't final until after initial character creation),

- Abilities, or

- Removing a Flaw
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Sample Characters

Gerald Gruff

Heritage: Pureblood

Wizard House: Slytherin



Attributes

Bearing:

Nimbleness:

Perception:

Strength:

Vitality:

Intellect:

Magic:



Skills

Acrobatics (Balance) +2, Athletics: Run +2, Brew Potion

+1, Conceal +1, Games: Gobstones +1, Intimidate

(Fear) +3, Knowledge: Geography (England) +4,

Knowledge: History (Gruff Family) +4, Knowledge:

Trivia (Stratford Stunners) +4, Language: English +4,

Legerdemain (Pick Pockets) +1, Observe (Spot) +1, Ride

(Broom) +2, Spellcraft (Curses) +1, Stealth (Move

Silently) +1



Reactions

8 (+1)

7 (±0)

7 (±0)

9 (+1)*

8 (+1)*

7 (±0)

4 (±0)*



Stamina:

Swiftness:

Willpower:

Wisdom:



+1*

±0

+1

±0



Spells

Impediment Curse



Health:

Courage:

Renown:



9

3

0



Defense:

Movement:

Size:



7

6

M



Edges

Bold, Hardy, Keen-eyed



Flaws

Dim-witted, Weak-willed



Gear

Standard school supplies, wand (0/1/0/0/0/-1), Wizard

money (1 G, 6 S, 6 K)



Background

Not exactly the swiftest of intellects, Gerald (Gerry to his friends), is your typical boy of a pureblood family.

Arrogant and thickheaded along with a taste for bullying, Gerald fits right in with the rest of the pureblood fanatics

at school like Draco Malfoy. His father and mother, members of Slytherin House in their day, are of modest means

from his father’s above average talent as a Chaser for the Stratford Stunners. Neither participated in the terror

when Voldemort last rose to power, but they did cheer on his goals, so much so that they almost landed themselves

in Azkaban as collaborators. Not long after Lord Voldemort’s reappearance in the Ministry of Magic, Gerald

received his papers to attend Hogwarts. His family has had close ties with the Malfoys for many years and so he’s

been under the influence of Draco for a long time as errand boy and bully to children of the younger classes for

them.
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Imogene Crowly

Heritage: Muggle-born

Wizard House: Ravenclaw



Attributes



Skills

Reactions



Bearing: 8 (+1)

Nimbleness: 8 (±1)

Perception: 8 (±1)

Strength: 7 (±0)*

Vitality: 7 (±0)*

Intellect: 11 (+2)

Magic: 6 (±0)*



Stamina:

Swiftness:

Willpower:

Wisdom:



Brew Potion +2, Games: Chess +2, Investigate

(Research) +1, Knowledge, Geography: England +4,

Knowledge, Geography: Germany +4, Knowledge,

History: England +4, Knowledge, History: Germany +4,

Knowledge, History: Hogwarts +3, Language: English

+4, Language: French +2, Language: German +3,

Observe (Listen) +2, Ranged Combat: Spells +2, Science:

Astronomy (Constellations) +2, Spellcraft

(Transfiguration) +4, Use Item: Muggle (Computers) +2



±0

+1

+1

+2*



Spells

Health:

Courage:

Renown:



7

3

0



Defense:

Movement:

Size:



8

6

M



Cleaning Spell, Color-change



Edges

Curious, Studious



Gear



Flaws



Standard school supplies, wand (1/-1/0/0/-2/2),

Wizard money (3 S, 2 K)



Stubborn



Background

Imogene Crowly isn't your typical Wizard kid, probably even for a Muggle-born. Her parents met while her father

was travelling through Germany. Eventually they were married, and lived in Germany for awhile, where Imogene

was born. After a few years there, her father became a professor in Cambridge and she was enrolled in a prestigious

primary school there where she took great interest in mathematics and science. It wasn't until her 10th birthday

where her powers manifested themselves when she and a number of her friends were playing in the yard. She was

climbing a tree with a couple of boys when she lost her grip and fell. To her and everyone else's great surprise, she

floated to the ground instead of simply dropping. Unbeknownst to them, the Ministry sent a team to her home to

intercept the other children after the party and modify their memories.

Clearly befuddled about the event, her family kept quiet about it and it was almost forgotten when her letter from

Hogwarts arrived. Needless to say all were shocked, especially her parents. After they slowly came around and

finished reading the lengthy letter from Professor Dumbledore explaining some of the pertinent information, they

were very happy for Imogene. After an exciting trip to Diagon Alley to get her school things (avidly pouring over

all her texts once home), a trip on the Hogwart's Express, and awing boat ride guided by a gigantic man called

Hagrid, Imogene had arrived at Hogwarts.
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Advancement

Awarding Experience

Characters in the Harry Potter: The Role-playing Game, like most characters in Rowling's novels, are not static. As

they experience things through their adventures, they learn, grow, and become more capable and powerful. For

example, Neville Longbottom started off as a bumbling accident just waiting to happen as a first year; by the time

he was a fifth year student, he was helping Harry battle a group of Death Eaters in the Ministry of Magic. In game

terms, character growth and development is reflected in the award of experience points. The amount given

depends upon the judgement of the Narrator; some prefer to be generous while others are less so. Table 2-1 below

shows conditions for experience awards and their suggested values in points.

