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Wil’s Trip
Instruction Manual
The story begins when Wil, a guy with blue hair and a cool style somehow ends up in a strange world that he comes to find out is the Mushroom Kingdom. He meets Mario, Luigi, and Toad, and other Mushroom kingdom characters as he tries to find out what happened and how he came to be here.
As the story develops, our hero discovers that weird events are happening in the Video Game World. Wil teams up with Mario to solve the Video Game World puzzles. The two must work in tandem past an array of obstacles in order to advance further. Along the way, they come across other video game characters that have strangely appeared here and are looking for a way to get back in their own game. Some thoughts for these include Samus (from Metroid), Star Fox, Donkey Kong and even the Lemmings. Each time Wil and Mario save a video game character it seems that another one needs help.

But, as both heroes will learn from the Deku Tree, the common denominator to all those problems is a force named True Evil. Be prepared to help our two heroes and save all the video games!

This booklet contains precious information and some hints to get through each level.
[bookmark: _Toc193622320]LEVEL 1: GOING DOWN THE CASTLE
[bookmark: _Toc193622321]Goals
Bring Mario to the door at the bottom of the castle.
Bring Wil to the door at the bottom of the castle.
Use the left and right arrows to move. Use the Space Bar to jump.
In this level you have to go down the castle. You have to avoid  and .
As you go down, you will notice , , , and.. You can destroy those by jumping on, , , and  .


If he gets hit,  will become . If he gets hit again he dies and you have to restart the level from the beginning. Nevertheless, you can find  in . If you catch a  ,   will become  . If you already have a , the  will contain a   which transforms  into  giving you an extra chance to get hit without becoming . Once you bring Mario to the door, your new goal is to bring Wil. This task will be easier because you already hit  with Mario, creating a shortcut for Wil.

Hint: An invisible shortcut is hidden somewhere at the beginning of the level.





























[bookmark: _Toc193622322]LEVEL 2: FLYING OUT OF THE CASTLE
[bookmark: _Toc193622323]Goal
Fly the Battlecruiser out of the castle without getting hit.
Use the four directional arrows to move the ship around.
In this level, you have to control the movements of the Terran Battlecruiser to help Mario and Wil get out of the castle.

To succeed it is necessary to avoid the walls and  . Be careful! The    throw  at you, so don’t get hit! If you get hit once, you will have to start the whole level again.
Hint: Try to stay near the left hand-side of the screen so that you can see a bigger part of the screen.

[bookmark: _Toc193622324]LEVEL 3: THROUGH THE SKY
[bookmark: _Toc193622325]Goals
Help Mario go through the clouds.
Avoid the enemies while flying through the air with Wil.
At the beginning of the level, hit the right arrow once to make Mario run. Then, use the Space Bar to jump.

In the second part of the level, use the up and down arrow to adjust the pitch. There are 3 pitches: up tilt, straight and down tilt. You can cycle through them by using the up and down directional arrows.
The first part of the level is fast pace. Once Mario starts running, use the space bar to make him jump from cloud to cloud. If he falls, you have to restart the level.


Fly through the sky in the second part of the level and avoid the enemies. If you get hit you’ll have to restart the second part of the level


Hint: When Wil gets to the border of the screen, he will bounce. Use this technique to avoid some enemies.








[bookmark: _Toc193622326]LEVEL 4: PAC-DOTS IN HYRULE
[bookmark: _Toc193622327]Goal
Help Pac-Man eat all the Pac-dots.
Use the four directional arrow keys to move in the four directions.
Control  to eat all the . Avoid the 3  . If you get hit you’ll have to start over. When he eats a  ,  becomes momentarily invincible and can eat the  . There are only 4   in the level, so use them   wisely to finish the level.
[image: ]

Hint: If you get out of the screen on one side, you will warp around and get back to the other side.


