






























































Boar, Giant

R

This ancestor of the domestic hog is not to be
taken lightly. It will charge into and viciously
gore its target. The giant boar is an omnivore
which will eat anything and everything, and it
knows no fear when hunting. The boar
resembles a hog, but with a shorter snout,
coarser hair, straighter tail, and vicious tusks.

Copper Automaton, Miniature

See “New Monster Descriptions” on page 49 for a detailed listing of the
creatures new to GENIE'S CURSE.

Cyclops, Desert

See “New Monster Descriptions” on page 51 for a detailed listing of the
creatures new to GENIE'S CURSE.

Debbi

' The debbi is a hateful and selfish desert
*‘ scavenger. It is but two feet tall and resembles a
' hairy creature halfway between a baboon and

hyena. Its snout, head, and jaws are those of a
scavenger, and its body that of a nimble
monkey. The debbi “cause fear” in many other
desert animals — this ability occasionally causes
magical sparks to spring from their coats. While
the beasts are cowards at heart, locals have
recently reported the debbi in the area being
more and more fearless. The reasons for this
change are unknown.

Elemental, Miniature (Air, Earth Fire, and Water)

See “New Monster Descriptions” on page 53 for a detailed listing of the
creatures new to GENIE'S CURSE.

Ettin

Ettins are powerful, giant-like creatures with
two heads. Both heads sit atop the shoulders
and give ettins an excellent ability to spot prey.
They wear tattered, moth-eaten animal skins
and tend to be quite filthy. In combat, the ettin
attacks with massive clubs; this monster is truly
a fearsome foe. While their normal skin color is
greenish, there are rumors of even more
powerful albino ettins.

Ghoul

_ The ghoul is an undead scavenger which feeds
1 on the flesh of corpses. It is recognizable by
% its ghastly skull and decaying body. Ghouls

are often encountered in packs and stop at
nothing to feed. If one rakes a target with its
filthy nails there is a chance that paralysis will
ensue, slowing the target down greatly. While
the near-stasis does not last long, it may be
enough time for the monsters to finish off their
target. Unless consumed, a person Killed by
ghouls becomes a ghoul.



Great Ghul

Markeen

The great ghuls are the undead cousins of the
genies. They are often female, have donkey ears
and hooves, and their flesh is rotting and foul.
They have the power to shape shift and appear
in more appealing forms. They attack with
surprisingly powerful claws and sharp teeth.
The victim should not be surprised if ghuls
become invisible during combat. Although they
cannot be seen, they can still cause and take
damage.

2

The markeen is a lesser genie cursed at birth to
be the spitting image of a human baby. The
markeen then grows of age as the human does,
continuing to be an identical twin. However, the
genie is not spiritually linked to the human and
can die earlier or later. The markeen is not
necessarily evil and will rarely encounter its
human double. Other genies look down upon the
markeen, often exiling them to a life of seclusion.

Nas Nas

Mummies are horrific, powerful undead who
destroy all that is living, usually because their
eternal rest was disturbed. Clothed in rotting
strips of linen they stand up to seven feet tall
and strike with an unnatural strength. Anything
that they kill immediately rots. The mummy has
one major weakness, and that is flame. All fire-
based spells cause extra damage to them.

The nas nas are perhaps the most bizarre
creature in this locale. Created by evil wizards
with depraved and dreadful magic which
requires their own blood, the nas nas is a
human sliced in half and is very, very insane.
Hopping on one leg, fighting with one arm,
unable to speak with but half a vocal cord, and
looking at the world with one crazed eye, the
nas nas often finds a way to Kkill itself before
reaching thirty years of age. Unfortunately, that
often means throwing itself with wild abandon
into combat, hooting and screaming the only
sounds it can make. Though only on one leg,
the nas nas moves rather quickly, and its one
massively muscled arm dexterously wields a
scimitar.



The ogrima is a result of breeding between stan-
dard ogres and ogre magi. They have limited
spell use, and are quite strong and cunning. An
ogrima stands nearly nine feet tall, has sickly
skin, and has a head covered by thick greasy
hair which is topped with a nascent horn. They
attack with weapons, and can hold two-handed
swords in just one massive hand. The ogrima
tend to disdain armor, relying on their natural
regeneration to carry them through combat.

Pirates are evil corsairs.
They roam everywhere
on the Crowded Sea and
no ship is safe from their
marauding. There are
many different pirates,
from lowly one-eyed
buccaneers, to their male sea dog leaders, to the powerful female
rovers, to the dreaded captains. Attacking with scimitars and
sometimes missile weapons, the pirates will close quickly with a target
ship and then rush to board it. On the plus side, if they can be fought
back and beaten, their ship nearly always carries treasure.

