
Quidditch - Fifth Principle 

July 10 

 

Gathering 

As witches and wizards come in, collect House Points forms. 

Invite new witches and wizards to take a sorting quiz and be sorted 

by the Sorting Hat. These newcomers should also be given a 

nametag and wand. These can be decorated during the story. 

 

Chalice lighting spell: Wingardium Leviosa 

Explain that this spell makes things fly. 

 

Story: Quidditch Practice (page 138-139) 

 

Explaining the Rules 

Invite a previously-trained Prefect to explain the rules of Quidditch. 

Assign a Prefect to be a referee. Cards with each UU principle printed 

on them will be available. When the referee sees someone violating a 

UU principle (often by breaking the rules of Quidditch), they may hold 

up the appropriate card and call out the principle violated. For 

example, if a Hufflepuff pushes over a Gryffindor, the referee would 

hold up Principle 1 and say, “Principle one, Hufflepuff!” 

Prefects may decide among themselves what an appropriate penalty 

would be. Possible ideas are: 

 An apology to the other team 

 “I solemnly swear to follow the first Principle” 

 The player must freeze in place until tagged by a teammate 



 

Choosing Teams 

Witches and wizards will be responsible for choosing who plays 

which position on their team. Group Houses together so there are two 

teams of approximately the same number of players. 

Explain that UU witches and wizards believe that “all witches, 

wizards, and muggles have a right to be heard without being 

subjected to the silencio charm.” This means that everyone’s ideas 

are important and should be acknowledged. It also means that no 

one member of a Quidditch team gets to tell anyone else what to do. 

Each Quidditch team needs at least three players, though the game 

works best with 5-7 on each team: 

 1 Keeper (goalie) 

 1-2 Beaters (tag people on the opposing team) 

 1-3 Chasers (try to score goals) 

 1 Seeker (searches for the hidden Golden Snitch) 

 Witches and wizards who do not wish to play Quidditch may 

support their team from the sideline. 

o Cheering 

o Scorekeeping 

o Making signs to cheer on their teammates 

o Pouring cups of water for the players 

Each team must work together to choose players for each position. 

Natural leaders should be encouraged to help make sure everyone’s 

preferences are heard. 

 

 



Quidditch Match 

Play Quidditch! 

 

Closing 

Gather witches and wizards back in the Great Hall. Thank them for 

working together to choose Quidditch positions, and for being good 

sports during the Quidditch match. 

In closing, ask each witch or wizard to vote with their wands: “Raise 

your wand if you were a Keeper” etc. through the various Quidditch 

positions. 

Ask witches and wizards to help you extinguish the chalice by 

pointing their wands at it and saying nox. 


