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Genre 
Puzzle 
 
High Concept 
Troli is a traditional puzzle game in which you need to get to the end of the level using 
music to bypass the obstacles. 
 
Premise 
In Troli players will take the role of Sido, a famous treasure hunter who lost all his 
money in gambling with Resoldo, the local gangster leader. Now he have to travel 
through Apolord (the world he lives) searching for the King’s Treasure so he may pay his 
debt and save his life. 
 
Apolord is a world governed by music. There are devices called troli which can change 
the world around it according to the music. The gameplay in Troli consists in bypassing 
world obstacles, like rivers of magma or huge abyss, by using the troli. The players will 
need to collect music disks to use on the troli, and each type of music will have a 
different effect on the world. There are also treasure chests on the levels that the players 
can collect to earn some gold to buy equipment and supplies.      
 
Goal 
The goal in Troli is to navigate through Apolord to find the King’s Treasure to be able to 
pay your debts. 
 
How It Works 
The Troli System
The troli are little columns spread throughout the land. To use them Sido needs to insert a 
disk, plug in his special headphones and start the troli to play the music. The different 
types of music have different effects on the world. A song with a slow beat can slow 
down time for everyone except Sido; a drum solo can cause small earthquakes; a guitar 
solo make you able to burn some things with your hands and so on. 
 
However, the music will not play forever; each disk has a maximum play time. When the 
time ends the music effect also ends but the disk stays intact, so Sido can restart the troli 
if he needs to use the power again. Also, even though Sido’s headphones are wireless, he 
can’t wander too far from the troli playing the music or the effect ends; he also needs to 
recover his plug from the troli before using another one or ending the level. 
 
World Settings 
The world in Troli is viewed by an over-the-top camera similar to the Final Fantasy 
Tactics series. Between levels Sido can return to the city to buy equipment and supplies. 
While in the city players can also talk to people for information or some minor quests, or 
go back to Sido’s house to save their progress. 
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Success & Failure Conditions 
The player completes the game when he is able to find the Treasure to pay his debts; this 
is done by completing all the levels. Failure comes when the player dies, by failing to 
evade a mortal trap or obstacle; players will have the option to restart from the beginning 
of the level or a checkpoint. 
 

Carrot Says: 
 
Title: Troli 
 
Written by: mamlfj 
 
Week 1 
 
High Concept: The High Concept is succinct and almost does well to get the idea across. 
I say almost because it only says that the player uses music to solve puzzles; but doesn’t 
mention the cool and unique way the player uses the music. The music mechanic is 
interesting; play it up more in the High Concept! 
 
Critique: This is a really neat idea; I could see having tons of fun trying out the various 
music discs on the Troli. I like the prospective style as well; the sort of top-down 
perspective and old-school graphics; I’m a sucker for retro though. The Treatment 
describes this idea as a puzzle game; but the entire thing reads more like it’s an adventure 
or RPG, which honestly sounds much more interesting to me.  
 
When I first read of the music playing mechanic used in this game, I immediately began 
to think about how cool it would be if the player could insert their own music into the 
troli to witness and experience the effects. Imagine walking up to a troli, telling it to play 
“Still Alive” by Jonathan Coulton, then watching as all of your deceased party members 
come back to life ready to battle. There have been a number of games in the past that 
have allowed this sort of mechanic; Monster Rancher created monsters based on the CD 
entered into the disc tray and Vib Ribbon created obstacle courses for the player to dance 
their character through. It has ALWAYS been fun to pop in your favorite music CD just 
to see what the game would produce from it. 
 
Of course this sort of system would require that the player be able to access their music 
collection somehow, so just try and think of what the best target platform for this game 
would be. The obvious choice to me is the iPod and iPhone. Think about it. 
 
“…he also needs to recover his plug from the troli before using another one or ending 
the level.” 
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This line seems a little iffy to me; the level design would have to be solid so the player 
always has the option to go back to retrieve the plug, but even then the player would end 
up doing a lot of backtracking to and from the Troli.  
 
There isn’t much discussion on what the player does while their selected music plays, it 
gives a few examples as to what the music may do, but it doesn’t discuss what the player 
has to do in addition to playing the music in order to be successful. This goes back to 
what I said earlier about the game saying it’s a puzzle game, but reading like an RPG, 
there isn’t any discussion about the actual puzzles. The player plays some music, which 
cause certain effects… and then what? I would really like to see a few examples of what 
the player would use the various effects for, like; a slow song is played, which slows 
down time, which allows Sido passage through an area with strong wind. 
 
The presentation is very solid; outside of a few grammar issues (mostly tense) the 
Treatment is light and reads very well. Tighten up the grammar and spelling and you’ve 
got yourself a winner. 
 
Fun: A 
Presentation: A- 
Originality: B+ 
 

Kaiser Says: 
 
Title: Troli 
 
Written by: mamlfj 
 
Week # 1 
 
High Concept: Brief and to the point.  Who doesn’t love a good puzzle game? 
 
Critique: This game is interesting.  There’s a fair deal of things going on in this game, 
but none of it feels cluttered or without reason.  Everything has its role in the game, and 
the end product appears to be something extremely layered. 
 
The music in this game takes on a great role, and goes into that realm of defining music 
with other sense.  As someone who always looks for meaning in music, that definitely 
interests me.  As long as there is a dynamic selection of music to choose from, this 
concept is definitely a great one. 
 
The level design for this game seems like it would be tough, but not without merit.  
There’s a lot going on, so it would definitely be a good idea to ease players into the 
gameplay.   
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 You mention that you’d be able to go to cities to buy more equipment and supplies, but 
you don’t really talk about it too much.  I wouldn’t have minded reading a few specifics 
about these things, but based on the concept of the game, I think it’s somewhat simple to 
draw conclusions.    
 
The dynamics of this game lend itself well to extremely difficult puzzles.  It seems like a 
big challenge for the developer would be in creating difficult puzzles without 
handicapping the player too much as he progresses through the game.   
 
 Another thing I like about these puzzles is that there wouldn’t just be one way of solving 
them.  This concept lends itself very well to creative thinking, and learning just what 
types of music work well with how you would solve the puzzles.  It would also be 
interesting to force players into using certain music, even when there’s a clear way to 
solve the puzzle in a much simpler way. 
 
Overall, this game looks to have an extreme amount of potential.  There’s a lot of 
opportunity to expand this game, and it’s easy to tell just from this treatment that game is 
extremely layered.  This is a game that, if built right, could be extremely interesting. 
 
Fun: A 
Presentation: A- 
Originality: A 
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