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THE CONTROLLER Initial Settings

These settings can be changed from the option screen (see below)

CONTROL PAD: controls all directional
movement—Ieft and right to run, up and down
to climb ladders. In this screen, the action of the “A”, “X", "B”
and "Y" button can be chosen by the player.
Each button is displayed on the screen, with an
icon above showing its current action. Press
the relevant button to change its action.

START: pause during the game; starts
new game during title sequence.

SE!.ECT: enter Trgll Cpttage during game— Press “START” to return to the title sequence.
Options screen during title sequence.
X BUTTON: perform color spin.

A OR B BUTTON: press button to jump;
hold down to jump higher.
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Y BUTTON: throw custard pie or
bonus items.
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Some bonus items, if “pocketed,” will give your Troll special
powers for a short period of time;

SHIELD: this protects you from a single hit.

COLOR SPIN: this is the most useful of all the pick-ups.
You can store these, and an indicator at the top right of

the screen tells you how many color spins you are holding.
Pressing “X" activates a color spin, transforming your Troll
into a swirl of color. In this state, you can destroy enemies
on contact, as well as coloring specific elements of the
landscape.

CUSTARD PIES: one of these provides the Troll with

ten shots —an indicator at the top left of the screen shows how
many pies the Troll currently has. Pressing the “Y” button hurls
a custard pie across the screen, splatting on contact with any
thing it finds. If it hits an enemy, the enemy will be covered in
custard and will wobble on the spot for a while before breaking
free. If the Troll runs into the wobbling custarded enemy,

he can eat it for bonus points.

SUPER JUMRP: this makes any Troll jump as high as the
pink haired Troll.

TURBO: this makes any Troll run as fast as
the red-haired Troll.

ALARM CLOCK: pocket one of these and your Troll will
return to the Cottage to wake up one of his sleeping friends
—thus effectively giving an “extra life.”




bONu/ses

Extra points are gained by collecting the numerous animated goodies littered
across the Islands, e.g. apples on the Forest island, shells on the Beach
island, etc. There are also many other bonus items, e.g. combs, coins, ice
creams, etc. You can “GRAB” any bonus item simply by running into it. The
Troll will then hold the item in his hand. You can then either throw the item
(using the ”Y” button —if the Troll is not holding an item he will throw a
custard pie) or “pocket” the item (using the “L” or “R” paddles). Thrown
items can be used to kill enemies, although some enemies may need to be
hit by several items. Also, some items will combine to form a new item if
thrown togethet. The new item maybe more useful or yield a bigger score,
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Try experimenting with different combinations!

The player starts the game in the Troll Cottage. Three of the Trolls sit expec-
tantly on their beds, while the fourth stands impatiently. The mirror at the
left of the cottage is the magic entrance to the Troll Islands.

Use left and right to make the standing Troll run around inside the cot-

tage. Pressing the “B” button will make the Troll jump.

If the Troll jumps into one of the beds, the Troll previously in that bed
will leap out. This method allows you to swap control to any of the four

Trolls.

When you have the Troll you want, run through the magic mirror and
you will be transported to one of the Troll Islands.

When you first land on a Island, the terrain will appear gray and lifeless,
with the Darkness swirling in the background. As your Troll runs over the
landscape it will spring into life as color floods over it. This will also give
bonus points. Above the landscape will be series of platforms and ladders,

enclosing rectangular windows.

The Trolls can color the platforms and ladders by running over them. Use up
and down to make the Troll climb ladders. When a complete window frame
has been colored, the Darkness will be banished from that window, and a

bright colorful background will become visible behind.



When the darkness has been banished from all the windows, any
remaining Darkness will flee from the island, and the whole background
will be visible. A host of bonuses is thrown into the level, and the
player has a short period of time to collect these before the Troll is
transported to the next level to be cleared.

You can return to the Troll Cottage at any time by pressing the “Select”
button. You can then swap control to any Troll by jumping on the beds
as before. The Trolls have different hair colors, indicating their varying
abilities:

PINK-HAIRED TROLL:
...can jump very high.

RED-HAIRED TROLL:
...is very fast.
N,
GREEN-HAIRED TROLL:

...is very strong.

BLUE-HAIRED TROLL:

...can swim underwater.

For example, to negotiate a particularly high jump it may be helpful to trans-
port back to the Troll Cottage, change to the pink-haired Troll and then run
back through the magic mirror to return to the Island.

The Trolls must avoid stationary obstacles like spikes as
well as various moving enemies. These include the ele-

i ments Fire, Earth, Water and Air, as well as a host of oth-
ers to be discovered. If your Troll is injured in some way,

he loses one unit of “LUCK”, as indicated by the leaves on
a clover. If the Troll loses all his luck, he returns to the
e ‘ Troll Cottage and falls asleep —from then on he cannot be

'(‘ awoken by jumping on his bed.

The Game is over when \
all four Trolls have

fallen asleep.

THE ISLANDS

V.
N

WEIRD

There are five islands to b ‘ed, each consistin

These are, in order of p

FOREST  BEAC CASTLE  OUTER SPAC

~ There are ten “hidden” PARTIES. If you perform a specific task on any level,

you will enter a Party on completion of that level. In the Party, the idea is to
collect all the bonuses within a certain time limit. If you succeed, you will be

5 allowed to skip the next level of this current island. The player will have to

experiment to find the hidden tasks... e.g. one of them is to color the whole
landscape of a level.
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