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INTRODUCTION
Welcome to a Harry Potter themed campaign that is based upon the 5th edition D&D 
mechanics.  This was essentially designed to be played with a group of 4 to 6 players (one of 
which will inhabit the Dungeon Master role), and to entice folks normally skeptical to D&D type 
activities, but are nevertheless big fans of Harry Potter.  In other words, newcomers would find 
this relatively easy to follow, although an experienced DM is still a bonus (having a copy of the 
5e Player’s Handbook is not required but can be helpful for minutiae details. 

This campaign is played in acts, whereby the players themselves become the main participants 
in the adventure.  As such, there is some slight variation in the character generation process 
(players will be determining ability statistics for literally “themselves”).  As well, there is the 
inclusion of what is essentially a new class, to reflect a wizard or witch archetype found in 
Hogwarts-like schools.  This is similar to the “Wizard” but with some noticeable differences in 
the mechanics of spell casting to reflect descriptions and activities outlined in J.K. Rowling’s 
books (see spell list details on page 19).

ACT 1: A GATHERING OF FRIENDS
ACT 1 Summary:  Players are introduced to the game, will need to brew a cup of tea, find a 
wand, and get transported to Platform 9 and 3/4.  Along the way, they’ll also generate their 
characters sheets. 

The game begins with a group of your friends around a table, where a Harry Potter wand is 
presented.  This could be a wand that someone happens to own (possibly bought from a toy 
store or from an amusement park gift shop).  The more authentic it looks, the better.  In our 
original play, we happened to have used Luna Lovegood’s wand.

With the wand in the centre of the table, next present to the players two items.  The first is a tea 
bag of some sort, and the second is a the letter from Lorcan and Lysander (the twin sons of 
Luna) - again, this can be changed but is in keeping with the fact that we have a Lovegood 
wand.  Note that if you prefer, instead of showing off the letter, you can also read out the text as 
if an ambient voice coming from some other object.  This letter is found on the next page, and 
the script reads as follows: 

Image by Mary GrandPré (http://harrypotter.wikia.com/wiki/Cover_art)
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Dear good muggle people, 

You are likely unaware of the tacit situation, but the basics are as follows.  In essence, the wand you see in 
front of you is not to be trifled with, as it is indeed our mother’s.  As such, it is quite quite powerful, and 
needs to be treated with care. Unbeknownst to all but the most privy of folks, the wand you see before you was 
hidden (rather cleverly if we may say so ourselves) in an amusement park gift shop.   

“Why would we do this?” you may ask? To hide it, of course!  It’s no secret in the wizarding world that 
this item of magic is highly desired for by the forces of darkness, so much so that our lovely mother thought it 
best that it disappear into the messy confines of the muggle world.  Still, it appears that things are now afoot - 
the “Snakers” have recently found out that the wand resides here, and they are planning their next move. 

This is why we are now revealing the truth around this wand.  You must make it your burden to find it safe 
passage to Hogwarts.  From there, a Mrs Weasley-Granger will hopefully let you in on the next step. This 
task is absolutely crucial, as the very fate of Hogwarts is on your shoulders. 

                 Sincerely, 

                Lorcan and Lysander

To help you with this, I have enclosed a tea bag.  Oh, but Before brewing, you will need to find a wand 

substitute (something wand like) in your vicinity - make sure you are holding this object before drinking.  

Once you have all taken a sip of the tea, the (real) wand will act as a Portkey.  Be sure to all grasp the 

wand simultaneously. 

Once arrived, try to board quickly, and be aware of “Snakers” in the vicinity.  You will need to find the 

place where “only one item is allowed.”  

Make haste!  There is not a moment to lose!
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i)   Players brew the tea and go looking for wand-like object: At this point, players will need 
to boil some water so that the tea could be made.  As well, each player will need to go looking 
for a “wand like” object, and to do so within the household they happen to be playing in.  This 
object will basically become a proto muggle wand, and can be anything really (players, for 
example, may choose a chopstick, a fork, or a pen, their phone, a frying pan, etc), but hopefully 
they will choose something relatively sturdy as breakage would be problematic during the 
various stages of the adventure. 

In any event, they should be able to follow the instructions as dictated in the letter: 

ii)   Everyone drinks the tea.  When this is done, tell them that the following happens. 

“As you drink the hot tea, your insides warm up, and you suddenly feel a sharp burning 
sensation in your head.  You note that you feel as if you are suddenly enlightened with school 
like knowledge, which feels both amazing and strange (as well as a little frightening).” 

