
Welcome Sunday - Chalice 

June 12 

 

Gathering Activity 

As participants gather, welcome them to Hogwarts. Invite them to 

select a wand from Ollivander’s Wand Shop. 

 

Chalice lighting spell: Lumos 

Explain that this spell causes the tip of a witch or wizard’s wand to 

light up. 

Ask all witches and wizards to point their new wands at the chalice to 

light it together. 

Pretend that the match won’t light. What could possibly be wrong 

here? 

To transition to the next activity, explain that Ollivander has forgotten 

some key ingredients in these wands. They’re missing everything that 

makes them magical; right now they’re just ordinary sticks! 

 

Wand Making 

Move back into Ollivander’s Wand Shop, and ask volunteers to help 

set out decorations. 

Remind witches and wizards that each decoration will give the wand 

different strengths. Caution witches and wizards to choose their 

decorations wisely. Wands can have more than one kind of 

decoration. 

If a returning witch or wizard has brought last year’s wand or a wand 

from home, invite them to help younger witches and wizards decorate 



their wands. They could also create blank wands to be given to new 

witches and wizards on later Sundays. 

Make sure each witch or wizard includes their name on their wand. 

Wands can be stored in the Great Hall or brought home. Remind 

witches and wizards that if they choose to bring their wand home, 

they are responsible for bringing their wand back to Hogwarts each 

week. If they forget their wand one week, there will be extras 

available for them to borrow – though when using a wand that hasn’t 

chosen you, it doesn’t work quite as well. 

 

Story: Ollivander’s Shop (page 70-72) 

Invite witches and wizards to continue working quietly on their wands 

or to find a comfortable place to sit and listen to the story. Explain that 

they are about to hear about a wizard buying his own first wand. 

After the story, invite witches and wizards to bring their completed 

wands with them back to the Great Hall. 

 

Chalice Lighting: Lumos 

To transition into this activity, lead witches and wizards in a short 

discussion. 

 What is different about our wands now? 

 What makes a wand different than an ordinary stick? 

 What makes a chalice different from an ordinary candle? 

o What’s the difference between lighting a chalice and 

lighting a birthday candle? 

o How are these things similar? 



Tell witches and wizards that you will all try lighting the chalice again, 

now that everyone has completed their wand. This time, the chalice is 

successfully lit. 

 

Spell Play 

If time allows, teach witches and wizards some basic spells. 

 

Spell What it does 

Alohomora Opens locks 

Expecto Patronum Creates a shield 

Wingardium Leviosa Causes things to fly 

Nox Puts out light - the opposite of lumos 

 

Closing 

Gather witches and wizards together. Thank them for helping 

Ollivander complete his wands. 

Ask what “special light” each witch or wizard brings to RE every 

week. If you are short for time or have a high-energy group, ask them 

to vote with their wands instead: “Raise your wand if you bring 

laughter to RE.” 

Ask witches and wizards to help you extinguish the chalice by 

pointing their wands at it and saying nox. 