Rat, Giant Zakharan

See “New Monster Descriptions” on page 55 for a detailed listing of the
creatures new to GENIE'S CURSE.

Sorcerer

The sorcerers of this world derive their arcane
powers from either one or two of the elemental
forces. Whether it be a fire, air, earth, water or a
two element sorcerer, at higher levels they are
deadly. Sorcerers rely on powerful spells and
always avoid hand-to-hand combat when
possible. Fleet of foot, they pose a challenge to
any they encounter.

Spider, Huge

A

The huge spider is an aggressive predator often
found dwelling in dungeons. Nearly six feet
long and usually in groups, they scuttle across
the floor quickly and attack without remorse.
Their dark colors make them difficult to spot in
the shadows of a cavern. The climate has
caused the spiders to have a poison somewhat
less potent than their kind normally harbors. If
bitten by a spider, and affected by the poison,
the target merely takes damage instead of
automatically dying.



Werehyena

¥ o N

Zombie

The werehyena is a lycanthrope, able to change
from human form to that of a giant hyena at
will. In human form, the werehyena is often
quite friendly and charismatic. However, it
usually fights in its hyena form, where it is six
feet long and has massive jaws with which it
rends its prey. The werehyena is somewhat
afraid of fire, but if cornered is not daunted by it.

Zombies are mindless undead creatures
following simple commands from a master, who
may be long dead. They are known for their
rotting flesh and putrid smells. Zombies move
very slowly and attack the same way, trying to
pummel their target. Typically, they are found
underground in charnel places. If encountered in
large groups, they can pose a threat to a
weakened adventurer. Rumors abound around
the Crowded Sea of undead pirate ships
somehow controlled by zombies and ghouls.

New Monster Descriptions

These monsters are new to the ADVANCED DUNGEONS & DRAGONS®
game. Most of them were created for GENIE’s CURSE. If you would like
to incorporate them into your own campaigns, their statistics follow.

AR E R EREEE

FREEERERERE

& &

5 5 o

% % %
2 o m
Pyl % %
5 A 5 g 3 0
= % :
% Acid Blob % % Desert chlops% %

Miniature Elementals — Air, Earth, Fire & Water
R R R R e R e R R R R e R R E e e e e R E el e o

EEEEEEEEEE]E
B EEEEEEEREREE

EREREEEEEEERE

Giant
Zakharan Rat

2EEEEEEEEREE

ElEERERRRRRIE

:
%
:
8
8



Acid Blob

o

CLIMATE/TERRAIN: Subterranean
FREQUENCY: Rare
ORGANIZATION: Pack
ACTIVITY CYCLE: ANy

DIET: Omnivore
INTELLIGENCE: None (0)
TREASURE: Nil
ALIGNMENT: Neutral

NO. APPEARING: 2-8 (1)
ARMOR CLASS: 8
MOVEMENT: 5

HIT DICE: 2

THAC@: 19

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-6
SPECIAL ATTACKS: See Below
SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Nil

SIZE: S (2'-3")
MORALE: (10)
EXP. POINT VALUE: 6.5

The acid blob is a small but
potentially deadly creature living
in unkempt underground areas.
Its name gives accurate
description to the monster, a
moving glob consisting of an

acidic substance. The acid blob
tends to be green, although
darker colors have also been
sighted. Unlike many of its ilk,
the acid blob does not move on
the wall or ceiling, it just hops
along the ground.

Combat: The acid blob attacks
by striking at prey with its body:.
The acid is not strong enough to
continue burning flesh after its
strike, but metals are in great
danger. Every non-magical metal
weapon which touches the acid
blob and every non-magical
piece of metal armor which the
acid blob hits must make a
saving throw or be weakened.
Any item failing to save has a
5% cumulative chance of
breaking each time it is struck
thereafter. For example, a sword
which is being used against an
acid blob that fails two saving
throws has a 10% chance of
breaking every time it is used.
This corrosion has no effect on
magical items.

Habitat/Society: Acid blobs are
usually found in groups, since
new acid blobs are created by
blobs separating from their host
and then joining together. This is a
purely instinctual occurrence since
the blobs have no intelligence.

Ecology: Acid blobs are
dungeon scavengers, absorbing
non-stone items they encounter
for whatever nutrients they
require. While they can survive
off of non-living materials, acid
blobs prefer living targets and will
pursue them until death or lunch.



