Harry Potter Party Game Ideas

-Teach your kids to play chess. You might even tape off a chess board, and play a life size chess tournament with the teams.

-Set up a fortune telling booth.

-Create an Obstacle course, a la Tri-Wizard Tournament

-Guess the number of Every Flavor Beans in a jar

-Play ‘Pin the Pig tail on Dudley Dursley’ or ‘Pin the Scar on Harry’

Chamber of Secrets  
Once all your guests have arrived, inform them that the Chamber of Secrets has been opened and an evil monster has been unleashed! In this game of tag, choose one child to be the monster, who petrifies other players (witches and wizards) when he or she touches them. When a player is tagged by the monster, he or she must freeze. Unfrozen players can free petrified players by tagging them. Once a player is frozen three times, he or she remains permanently petrified. The last player to avoid being petrified, wins.

Mini Aunt Marge 
Pass out large balloons to each guest. Help everyone blow up their balloons and tie them. Have kids draw a funny face on a small circle of paper, then affix it to the balloon. The object of this game is to launch ”Aunt Marge” in the air and keep her afloat the longest. Whoever’s balloon stays in the air the longest amount of time, wins. This is a fun way to start or end your party.

Find Moaning Myrtle 
Your guests will be sobbing with laughter in this fun game as they try to outwit the birthday child with their best moans, groans, whimpers and sobs! Before starting, blindfold the birthday child. The rest of the players spread out around the room, but must not move once they’ve chosen a spot. All players then begin moaning and crying while the birthday child roams the room in search of “Moaning Myrtle.” When the birthday child finds someone, he or she tries to guess who it is by feeling with their hands. If correct, the two switch places and the game continues. Use creepy music for background noise to set the mood!

Lockhart's Memory
Materials:
-Tray or table 
-Cover (sheet or blanket) 
-HP related items (how ever many you want) 
-Paper 
-Pens/Pencils

Instructions:
Place HP items on tray or table and cover.  When everyone is in place uncover the tray or table.  Either walk around with the tray or have all the people look over the table.  Leave the cover off for 1 min.  Give everyone 5 minutes to remember what they saw.  Who ever remembers the most wins!
Harry Potter Scavenger Hunt

Ask students to find items from the books-best done outside.  Some suggested ideas include a wooden wand and a plant from Herbology.

Wizards Duel

Students have to answer trivia questions as fast as possible, a la ‘Around the World’.

Quidditch for Muggles

So we are not all Wizards! That does not mean we can't have a really good go at enjoying a game of Quidditch.  Here is a version of the game converted for us Muggles (non magic folk) who (sadly) cannot fly on broomsticks !

Equipment:
-1 Quaffle - a large football sized foam ball (for indoors - you might try a light football or beach ball for outside)
-2 Bludgers - tennis sized foam balls (keep these as foam as they are used to throw at players)
-1 Golden Snitch - a very small, very bouncy ball about the size of a large marble.  Alternatively an odd shaped small ball that has an unpredictable bounce.
-Some kind of goal at each end of the Hall or field.
-A loud whistle for the referee!

Players:
Each team needs:
-1 Keeper - (a goalkeeper), Saves the ball anyway they can
-3 Chasers - (shooters or center forwards) Try to shoot the quaffles through the goal
-2 Beaters - (essentially defenders to put off the Chasers) Try to prevent bludgers from hitting teammates
-1 Seeker - ( a loner who has only to catch the Golden Snitch) try to catch the golden snitch

Object of the Game:
Basically using either a 'bouncing the ball as you run' technique or a 'pass it in the air like volleyball' one (depending on your Hall/Field and the bounciness of your Quaffle, the Chasers have to score goals. The Keepers have to stop them. The Beaters throw the Bludgers at the Chasers on the opposite team. If they hit a Chaser then the Chaser has to stop still or sit for the count of three (without touching the Quaffle). This is the equivalent of falling off of a broomstick! It even has to work that way if the Chasers are hit by their own Beaters by mistake. The Seeker waits to see when and where the Golden Snitch might appear and has to try to catch it. She basically ignores the rest of the game. If she catches the Golden Snitch her team have won as it is worth so many points. 

The Golden Snitch is thrown on intermittently by two players, one each side of the field of play. They bounce it to each other and have to retrieve it quickly before the Seekers have a chance to catch it. There are no rules as to how many times the Golden Snitch is thrown, it just makes brief and occasional appearances.

Scoring:
-A goal scores 10 points.
-If the Golden Snitch is caught then it scores 150. This effectively is the end of the game.
-Games take about ten minutes on average

Tips:
-This is very much a contact game, so keep the balls as light as possible.
-You can vary the numbers if needed by adding more Chasers and Beaters. However there should only ever be ONE Seeker per team.
-You will need to be subtle about playing the Golden Snitch. Pick moments of confusion when the Seekers attention is taken off of you - or have two or three Golden Snitches (only use one at a time) so that each Guider has one and they don't know which of you is going to throw it on. It would help if you had some kind of ribbon sash to mark the players - the kind that are used for Netball. 

Aurors and Death Eaters

Materials:
Assignment cards and badges equal to the number of guests.

Instructions:
As guests arrive they receive an envelope containing an assignment card and a token. These are to be kept top secret!  The assignment card designates the guest as either an Auror or a Death Eater.  The tokens are Auror badges or DarkMarks accordingly.  The goal of the game is for the Aurors to catch the Death Eaters and the DEs to foil the Aurors' attempts. 

Play goes like this: 
-Guests secretly whisper the incantation "Accio badge" to another guest. That guest must then trade badges with the attacker, without being noticed. 
-If another guest witnesses a switch in progress, they must say "Expelliarmus", and the switch is foiled. 
-Aurors are trying to stick the DEs with their darkmarks and DEs are trying to steal the Auror’s badges. (so everyone is after the Auror badges, no one wants to be stuck with the darkmarks.) 
-The game ends when the party host conjures the DarkMark by calling out "Morsmordre" 
-All guests produce their assignment cards, and Aurors gather together and so do the Death Eaters. Whichever side has the most Auror badges is declared the winner. (Let's hope for the Aurors!) 

Assignment cards can be hand printed or computer generated, decorated or simple, and should be of a size that is easily tucked away in a pocket. The rules can be printed on the card, or explained aloud to start the game. 
Tokens should be made from something small and sturdy. I used bottle caps with a sticker inside. Poker chips, plastic milk jug lids, colored buttons, painted tokens, coins, or cardboard cutouts are all options. Note that paper doesn’t hold up well to being handled so much in this game. Guests should be able to hold the badge discretely in their hands for extended times and slip quietly into pockets. 

Its fun to watch the dynamics of the party guests! You can sometimes tell when someone has an Auror badge because they tend to siddle away from people who approach them, and someone holding a Darkmark might be antsy, looking for someone to attack. And all guests become like hawks, watching for switches in progress. Sometimes guests will reveal their associations to each other and begin to gang up. By the end of the night, most everyone has figured out which side each is on, and ambushes are taking place in hallways etc!   Aurors must be Constantly vigilant!   Requires a fun loving group.

