
MUGGLE 

QUIDDITCH 
VIP issue a challenge: 

A charity  competition  to crown  the champion form. 



Your form is invited to take part in the inaugural SGS VIth 

form Muggle Quidditch competition.   

 

The competition will run at lunch times later in the term 

(once there are some goal posts)   and will result in a myri-

ad of house points being awarded to the champion house. 

 

In this Olympic year, it seems right to use the competition 

to raise money for charity—the Mo Farah Foundation.  To 

this end there will be a £20 donation made to the charity as 

the price for entry to the competition.  This is less than £1 

for each member of the form.  It would be good if forms 

could organise fund raising activities or crowd collections 

during matches to increase our eventual donation to such a 

good cause. 



Muggle Quidditch—the rules and regulations. 

 

 

 

 

 Chasers are responsible for passing the Quaffle and scoring points by 

throwing the Quaffle through one of the opponent's goals. Three chasers from a 

team may be in play at one time. When a Bludger hits a Chaser in possession of 

the Quaffle, he or she must drop the Quaffle and run back to his or her own 

goalpost to simulate recovery time. 

 Keepers are the goal protectors (similar to goalkeepers in football) and 

must try to block attempts to score by the opposing team's Chasers. One 

keeper from a team may be in play at a time. The keeper is invulnerable to 

Bludgers when within their team's keeper zone, an area around the team's 

hoops. Once outside the Keeper zone, the Keeper serves as a 4th Chaser. 

 Beaters attempt to hit the opposing team's players with Bludgers and at-

tempt to block the Bludgers from hitting their team's players. Two Beaters on 

a team may be in play at a time. 

 Seekers attempt to catch the snitch. Though the snitch leaves the pitch at 

the start of the game and often does not return until a predetermined period 

has passed, seekers are able to search for the snitch off the pitch throughout 

the game. 

Each team  is made up of 7 players. 

1 keeper, 1seeker, 3 chaser , 2 beaters  

1 snitch per game 



PRACTICALITIES 

 

 
Equipment: 
  

Goals three hula hoops suspended from cross bar to slightly different heights.  6 in all. 

 

Pitch: a full size rugby or soccer pitch which is turned into an oval using PE cones. 

 

Quaffle is the scoring ball, handled only by the chasers. It will be an under inflated volleyball. 

 

Bludgers to be thrown at Chasers and seekers to put them off, will be wet sponges.  

 Beaters can defend the other team members against Bludgers with rounders bats.  If they catch a bludger 

cleanly, any player may use it against the opposition. 

 A grounded Bludgers must be retrieved only by the beater who threw it. 

 

All must carry a broomstick at all times.   In the absence of broomsticks, hockey sticks can be used.  These 

must never be used offensively and there is no need to straddle the stick. 

 

The snitch is a small ball worn within a sock in the manner of a tag rugby tag.  It should be worn at the 

back of the wearer.  The snitch player will be fast and is introduced to the game at the discretion of the um-

pire.  The seekers must try to remove the snitch from the bearer without making any undue physical con-

tact.  The snitch-bearer must try to evade all attempts to remove the snitch. To this end, the snitch-bearer is 

not restricted to the pitch and can run anywhere  

on the external campus. The seekers will return to the pitch once the snitch has been caught and the game 

will cease. 

 

Duration: A game shall be played over two 7 minute halves.  This is maximum, capture of the snitch will 

bring the game to a close. 

 

 

Scoring:   

Goals in outer rings- 10 . 

Goals in inner ring- 20 

Snitch capture- 50 points. 

 

 

More information will follow.  Please address questions to VIP (sports department), Room C50. 