At this point, you can give the players the spell sheets (but not the very last page as that is 
reserved for “Snaker” types), and tell them that these are new things you “feel” that you are 
suddenly knowledgable in.  If players know their Harry Potter lore, then they should quickly clue 
into the idea that they are now officially capable of casting spells.   

Then read the following:  “Furthermore, you look down at your (object they chose that is wand 
like).  It too begins to give off heat, and you see that the (object) starts to glow.  Initially, it’s 
bright and intense, but then it subsides leaving ringlet like marks around the (handle - or some 
place on the object).” 

Basically, what has happened is that the wand like object is now the player’s real wand.  The 
ringlets (if the players count them) number 24, and will disappear one by one, each time an 
hour has passed by.  In other words, the magic provided by the tea allows the players to 
become wizards and witches for a 24 hour period! 

iii)  Players decide to touch the Portkey (wand).  As instructed, players need to touch the 
wand simultaneously for this to work.  It simply won’t work until the players figure this out (it is 
clearly outlined in the letter).  Note that whatever they happen to be wearing and/or carrying will 
essentially be the list of items to have in their possession for the remainder of the adventure. 

iv)  Players next need to make their characters.  It is at this point that character generation 
needs to occur.  However, note that there are a few differences to the normal rules as these 
“characters” are actually the players themselves.  

Players can roll 4d6.  From this, take the 3 highest rolls and add these numbers up.  Do this for 
a total of 7 times, and get rid of the lowest number of the lot.  This should result in 6 total 
numbers that vary from 3 to 18, and these will be used for abilities scores for the player.  What 
is different, however, is that it is the player’s friends who get to decide where the numbers 
go (i.e.  their opinion of how that player is perceived will be more important than how the player 
perceives themselves).  For instance, if the player is known for being smart, then presumably, 
his/her friends will put one of the higher numbers under intelligence.  If the player is an athlete, 
then they may place one of the higher numbers under strength (or dexterity or constitution). 
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Once the abilities are assigned, then the player can add the  
modifier stats (see the “ability modifiers” box in the character sheet)  
to the various appropriate places (under the ability boxes, saving 
throws, skills, passive wisdom/perception, spells and attacks). 

Players will automatically take on the class of Hogwarts WIzard/Witch, 
and will start off the game at level 1.  This also means there are no  
proficiency bonuses at this stage of the game. 

Players can also give themselves 8 hit points (+ constitution modifier) in the “current hit points” 
box.  

Next, each player will have a base armour class (AC) of 10 (+ dexterity modifier). These 
numbers, they can add to the AC boxes.   

In the area labeled “Other Proficiencies and Languages,” players can add any special skills 
they may happen to have (play piano, good at soccer - let them know that you never know what 
might come in handy later in the campaign!). 

Don’t forget that the “Items” box will contain any items they happened to have carried along 
when the Portkey was touched.  Note that if the players were particularly sharp, they may have 
deliberately scoured the house for interesting items to bring along!  As a DM, you may need to 
consider how these “modern” items might behave in this campaign (i.e. a phone would not 
have wifi, etc). Players can list their “wand” in one of the “magic items” boxes. 

Players can also roll 3d6 to figure out their “MAGIC INTUITION” score.  Essentially, they will 
need a minimum of 10, so if they roll below a 10, then assign 10 to the value anyway.  Modifiers 
apply to this as well, and you can add any modifying score to the Magic Intuition Mod box. 

Finally, players will need to roll for their Hogwarts house.  Note that technically, this is not an 
official designation (as it does not involve the sorting hat, which will come later in the game), 
but is rather a temporary placement as defined by the magic within the tea bag step.   

To determine which school, the player  
will need to roll a d6 and then consult  
the chart below: 

1 - Gryffindor 
2 - Hufflepuff 
3 - Ravenclaw 
4 - Slytherin 
5, 6 - Player gets to choose. 

Note: if preferred, the DM can  
also just let the players choose. 

For now, do not worry about the areas marked alignment, hit dice or death saves, unless 
players are really familiar with D&D rules.  However, note that in order to play in this game, there 
is the assumption that the alignment of the players is likely neutral good, or lawful good (it is a 
good versus evil kind of narrative after all). 