Copper Automaton,
Miniature

CLIMATE/TERRAIN: Any/Ruins

FREQUENCY: Rare
ORGANIZATION:  Solitary
ACTIVITY cYcLE:  Constant
DIET: None
INTELLIGENCE: Low (5)
TREASURE: Nil
ALIGNMENT: Neutral

NO. APPEARING: 1 (20%)
3-18 (80%)

ARMOR CLASS: S

MOVEMENT: i

HIT DICE: 3+3

THAC@: b7

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 1-4/1-4

SPECIAL ATTACKS: None

SPECIAL DEFENSES:  Spell
Immunities

MAGIC RESISTANCE: Nil

SIZE: M (3'-5")
MORALE: Fearless (20)
EXP. POINT VALUE: 120

Miniature copper automatons

are very similar to their larger
counterpart, the copper automaton.
They are magical statues of

copper and bronze with numerous
levers and gears churning inside
of them all held together by
magical enchantments.

As they are creations,
automatons look quite different
from one another. Some have

blocky bodies and long arms
while others look more like small
human knights. All of them are
corroding and have blank eyes.

The miniature versions are not
as well made as the larger
automatons and thus cannot
manipulate objects very well.
However, a simple task like
pulling a switch or turning a
door knob is possible.

Combat: Miniature copper
automatons attack with their
two metallic hands, clubbing or
pinching with fair strength for

1 to 4 points of damage per
limb. They do not share the
heat-generating abilities of their
larger versions.

The automatons can only be
healed, or repaired, by the com-
bined efforts of a wizard of at
least 6th-level and a well-trained
smith. With this team, the
automaton recovers 1 to 8 hit
points per day. Once Killed, or
destroyed, the automaton may
not be rebuilt.

Habitat/Society: Miniature
copper automatons are the
creations of wizards not power-
ful enough to create larger
automatons, or not desiring to
pay the additional expenses for
them. Upon inception, and
changeable at any time thereafter,
the mage gives the mass of
clinking parts a simple task to
carry out. Some are used to stand
guard over the tombs of their
dead masters, others patrol
dungeons warding against
intruders, and some are used as
slave labor doing the most
simple, but laborious work. They
perform any service within their
limited mental grasp.

The method of forming a
miniature automaton is not a
well-kept secret. Any wizard of at
least 6th-level with 2,000 gold
pieces can build one. The whole
process takes about two weeks,
and requires copper ore, iron
gears, lead counterweights and a
gemstone worth at least 500 gold
pieces to center the wizard’s
magical energies. Also needed is
half of an oil of slipperiness vial
to keep the gears turning,.

Ecology: Miniature Copper
Automatons need no food,

no rest, no external energy
source and no loving encour-
agement. They are completely
unnatural, with no niche in the
ecological balance.



Cyclops, Desert

CLIMATE/TERRAIN: Any land
FREQUENCY: Rare
ORGANIZATION:  Clan
ACTIVITY CYCLE: ANy

DIET: Omnivore
INTELLIGENCE: Average (8-10)
TREASURE: M (Q, D)

ALIGNMENT: Chaotic Neutral

NO. APPEARING: 1-6

ARMOR CLASS: 4

MOVEMENT: 10

HIT DICE: 6+6

THAC®: 15

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 1-8x 2 or
Weapon

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Nl

SIZE: L (8 -10"
MORALE: Steady (12)

EXP. POINT VALUE: 420

The desert cyclops is slightly taller
than a human and has rough,
sand-colored skin. They are
secretive creatures, often perse-
cuted by humans who fear their
size and the one large eye which
seems to peer into their very soul.

The upper body of the desert
cyclops is usually quite muscular,
sometimes out of proportion to
the rest of their frame. Depending
on its chosen lifestyle and
habitat, desert cyclops can look
extremely different from one
another. Some wear animal hides
and are covered with combat
scars and sandpaper skin, while
others dress normally, and do not
look like fighters at all.

The only facet nearly identical in
every desert cyclops is the large
eye. It is unblinking, virtually
always sky-blue, and is both the
pride and shame of its owner. The
eye is considered very beautiful
among the cyclops themselves,
but others use it as a rallying
point for vilification.

The cyclops do indeed have a
special ability with their eye.
While looking at a person who is
speaking, they can ascertain if
there are any lies being told. If
the speaker knows of this power,
he or she can try to block it and
make the cyclops think that they
are telling the truth by making a
saving throw against magic.

