
Be careful what you wish for



Genies of Abyssinia

Be careful what you wish for!

Genies of Abyssinia takes you back to an ancient 
kingdom that never was. A place of shifting 

sands, suspicious sultans and malign magic.  A 
time where powerful forces whispered in the 
ears of powerful men. In this game of strategy 
and luck each player takes control of powerful 

and often volatile Genies. Using the unique 
strengths of the Genie they control, they make 
three wishes per round. They use these wishes 

to change the course of their lives, to gain 
Love, Wealth and Power, represented in the 

game by counters. The rst player to acquire 3 
of each counter wins the game. But be wary, 

the other players are plotting against you, and 
your Genies will twist your wishes against you 
if they can. So if you want rise from rags to 
riches fame and fortune are waiting for you if 

you would only wish for them.



The object of the game is to wish your way to 
happiness using the dark and unpredictable 
powers of the Genies. The rst player to collect 3 
Love Counters, 3 Wealth Counters and 3 Power 
Counters wins the game immediately.

Objective

Love

Wealth

Power



Make three shufed piles of wish cards, one of Love 
Wishes, one of Wealth Wishes and one of Power 
Wishes. Deal one Genie Card to each player and 
place any remaining Genies face down next to the 
Wish piles. Players each place their Genie face up in 
front of them. Now deal each player one of each wish 
type from the top of the piles to give them a starting 
hand of three wishes. Finally ensure that the Pink 
Love Counters, Gold Wealth Counters and Blue 
Power Counters are within easy reach of all the 
players in a central pool. Give the dealer token to 
the player who will go rst.

Set Up

Counter Pool

Player 1 hand and Genie Dealer token

Player 2 hand and Genie Player 3 hand and Genie

Wish card draw piles



Order of Play
Beginning with the dealer, going clockwise each 
time, the players take turns to carry out the 
following. 

6. After the wishes effects in order 

1. All players draw cards in order 

3. All players reveal hidden wishes 

5. The wishes (count icons and win counters)

If a player has a Genie card, they may draw from 
the wish decks to their hand. What they may draw 
is determined by the symbols on the Genie card. A 
Genie that has one of each symbol, for instance, 
may draw one card from each deck. A Genie with 
two Love, One Wealth and no Power symbols may 
draw two Love cards, one Wealth card and no 
Power cards. 

1. Draw Cards

4. Before the wishes effects in order 

7. Discard played wishes

Then the person to the left of the dealer takes 
the dealer token and becomes the dealer and 
the process starts again.

2. All players Lay three wishes in order (two 
face up and one face down 'hidden' wish)



2. Lay Three Wishes 

If a player does not have a Genie then they may 
draw one from the Genie pile and then draw the 
appropriate cards from the wish piles.

3. Reveal Hidden Wishes

Players may lay up to two wish cards face up in 
front of them, and one wish card faced down, 
from their hand. The face down card is their 
hidden wish.

Players now turn their hidden wishes face up.

If a player has laid any 
wishes, with the Key Word 
Before on them then 
players enact them now in 
order from the dealer rst 
and then clockwise after 
that. If a single player has 
laid more than one wish 
with the Key Word Before 
on then it is up to that 
player which order they 
enact those wishes.

4. Before the Wishes



If a player has any wishes, in their three laid wishes, 
with the Key Word After on them then players 
enact them now in order from the dealer then 
clockwise after that. If a single player has laid more 
than one wish with the Key Word After on then it is 
up to that player which order they enact those 
wishes.

5. The Wishes
Each player counts the total number of Love, 
Wealth and Power icons on their wishes. The player 
with the most Love icons may take a love counter 
from the pool. The player with the most Wealth 
Icons may take a Wealth counter from the pool. The 
player with the most Power icons may take a power 
counter from the pool. 

If there is a draw for the player with the most icons 
of a given type then the player with the least icons of 
that type may take a counter from the pool instead. 
If this is also a draw then no one gets a counter.

The underdog rule

6. After the Wishes

Love              Power             Wealth



Discarded wishes go into a discard pile. When a 
wish pile runs out of cards replenish it from the 
discard pile. Occasionally a Genie is discarded, 
through a wish effect, discarded Genies go to the 
bottom of the Genie pile.

Discard Piles

Players discard their three played wishes then 
the player with the dealer token passes to the next 
player clockwise and process begins again with 
players drawing cards.

7. Discard Played Wishes

Wish discard piles



Exchange This means that the player swaps – 
the item with another player.

May – This means that the special rule only 
happens at the discretion of the player who laid 
the card. It is their choice whether to use it or 
not. 

If – This means that the special rule only happens 
under certain circumstances stated on the card. 

Both Genie and wish cards have special rules 
printed on them. These special rules always 
override the normal rules of the game printed in 
this booklet. There are certain Key Words on 
these rules that have special meanings in the 
context of this game. Key Words are always 
printed in bold and a list of them is given here.

Before – This means that the special rule 
happens before the wishes (when the icons are 
counted). 

Special Rules

After – This means that the special rule happens 
after the wishes (when the icons are counted). 

Must – This means that the special rule will 
always be used whether the player wants it to or 
not.



There are also certain icons which denote special 
rules:

Discard – The means that a player takes the 
item and discards it if it is a card or returns it to 
the pool if it is a counter. 

Steal – This means the player takes the item and 
keeps it.

An Icon with an up arrow means 
that in the event of a draw with 
another player for that symbol 
type the player with this card in 
fact wins. If both players have a 
card with an up arrow on this 
symbol type they draw again.

An Icon with a down arrow 
means that in the event of a draw 
with another player for that 
symbol type the player with this 
card in fact loses. If both 
players have a card with a down 
arrow on this symbol type they 
draw again.
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If a player has up and down 
arrows of the same icon type in 
their wishes then treat their 
cards as if those icons have no 
arrows.

A card with the red web 
pattern around the edge is an 
Impulse Wish. If a player has 
any Impulse Wishes in their 
hand then they must lay at least 
one each turn. 

A card with a recycle image is a 
return card. This means that the 
player may return it to their 
hand instead of discarding it 
when it is time to discard played 
wishes.
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