Table 2-1: Experience Awards

Condition



Experience Point (XP) Award



Successful test related to the story

Completion of primary objective

Completion of secondary objective(s)

Completion of scene's purpose

Exceptional Role-playing



TN of the test

1000 (divided among PC's)

500 each (divided among PC's)

100 (divided among PC's)

Special (Narrator determines)



Successful Tests

The most common way of gaining ongoing experience is through the completion of story-related tests. When a

character succeeds in a particular test, he gains experience in an amount equal to the TN of the test. Her

companions gain half this amount of experience. Some Narrators may require their players to keep a record of the

tests that they perform so as to justify certain advancement picks. Also, some may impose a limit to one test per

type: if a PC makes three Ride tests in one scene, then the Narrator may only limit the gain in experience for one of

those tests (normally the test with the highest TN).



Fulfilling Objectives

Characters also gain experience by fulfilling the primary and secondary objectives of the story, as well as scene goals

along the way. These may involve solving riddles, interacting with specific NPC's, or thwarting the nefarious plans

of an enemy or rival.



Exceptional Role-playing

Depending on the Narrator's personal style and type of game s he runs, good role-playing may be as important as

the completion of story objectives. The Narrator doesn't have to give out additional experience for performing

well; however, players who truly embrace their characters and setting probably deserve a little something extra. And

even sometimes characters will do something so extraordinary that their action screams for some type of award -by all means give experience as award for their performance.



Spending Experience

Table 2-2: Advancement Picks Table

Cost

1

1



Advancement Items

+1 rank previously acquired skill

Specialty

8



2

2

2

2

2

3

3

3

4

5

5



New Edge or upgrade existing Edge

Remove Flaw (Narrator approval)

+1 rank new skill

+1 Favoured Reaction

+1 Renown

+1 Non-favoured Reaction

+1 Courage

New Ability or upgrade existing Ability

(unless otherwise noted)

+1 Favoured Attribute

+1 Non-favoured Attribute

+1 Health



There is only one restriction when spending Advancement Picks: you cannot spend more than 2 picks for any skill

per advancement, except Spellcraft where you may only spend 1 pick per advancement.



1000-Point Method

When a character accumulates 1000 experience points (XP), the player may spend the experience to allow her

character to undergo advancement. Advancement represents how the character has grown, learned, and improved

during the course of her adventures. When a character undergoes advancement, he receives five picks to spend on

Table 2-2: Advancement Picks Table. With the picks, you can improve your character's attributes, reactions, learn

new skills or improve the ones she has, acquire or improve edges, and so on. If appropriate, the Narrator may allow

you to take a flaw with advancement to give you a sixth pick. The only restriction when purchasing items from

Table 2-2 is that no more than two picks may be spent to increase the number of ranks a character has in a

particular skill. Although a player can theoretically purchase any item from the table, the player should justify the

purchase of particular items by having them reflect the events and accomplishments of the chapter or chronicle.



Accumulation Method

This method is based on the 1000-Point Method but allows players to purchase items from the advancement table

as she receives experience. One pick is equal to 200 XP and so XP-pick equivalents may be purchased from the

table. The experience doesn't have to be spent as soon as the experience is received, but no more than 1000 XP

may be saved to spend. This method reflects reality a bit better than the 1000-Point Method in that advancement

and relative power of the character increase gradually as opposed to incremental spurts. The only restriction when

purchasing items from Table 2-2 is that no more than 400 XP may be spent to increase the number of ranks a

character has in a particular skill.



Legendary Characteristics

Legendary Attributes

There are persons in the world of Harry Potter that are of extraordinary ability where it comes to one or more of

their attributes. For example, Professor Dumbledore is widely regarded as the greatest wizard of his age, owing

greatly from his eccentric behaviour and genius, which is reflected in his Wits attribute of 13 (see People of Harry

Potter). Normally, attributes are capped at 12 + Racial Modifiers, where humans (Muggle and Wizard) have +0 for

all attributes and thus capped at 12, but favoured attributes are special and this guideline accounts for that.

Narrators can incorporate this into their narratives for PC’s and NPC’s if they are or become pivotal figures in the

fate of the wizarding world and/or the world as a whole. A character that has increased a favored attribute to its

maximum value and gained at least 6 Renown through its use over the course of the narrative may petition the

Narrator for the chance to increase the attribute to 1 point above the normal cap. Non-favoured attributes are

forever capped at 12 + Racial Modifiers. When requesting this consideration, the player must pay the normal cost
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