Combat: Once angered or
attacked, the desert cyclops is a
vicious foe. A long history of
persecution has left them easy to
anger and very dangerous when
their ire does arise. They attack
by punching with their strong
arms, or with a large two-handed
weapon with which they get a
strength bonus of +6 on each hit.
The cyclops are not agile enough
to use two weapons at one time.

Occasionally the desert cyclops
are seen in armor, which needs to
be specially made for their oddly-
shaped bodies. However, most do
not wear armor, since their
naturally tough skin is often as
good as any but the best metals.

Habitat/Society: 1t is difficult
to pin down the desert cyclops to
any one type, as they live in
many different ways. The most
common arrangement is the
desert clan. This is a small group,
not usually more than six,
excluding children, living as
hunters and gatherers in the
desert sands. They will move with
the weather or as water supplies
diminish. These clans are fiercely
defensive and usually attack any
intruder who does not obey their
orders to leave immediately. Some
kill anyone for just seeing where
their clan is living. These actions
help to fuel human anti-cyclops
tendencies, which are otherwise
largely built upon fallacies.

Other desert cyclops are loners,
who live a solitary existence in
a rocky cave or in a small build-
ing they have pieced together in
the middle of some wasteland.
These cyclops are also defensive,
but some of them begin to crave
contact to such a degree that
they will talk with strangers
instead of attacking or hiding.
All desert cyclops speak in the
common tongue.

A very few number of desert
cyclops have managed to find
acceptance in human society, and
have pursued careers as any other
human would. This is always a
tenuous existence which often ends
with the cyclops being blamed for
some tragedy or murder with
which they had no connection.
However, there are also stories of
Caliphs or other nobles hiring
cyclops’ to help determine if their
subjects are speaking the truth.

Ecology: The cyclops has very
similar dietary needs to that of a
human, with one major difference.
Cyclops will sprinkle sand on their
food in the same manner as
humans would use a seasoning
such as salt. No studies have been
done to ascertain how the sand is
digested or if it benefits the cyclops
in any manner, although common
theory states that it aids in
digestion. There are no records of
a desert cyclops actually living off
of sand, but it is a popular garnish.



Elemental, Miniature

TYPE: Air
CLIMATE/TERRAIN: Any Land
FREQUENCY: Uncomimon
ORGANIZATION: Pagk | o
ACTVITY cYCLE:  Any
DIET: Air
INTELLIGENCE: Animal (1)
TREASURE: Nl
ALIGNMENT: Neutral

NO. APPEARING 212 47"
ARMOR CLASS: 6
MOVEMENT: 14
R il

THAC:  ...19

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-3

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: See Below
MAGIC RESISTANCE: Nil =~~~
SIZE: o1 ST,
MORALE: Average (10)

EXP. POINT VALUE:

35
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It is not known how miniature
elementals came into existence.
They used to be extremely rare,
and were considered to be myth
by most scholars, but recent
reports of sightings and attacks
by the elementals have increased.
Some conjecture that they are
small bits of larger elementals
which broke free, and now roam
of their own accord.

The miniature elementals are

all less than two feet tall and
look like their element. Fire
elementals are small moving
balls of flame, air elementals

are little whirlwinds, earth
elementals are moving rocks,
and water elementals are bounc-
ing blobs of cohesive water.

Whatever their origin, the
miniature elementals have
become a large nuisance in some
areas. Although seldom powerful
enough to kill an alert warrior,
and not intelligent enough to plan
attacks against weak opponents,
the elementals are not to be
ignored. Often traveling in packs,
they can be dangerous when
surrounding a lone target.
Rumors are also circulating about
larger versions of the miniature
water elemental attacking
merchant ships, though this is
yet to be confirmed.

As of the date of this writing,

no mage has been able to pur-
posely conjure a miniature
elemental. Perhaps they are

too small to be grabbed from
their respective elemental planes
by magical snares.

Combat: All miniature elementals
attack by launching their body at
their targets. In addition, earth
elementals launch bits of stone at
the target. None of them are
powerful enough to cause any
extra damage — for instance, a
blow by the fire elemental does

not require any saving throw to
keep items from burning.

All of the elementals have
special defenses against certain
types of attacks. Water-based
spells do 1 point less of damage
per die (minimum 1 point per
die) against miniature water
elementals and fire-based spells
have the same damage reduction
against miniature fire elementals.
Attacks by cutting weapons do
one-half damage to miniature
earth elementals and lastly,
magical weapons (or spells) are
needed to damage the miniature
air elemental.



