
N.E.W.T. (instructions) 

Teams have to send a member each to represent their team in this event puzzle. At the 
start of the hunt, teams would have sorted into the four houses roughly evenly, so the 
representatives will be grouped with others from the same house (about 6 pax total) to 
form the four competing house teams to take the Nastily Exhausting Wizarding Test. 

The objective for each house team is to duel with another house team (taking turns 
dueling 1v1 at a time, and in two concurrent brackets which they will draw for 
beforehand) and reach 110 points as quickly as possible. Duels are a variant of the 
“Rock, Paper,Scissors” game. The table below summarises the three corresponding 
charms with their invocation and actions. 

Charm Invocation Right Hand Action (Left hand points wand at 
opponent) 

Disarming Expelliarmus Point with two fingers (Scissors) 
Shield Protego Palm towards opponent (Paper) 
Stunner Stupefy Closed fist (Rock) 
For each paired duel, there will be an assigned Attacker. The Attacker role will 
alternate between duels between the two competing houses. Before each duel, the 
Attacker must declare to his/her opponent the charm he/she intends to cast by 
wearing the corresponding tag with a picture containing the charm information above 
(as a helpful reminder too). This serves as a psychological game element as the 
Attacker is not obliged to follow-through with their declared charm, but scores double 
points if he/she does win with it.  



Scoring 

10 points to winning house, or 5 points to each house for a tie, and double points for the 
Attacker’s house if he/she used the declared charm 

In the event that a duelist’s invocation and action do not match, he/she is automatically 
loses the duel and the other house wins the base 10 points. If this occurs for both 
duelists, then both houses score 0 for that duel. 

 

Conduct 

Teams will be given 3 minutes to strategise and assign their Attackers at the start, but 
once duels start, they will continue without pause to speed up the game, so Attackers 
have to be ready wearing their picture tags beforehand.  

The instructor will sound off “Ready, Set, Duel” as the countdown for each pair of 
duelists, and announce the points scored by each house immediately, flipping the point 
counter on the table at the same time. 

Once a house team reaches 110 points, each member will be awarded the NEWT 
certificate and can return to their own Hunt teams to use that as a clue to solve for the 
answer to this puzzle. The losing house team will have to continuing dueling with the 
losing house team from the other bracket until one reaches 110 points, with earlier 
points being carried forward. Then the last house team left will have to duel with the 
judges until they reach 110 points.   

 