Congratulations, player character sheets have now been generated and we are now ready for 
Act 2. 

race

class & level Player Name

character Name

BackgrouNd

exPerieNce PoiNtsaligNmeNt

TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

hit Point maximum
strength

dexterity

constitution

intelligence

Wisdom

charisma

cP

eP

PP

gP

sP

Passive Wisdom (PercePtioN)

EquipmEntOthEr prOficiEnciEs & languagEs

attacks & spEllcasting

fEaturEs & traits

acrobatics (dex)

animal handling (Wis)

arcana (int)

athletics (str)

deception (cha)

history (int)

insight (Wis)

intimidation (cha)

investigation (int)

medicine (Wis)

Nature (int)

Perception (Wis)

Performance (cha)

Persuasion (cha)

religion (int)

sleight of hand (dex)

stealth (dex)

survival (Wis)

death saveshit dice

Name atk BoNus damage/tyPe

total successes

Failures

ideals

BoNds

FlaWs

PersoNality traits

armOr
class

currEnt hit pOints

tEmpOrary hit pOints

initiativE spEEdprOficiEncy bOnus

strEngth

dExtErity

cOnstitutiOn

intElligEncE

wisdOm

charisma

saving thrOws

inspiratiOn

skills

armOr ACSHIELD:

Here (for  
example). 
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PLAYER NAME

HOGWART S HOUSE‘

Human

Wizard/Witch

MELEE MODIFIER (+STR) 

MISSILE WEAPON MODIFIER (+DEX) 

SPELL CASTING MODIFIER 
(+INT or +MI whichever is best)

NOTES

INITIATIVE 
(DEX)

BASE AC: 

DEX MOD.

ITEMS

MAGIC ITEM (with description)

MAGIC ITEM (with description)

MAGIC ITEM (with description)
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MAGIC 
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ABILITY MODIFIERS

2-3 (-4) 
4-5 (-3) 
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8-9 (-1) 
10-11 (+0) 
12-13 (+1)

14-15 (+2) 
16-17 (+3) 
18-19 (+4)

Harry Potter Player Character Sheet

MAGIC INTUITION MOD
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ACT 2: HOGWARTS EXPRESS
Act 2 Summary:  Players need to get on the train, and find the teapot Portkey in the luggage 
compartment.  Along the way, there will be two sets of “Snakers” to deal with (one on the 
station, and the other in the luggage car (C1).  The train itself has been charmed so that moving 
from car to car is not as easy as it looks. 

After all players have touched the Wand Portkey whereupon the following happens: 

“Upon touching the Portkey, all of you experience an intense jarring sensation, similar to being 
on a really fast roller coaster with bright swirling green streaks of light and dark all around you.  
The sensation is so strong, you feel as if you can’t bend your head or limbs properly, and that, if 
anything, there is a strange sensation of being stretched and twisted in many different 
directions.  This lasts for a good 10 seconds or so, when suddenly, you find yourself on a 
concrete floor…” 

Players will now need to make a constitution check (DC10).  A failed throw results in the player 
throwing up, as well as 1 to 2 points of damage (roll a d6: 1,2,3 equals 1 point; 4,5,6 equals 2 
points).  Throwing up also results in 2 ringlets disappearing from the player’s wand. 

When players come to their senses, you can let them know that they are essentially on a train 
platform.  Notable observations include a sign that reads “Platform 9 3/4,”  as well as a large 
red and very impressive looking steam engine.   This is, of course, the Hogwarts Express.  
Players appear near the front of the train in the area marked 1 on the map.  Players who 
expressively say they want to count the number of train cars (not including the front steam 
engine) will note that there are a total of 7 cars in total (DMs note: these are two for new 
students, 1 carriage for each of the four houses, and then a staff/luggage car at the very back). 

The station is mostly empty, except for two humans near the back of the train (as this is 
presumably set not at the beginning or end of school).  These two adult humans are clothed in 
grey pin stripe suits which have long tails, and also appear a little worn for wear.  They are also 
brandishing wands scurrying from car to car, apparently trying to gain entry.   They are working 
their way (very quickly) from the back of the train to the front, and are marked by the number 2 
on the map.  Players who wish to make a perception check (as a DM, you can suggest this 
possible action to them, especially if they are new players) and succeed will note the uttering of 
“Alohomora” with each door they try.  They will also notice that no doors appear to open. You 
can also inform the players that there does appear to be an open door in the train car (A1) in 
front of them.

Image by unknown (http://harrypotter.wikia.com/wiki/Hogwarts_Express)
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At this point, the following things may occur:

i) Players take their time exploring: players may want to look around the station a bit, but it 
should be made clear (and quickly) that the 3 other individuals do not look friendly.  In fact, 
while they may not immediately know that the players have arrived, it won’t take them long to 
notice them (more so, if the players are moving about and/or making noise). 