[bookmark: _Toc193622328]LEVEL 5: NIGHTMARE IN DREAMLAND
[bookmark: _Toc193622329]Goals
Help Mario, Luigi, Wil and Kirby to get rid of all the enemies to get to Vaati.
Help Mario, Luigi, Wil and Kirby to get rid of Vaati.
Use the left and right directional arrows to move the trampoline. Hit the Space Bar to get a new Kirby when you lose one.
This is a classical bat and ball level where you have to control the trampoline to catch  and use him to destroy  and . When you miss  , you can get a new one by pressing the Space Bar. Once all the  and   have been destroyed, the boss, Vaati will appear. Hit him several times to destroy him and finish the level.

Hint: When  hits a, he transforms into , who is much more powerful and can go through the enemies, destroying several at the same time.
[bookmark: _Toc193622330]LEVEL 6: WIL MEETS SAMUS… AND MEGAMAN
[bookmark: _Toc193622331]Goal
Help Megaman find his dog in Mother Brain’s Lair.
Use the left and right directional arrows to move, Space Bar to jump and Shift to shoot.
Help Megaman get through the level to find his dog. Many enemies will try to get in the way. Shoot them. To open a door, simply shoot it. Use the teleporter to get to the room where the dog is imprisoned. At the end of the level, shoot the glass cell many times to save Megaman’s dog.


Hint: Always walk slowly to avoid some enemies that fall from the ceiling.


[bookmark: _Toc193622332]LEVEL 7: THE PRINCESS HAS BEEN KIDNAPPED… AGAIN!
[bookmark: _Toc193622333]Goal
Help Mario go up and get rid of Donkey Kong and Bowser to save the Princess.
Use the left and right directional arrows to move and Space Bar to jump.
This level is similar to the classic “Donkey Kong” game except that this time Bowser is here as well. First he has destroyed all the ladders and secondly he throws  at Mario. Be very careful, this level is much harder than what it looks like. Indeed, not only to you have to avoid  but also the thrown by Donkey Kong. If he gets hit,  will become . If he gets hit again he dies and you have to restart the level from the beginning.   Your aim is to get up and hit   in order to destroy Donkey Kong and Bowser and meet the princess.
	
Hint: As long as Mario stays against the border of the screen (at any height), nothing can hit him.
[bookmark: _Toc193622334]LEVEL 8: STARFOX TO THE RESCUE
[bookmark: _Toc193622335]Goal
Control Starfox’s spaceship and survive the whole flight.
Use the four directional arrow keys to move around. Space Bar makes the ship shoot in the last direction it was facing.
Here you have to avoid everything. You can use the Space Bar to shoot any enemy and get through. You may get hit up to five times after which you’ll have to restart the level.

	

Hint: Try to stay near the middle of the screen because some enemies are coming from the bottom.

[bookmark: _Toc193622336]LEVEL 9: LEMMINGS LOCATE SPACE INVADERS…
[bookmark: _Toc193622337]Goals
Destroy the first Space Invaders swarm.
Destroy the second Space Invaders swarm.
Use the four directional arrow keys to move around and Space Bar to shoot.
Move Wil and Mario around to avoid the missiles and Space invaders. Shoot as often as you can. You have to destroy all the invaders to finish the level. This level is made of 2 rounds.


Hint: You can destroy the Space Invaders’ missiles by shooting those.


[bookmark: _Toc193622338]LEVEL 10: LEMMINGS ARE STUPID
[bookmark: _Toc193622339]Goals
Destroy the first Lemmings swarm.
Destroy the second Lemmings swarm.
Destroy the Lemmings main ship.
Use the four directional arrow keys to move around and Space Bar to shoot.
Move Wil and Mario around to avoid the Lemming missiles and Lemming invaders. Shoot as often as you can. You have to destroy all the invaders to finish the level. Then you must destroy the Lemming ship. This Level is made of 2 rounds.


Hint: You can destroy the Lemming missiles by shooting those but you can’t destroy the Lemming missiles with the red cap.
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