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Beginners Guide to Quidditch
Aim of the game: To score the highest points.
There are 3 types of ball in play:

Teams consist of 4 types of players:

1 Quaffle is used to score by both teams

5 Chasers (3 in play at any time)

2 Bludgers, one by each team are used to defend the
goal

3 Beaters (2 in play at any time)

1 Golden Snitch is chased by the seekers and ends the
game if/when caught

1 Seeker

Player Positions:

1 Keeper

General Rules:

Chasers are cunning and agile wizards, skilled at
passing and scoring with the Quaffle.

Wizards can only fly when on a broom - so keep
it between your legs!

Beaters, aligned with the grim dark forces, have 2
defence duties;

No interfering with other wizards brooms, by
magic or by hand.

hitting the opposing team's Chasers with Bludgers
blocking the opposing team Bludgers from hitting
their team's players
Keepers are supreme protectors of their goal, blocking
the opposing teams attempts to score with the
Quaffle.

Keep your hands on your own balls - Chasers/
Quaffle, Beaters/Bludgers, Seekers/Snitch.
No tackling the Golden Snitch runner - only
grab the ball from their waist.
No dark cursing, foul conjuring, or overtly
physical or unfair play - this is a family league!

Seekers are speedy wizards tasked to catch the
Golden Snitch set into play during the game.

Method of Play:
The game begins with Quaffles and Bludgers and balls at the mid-line of the field facing their
respective goals.
The referee yells 'Brooms up!' to start the action.
Chasers carry or one-touch pass/kick the Quaffle to score goals.
Beaters throw Bludgers at the Chaser in possession of the Quaffle. They also block the opposing
teams Beaters from hitting their own teams Chasers with Bludgers.
When a Beater hits a Chaser in possession of the Quaffle with a Bludger, the Chaser must drop the
Quaffle where they stand and run to touch their own goalpost.
The Keeper is invincible to the Beaters Bludgers within a marked distance of their teams' goal.

If hit outside of this area they must run to touch their own goal post.
The Golden Snitch can be set free at any time during the game and is
not bound to the playing pitch as to where it may whizz and flit
around.
Seekers then chase grab the Golden Snitch.
10 points are awarded for each goal scored.
50 points are awarded for catching the Golden Snitch.
The game ends at full time or when a Seeker returns to the pitch
having caught the Golden Snitch.
Referee whistle calls:
1 = you’ve been hit - drop the Quaffle and run to touch your
goalpost
2 = pause in the game, foul play or illegal use of sorcery
3 = end of the game
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