At some point of the campaign, the players will need to interact with these two “Snakers.”  
This will either occur in the station, or in the first train car if players elect to quickly get on 
board (see below).  Note the interaction/battle could even involve both locales (i.e. starts at 
the station and then makes it way to the train car). 

Interaction with the “Snakers” can proceed as follows:  Snakers will be initially very 
suspicious of the players, and will ask them a lot of questions about identity, why they are 
there, and what they are doing.  In general, the tone is terse and uncomfortable, if not a little 
snide and nasty (they are not at all nice).  In essence, the Snakers are minions of a powerful 
wizard named Nathair Baliga and are looking for Luna’s wand (information that the Snakers 
will happily share, thinking that the name will scare the players).  At some point, in the 
discussion, players will notice one of the Snakers casting a spell “Accio.”  When this occurs, 
the player who has possession of Luna’s wand will immediately feel a tug from their clothing 
(wherever it is being held) as the wand attempts to “leap” into the hands of the Snaker.  This 
movement of the clothing will be really obvious to the Snakers, and will essentially lead to 
them being very aggressive, culminating in initiation of battle. 

Roll for initiative (with dexterity modifier) to see the order of attacks. Highest numbers go first. 

The two Snakers are essentially 4th levels Potter-esque wizards (this is roughly equivalent to 
them having finished the customary 7 years of wizarding school.  This also means that they 
gain a +3 proficiency bonus on all their spell casting rolls.  Their other stats are as follows: 

SNAKER
Medium Humanoid, 4th level wizard.  Minion of Nathair Baliga. 

Armour Class: 11 
Hit Points: 22 
Speed: 30ft 
Wizard Level/Proficiency Bonus: +3 

Each Snaker also carries a dagger (+1 to hit and damage), d4 damage. And can cast the 
same spells as the those given to the player sheet with the addition of the spells shown in 
Nathair’s bonus spell list.  

ii) Players board onto Car A1:  If this is their immediate course of action, then players will find 
it easy to board.  As they board, they’ll also note that the train whistle will just go off, 
signifying that the journey is about to start.  You can show the players the layout of the train 
car (see Train plan A front and back).  This is one of the cars for new students (i.e. no 
houses sorted yet, and as seen in the 1st movie where Harry and Ron are eating candy).  
The car (as is, indeed, the entire train) is empty.

STR 
13 (+1)

DEX 
13 (+1)

CON 
12 (+1)

INT 
13 (+1)

WIS 
11 (+0)

CHA 
9 (-1)

MIN 
13 (+1)
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Note if players do enter immediately without engaging the Snakers, the Snakers will soon 
board the same car (roughly as the train starts to move which is soon after the whistle blows).  
At that point, role play the Snakers in a manner similar to previously described on p8 (i.e. 
battle will eventually ensure in the train car). 

It’s easiest/best for the DM to play this scene so that the battle is completed before proper 
exploration of the train car can begin.  In this initial combat experience, we suggest the DM 
play to ensure that the players win this round (although barely is o.k)! 

 Players explore the train:  Once players have dealt with the two Snakers, and have also 
boarded the train (in whatever order), then they may begin exploring the train.  Basically, 
their primary task is to find the luggage compartment (i.e. find the place where “only one 
item is allowed”).  This is in the back of the train (car C1), but the entire passenger section of 
the Hogwarts Express has been enchanted so that each front and back door of each car 
results in a unnoticed act of teleportation to another car (i.e.  you can’t simply walk through 
the train cars from front to back). 

Maps for each type of train car is provided in pages 13 to 18, but the teleportation layout is 
detailed below, as well as a full sheet version on page 12 (for better tracking of players 
should they get split up): 

 

9

iii)

CAR A1

CAR A2

CAR B1

CAR B2

CAR B3

CAR B4

CAR C1

= where players (and/or Snakers) initially enter.

} First year cars (i.e. as seen in the train scene in 
the first Harry Potter movie where Harry, Ron and 
Herminione first meet).  See Train Maps A Front 
and Back.

Below are the house cars.  Similar to those seen 
when Harry hides in the luggage shelf (in the 
Slytherin car) and eaves drop on Draco.

A2

B3

B1

B4

B1

A1

C1

B4

B2

B1

A2

B3

A1

Gryffindor house car.  See Train Plan B front and 
back.  

Hufflepuff house car.  See Train Plan B front and 
back.  

Ravenclaw house car.  See Train Plan B front and 
back.  

Slytherin house car.  See Train Plan B front and 
back.  

This is the professor, staff car, and also houses 
the luggage compartment.  See Train plan C.

}

}

}

}
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Some additional notes regarding specific trains.