Rat, Giant Zakharan

#

CLIMATE/TERRAIN: Subterranean
Uncommon
ORGANIZATION: Pack

FREQUENCY:

ACTIVITY CYCLE:  Any

DIET: Omnivore
INTELLIGENCE: Animal- (1)
TREASURE: Nil
ALIGNMENT: Neutral

NO. APPEARING: 1-12
ARMOR CLASS: 6
MOVEMENT: 14
HIT DICE: 4
THAC@: 157
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-8
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Nil

SIZE: M (4'-7")
MORALE: (10)
EXP. POINT VALUE: 175

The giant Zakharan rat is a
cousin to the giant rat with the
main difference being size.
Zakharan rats are huge, with
lengths of up to seven feet (not
including the tail). They are just

as filthy, disease ridden, fero-
cious, and fleet of foot as their
smaller cousins. Their fur is
generally brownish and their
eyes a deep red.

Combat: Giant Zakharan rats
are annoying creatures which
rush into a fight with extreme
quickness and then maddeningly
gnaw and claw until they are
killed. It is rare to find a single
rat; they tend to roam in packs.
While generally easy to kill, there
are stories of giant rats closing
in and killing a hero weakened
after the hero has just defeated

a major foe.

Unlike other rats, this variety is
not particularly afraid of flames.
Many tales exist of adventurers
expecting torches or bonfires

to keep them safe from the rats
only to be viciously attacked
while unprepared.

Ecology: The giant Zakharan
rat tends to live in dank under-
ground areas like dungeons. It
can slip through tight openings
as the creature's skeletal system
compresses drastically. The rats
are usually found in groups, but
it is very rare to find more than
a dozen in any one place. Their
diet is anything and everything
which they encounter that is, or
was once, living
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DESIGNER’S NOTES

us here at Cyberlore Studios. We strove (o create a game

that was completely unique from other role-playing games.
First we wanted our game to be easily accessible to all those
players who are frustrated by the complex combat, spell and
inventory systems that so many other games emplay. We've
always thought it was more fun casting a spell than memorizing it.
The real-time combat adds an element of danger and immediacy
missing in phased combat systems.

Creating Genie’s Curse presented some unique challenges to

We wanted the player character to be a pre-rolled character with a
specific background and history. This presents you with a new
challenge: non-player characters in the game expect your character
to act like an honorable young prince. But, we give you a wide
choice of actions. Your prince can be anything you want him to be;
honorable, impatient, or down right rude. Qf course, being rude to
the wrong person can land your character in jail pretty fast.

The AL-QADIM™ game world presented its own challenges to the
Cyberlore designers as well as players. This is not the medieval
hack and slash world we're all used to playing in. This is a
carefully structured soctety where honor is more important than
muscle. The player who plans on hacking his way through this
game had better save the game often.

The look of the game is also unique. We wanted it to have the feel of
the “Technicolor” Sinbad and Arabian Nights movies we grew up
with. We never pictured the game locations as real places. Instead,
we pictured them as movie sets on neatly swept sound stages, and
we filled the areas with decorative props and dressed the actors in
costumes from the “Arabian” section of the costume department.

In a market filled with fantasy role-playing games we hope GENIE'S
CursE stands out and gives you a unique and fun adventure. Enjoy’!

EEEEEEEEEEEE e EEEEEEEEEEEEEEEEEEEEEEEEEE



CREDITS
Cyberlore Studios, Inc. Credits

Game Design
Producer

Lead Programmer
Art

Writers

Additional Programmers

Rule Book Author
Lead Playtester

Herb Perez

Lester Humphreys

Ken Grey

Garrett McCarthy, Herb Perez

Herb Perez, Joseph Minton,
Ken Eklund, Dan Greenberg

Lester Humphreys,
Joseph Minton, Ken Eklund,
Dan Greenberg, Steven Wolf

Joseph Minton
Jim DuBois

Strategic Simulations, Inc. Credits

Producer:
Additional Producers:

Associate Producer:
Rule Book Editors:
Musical Director:
Test Supervisor:
Lead Product Tester:
Product Testers:

Test Support:
Compatibility Testing:
Graphic Design and DTP:

Bret Berry
Nicholas Beliaeff, Chuck Kroegel,
George MacDonald

William Dunn

Eileen Matsumi, André Vrignaud
Cooksey

Glen Cureton

Joshua Cloud

John Cloud, Cyrus Harris, Jeff Pena
Annette Grove, Rose Ramos

Top Star Computing Services, Inc.