In general, all trains are empty, as well as relatively tidy looking.  Each of the house cars have 
their insignias and colours throughout.  There are also a few items of interest that can be found 
on different trains if perception checks are used. 

A1: Some chocolate frog wrappers, and a small deck of wizard cards. (including Ignatia 
Wildsmith, Yardley Platt, Glenda Chittock, Celestina Warbeck, and Harry Potter cards). 

A2: A set of 4 potion tubes - three are empty, but one contains a love potion. 

B1: There is a broken Sneakoscope (which can be  
easily repaired with a Reparo spell).  From the Harry  
Potter Wiki: 

“A Sneakoscope is a type of Dark Detector that looks  
like a glass spinning top. It lights up, spins, and whistles  
if someone is doing something untrustworthy nearby.” 

B3: Under one of the seats, there is a small bag of Peruvian  
Instant Darkness Powder (good for three uses).  From the  
Harry Potter Wiki: 

“This darkness powder creates darkness when used, allowing the user to escape among other 
things.” 

B4: One of the seats makes a rustling noise when entering the car.  This is because one of the 
cushions has a charm on it that releases 12 bats when touched.  These bats are ethereal in 
nature, and will disappear if touched. 

C1:  This is the car that also has the luggage compartment.  As players enter in, 2 (or 3) new 
Snakers will apparate into the car (see map, marked “1”).   These Snakers were recently at the 
home where the players started the game, and they will say things that make this clear. Like 
before, these Snakers are also here to find and take Luna’s wand, and will essentially initiate 
combat when confronting the players.  Their stats are similar to before, and are shown below.   

SNAKER
Medium Humanoid, 4th level wizard.  Minion of Nathair Baliga. 

Armour Class: 11 
Hit Points: 22 
Speed: 30ft 
Wizard Level/Proficiency Bonus: +4 

Each Snaker also carries a dagger (+1 to hit and damage), d4 damage. And can cast the 
same spells as the those given to the player sheet with the addition of the spells shown in 
Nathair’s bonus spell list.  

STR 
13 (+1)

DEX 
13 (+1)

CON 
12 (+1)

INT 
13 (+1)

WIS 
11 (+0)

CHA 
9 (-1)

MIN 
13 (+1)
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After the Snakers are dealt with, the other primary task of car C1 is to find the next PortKey 
(this is one that will transport the players to the Hogwarts Courtyard.  This can be retrieved with 
an “Accio Portkey" spell.  As well, the Portkey is basically teapot, that is wrapped up in gift wrap 
(so the package is very noticeable looking), so there’s a chance that the players may just figure 
it out. 

Like before, if they all touch it at the same time, the teapot will transport them to Hogwarts. 

Once arrived, they will notice that they are in the courtyard (It is actually the courtyard of 
Hogwarts Castle).  Like before, players will need to make a constitution check (DC10).  A failed 
throw results in the player throwing up, as well as 1 to 2 points of damage (roll a d6: 1,2,3 
equals 1 point; 4,5,6 equals 2 points).  Throwing up also results in 2 ringlets disappearing from 
the player’s wand. 

They will also notice lots of Hogwarts students milling around, looking surprised (obviously at 
your arrival).  However, before the players can make too much sense of what is going on, a 
group of 6 or so Snakers will also suddenly apparate into the courtyard (this is happening so 
fast such that the details you provide to the players are vague at best). 

Before they can do anything, they hear the word STUPEFY coming from one of the individuals.  
Basically, everyone will get hit (it’s actually Nathair, a 12th level Wizard who is casting the spell 
at +6 proficiency bonus), and subsequently made unconscious. For each round thereafter, 
players can do a constitution saving throw (DC10), to see if they wake up.  For players who do 
wake up within the first two rounds, tell them that they are very groggy but they see one of the 
smaller Snakers retrieve Luna’s wand, then pass to another one of the Snakers (who looks a 
little more stately than the others).  This Snaker will appear to be holding Luna’s wand, as if to 
examine it closely.  Note that during this entire episode, the Hogwarts students are still around, 
looking and acting understandably shocked and frightened (some are screaming).  Then, they 
will see this stately Snaker person twirl Luna’s Wand around (as if casting an elaborate spell), 
and then suddenly, everyone (except the players) disappear.  In fact, the entire place will now 
appear empty and eerily quiet, as if having been deserted for many years. 

Basically, as the players get up, you can tell them the following: 

1. You appear to be at Hogwarts. 
2. You do not have Luna’s wand anymore. 
3. You appear to be alone. 

END OF ACT 2
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