Louis SAEKow DESIGN:
David Boudreau, Leedara Zola

Printing: ~ A&a Printers and Lithographers, Inc.
Special thanks to:  Jim Ward and Tom Wahl
Other Credits
Music:  Eric Heberling, Rob Wallace,

FM Voice Design:

Nada Lewis
The Fatman

STRATEGIC SIMULATIONS, INC. LIMITED WARRANTY

Strategic Simulations, Inc. (“SSI") warrants that the diskette(s) on which the enclosed program is recorded will be free from
defects in materials and workmanship for a period of 30 days from the date of purchase. If within 30 days of purchase the
diskette(s) prove defective in any way, you may return the diskette(s) to Strategic Simulations, Inc., 675 Almanor Avenue,
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ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD “AS IS." THE ENTIRE RISK AS TO THEIR QUALITY AND
PERFORMANGE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED OF
THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED
WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU.)

The enclosed software program and this rule book are copyrighted. All rights are reserved. This rule book may not be copied,
photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, in whole or in part,
without prior written consent from SSI. The program accompanying this rule book may be copied, by the original purchaser only,
as necessary for use on the computer for which it was purchased.

Any persons reproducing any portion of this book for any reason, in any media, shall be guilty of copyright violation and
subject to the appropriate civil or criminal action at the discretion of the copyright holder(s).

ADVANCED DUNGEONS & DRAGONS, AD&D, AL-QADIM and the TSR logo are trademarks owned by and used under license
from TSR, Inc., Lake Geneva WI, USA. All TSR characters, character names, and the distinctive likengsses thereof are
trademarks owned by and used under license from TSR, Inc.

©1994 TSR, Inc. ©1994 Strategic Simulations, Inc. All Rights Reserved.

WHAT TO DO IF YOU HAVE A DEFECTIVE DISK

Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncover and correct any
errors in programming. However, due to the complex nature of our simulations, some program errors may go undetected until
after publication. In addition to errors in the program, there are occasionally problems with the disk itself. We experience the
industry standard of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective, make sure
to check your disk drive. Up to 95% of the disks returned to us as defective will run fine on our computer systems. Often the
problem is with a disk drive that needs servicing for alignment, speed, or cleaning.

Should you have a defective disk, please return the disk only (keep all other parts of the game) to our Customer Support
Department, along with a note describing the problem you have encountered. A replacement disk will be provided upon our
receipt of the defective disk.

Should you uncover an error in the program, return both your game disk and any “save game" disks to our Customer Support
Department. Please enclose a description of what was taking place in the game when the error occurred. Upon correction of the
program error, we will return an updated disk to you.

Always make sure to include your name, address, and daytime telephone number with any
correspondence. We will do our best to see that any problems are corrected as soon as possible.

QUESTIONS OR PROBLEMS?
Our main business number is (408) 737-6800. If you encounter disk or system related problems you can call
our Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Monday
through Friday, holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS NUMBER. You
can write to us for hints at: Hints, Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086
(include a self-addressed, stamped envelope for reply).

IBM COMPATIBLE COMPUTER INFORMATION:
Many of our games will work on IBM compatible computers. If you own an IBM compatible computer we suggest that
you consult with our Technical Support Staff at (408) 737-6850 between 11 am. and 5 p.m., Pacific Time,
Monday through Friday, (holidays excluded) to see if an SSI game you're considering purchasing is compatible with
your computer. If we have insufficient data to determine compatibility, you may wish to purchase the game and test for
compatibility yourself. If the game proves to be incompatible, you may return it within 14 days with your dated receipt
and we will refund your money. Or, if you return the game within 30 days, you may exchange the game for another.




Your own genie!

magine how different
your adventures in
the AL-QADIM™ game
world would be if you
had your own personal
genie along to help!

Well, here’s your chance
to find out. Meet your
genie — this GENE'S
Curse CLUE BOOK!
Actually, it’s better than
a genie because it won't
limit you to 3 wishes!
Here’s what you get:

%> DETAILED MAPS.
Easily locate all' major:
events in: this wildly
exotic adventure,

%+ DESCRIPTIONS.
All'encounters and :
treasures are des- - "

cribed in full detail! @ﬁ

s LISTS. Don't miss -

a thing — all' major o
magical treasures
are revedled,

To/ ORDER? VISA/MC ~call|1-800-2454525 (in USA & Canada), e T s
By mail - send check or money order for:$14.95 plus $3.50 shipping fite TSR logo :

& handling to; Electronic Arts, P.0; Box 7530, 5an Mateo, CA 94405, 3
California residents please add owned by
applicable sales tax. ;
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