Bombz Away!
Walkthrough written by Arkdiver with help from IdleAl
Walk your grunt across the crumble bridge as follows:

Start-1: E,E,SE,NE,SE,E

1-2: NE,NE,NE

2-3: S,SW,SE,SW,SW,S,S

3-4: NE,N,NE,NE,NE,NE,NE

4-5: SW,W,SW,W,NW

5-End:S,S,Dock,SE,SE,SE,S

If you are on-line at <a href="http://gooroosgruntz.proboards26.com/">GooRoo's Gruntz Forum</a>, you may also view a map of this bridge area, with the routez marked.
SAVE. There are several bridgez to cross….Save after every one so you won’t have to repeat them.

Walk over by the tree, triggering the bomber grunt who blowz up the rockz for you. Step on the YTS and walk down and to the right. Resurrect 2 new gruntz. Put one on the BTS between the arrowz. The Grunt with full health goez to get the megaphone, then movez to a safe place (as, right beside the raised Green Pyramidz).

Give the Bomb to the grunt on the BTS. Aim him at the top right rock near the BP’z. Give the Gauntletz to the grunt with the lowest health, break rockz and get the Coin. Then Gauntletz standz on the GHS while Bare-handed goez and stepz on the BTS and then headz for the PMGS area.  When Bare-handed has returned past the GPz, Gauntletz breakz the right-most rock to get a Coin.

Both now walk back down, Barehanded grunt goez to step on the top Purple Multi Grunt Switch (PMGS). Gauntletz goez left across the bridge and breakz the rockz on both sidez on the Two Way Arrow (TWA) and then walkz around, breakz brickz and then the two rockz to get the two Coinz.

He now walkz over to the lower PMGS (SAVE) and as the RR goez by the TWA at the top, step on the PMGS, which blowz up the enemy gruntz to the right…releasing the RR.

QUICKLY send the grunt in the top left corner over to get the Shovel and to dig up the holez to reveal Arrowz for the RR to cross, AT THE SAME TIME send either Gauntletz or the Bare-handed Grunt up to stand below and to the right of the crumble bridge, and the other Grunt to stand on the YHS.  Shovel also fillz in the holez near the Arrowz at the top so the RR can go up to the bridge. This takez perfect timing but can be done. (The RR should not have reached the last TWA by the time all Holez are filled in, and a Grunt is prepared to follow the RR over the Crumbling Bridge.)
SAVE with the RR somewhere near the top, before the bridge.

AS THE RR crosses the bridge, a Grunt MUST follow it….watch for the RR to cross the halfway mark on each tile and have the Grunt follow it across the bridge….

SAVE !
Send Shovel back down through the Arrowz to dig up holez and find two Coinz on the platform where the two enemy gruntz were. He headz back up to the area with the GP’z and BOTS’z.

Aim each grunt at one of the BOTS’z and they will cross the GP’z to stand on the switch. Have Shovel dig the hole to reveal the Spygear and give it to the Bare-handed grunt.

All three will go through the BW, but send Shovel first to dig the hole, revealing the Bomb and getting rid of the RR.

Send Spyglass to his checkpoint, and Shovel to his. Give the Bomb to Gauntletz.

AS SOON as Bombz stepz on his checkpoint move him down away from the pyramidz or the enemy Timebombz Grunt will trap you there. Allow Timebombz to help you blow up all the rockz, revealing three Coinz, four GTS’z and a Sword.

Give the Sword to Spyglass. Have your Bomb grunt step on the Green Switchez to allow Sword and Shovel to enter the GP maze and stand as close to the enemy grunt as possible. Now Bombz makez a diagonal run through the pyramidz to blow up the lower grunt. Sword and Shovel will gang up to kill the remaining grunt.

Try to keep Sword as healthy as possible, since he will have to walk on a few Spikez.  Shovel getz the Springz. Cross the RP area. Springz goez to the platform just below the BOTS until Sword drinkz the Zap Cola and passes the lowered pyramid below.  Then Springz stepz on the BOTS to lower the second pyramid. Swordz walkz down to wait near the checkpoint.

Springz goez down across the holez and getz the “Join Up” powerup.  He coverts the two Tool Thief Gruntz.  The Bare-handed one goez and getz the Gauntletz. Springz and Gauntletz go to the checkpoint. Gauntletz breakz the rock at the wall of the checkpoint before he exchangez Toolz (he getz the Shield).

SAVE.

There is a Keg of Zap Cola near a Yellow Hold Switch … don’t drink it!  (Yet.)  Have the Health Wizard step on the YHS to allow Springz and another Grunt (I recommend that be Shield) to walk west on the TWAz.  Once they have both reached the other side, move Wizard away from the YTS and the two Gruntz just south of him.  (The other Grunt should be as far away as Wizard from the YTS.)  Springz killz the two Green Gruntz standing on the Green Switchez.  Springz may take a ‘shortcut’ across a Hole and four (lowered) Red Pyramidz, then 4 more RPz and a single RP to a safe place near the Green Pyramidz.  The other Grunt has to take the longer route through the entire RP maze.  Send that Grunt to stand on the lowered Orange Pyramid above the BOTS.  Springz waitz nearby close to the wall.  When the RR getz to the left most position, have the Grunt step on the BOTS and back again away from the OP.  The two enemy gruntz will meet in the center and begin fighting. Move all of your Gruntz as near as they can get to the battling Gruntz.  When the enemy gruntz’ health getz into the red, have the health wizard give them new health. Now your gruntz are all healthy! Move them to stand in front of the pyramid row.  You will need to keep those gruntz fighting as long as it takez the RR to cross the OTS at the end. That meanz that the Health Wizard will have to give them health at least two more timez.  (His own health will be in the red when his task is completed.  Don’t worry, he won’t drink the Zap Cola, either!  He won’t need health, since he will become a SuicideBomber in a little while.  When one Grunt turnz the other into Goo, he will return to his GHS and the Green Pyramidz will come down.  The Grunt near the Wizard Grunt will stand on the YHS, allowing Wizard to go down and through the RP maze, to pick up the Bomb.  He goez to stand at the west end of the southern Toggling Bridge across the lower Pool.  Meanwhile Shield (or Sword, if you didn’t follow my recommendation) goez to the upper left corner to trigger a RW. He getz the Spygear and exitz through the BW. Meanwhile, a Toyer grunt has appeared at the lower bridge near the BOTS.  Send Spyglass towardz the Toyer, but not so close that he is handed a Toy!  Have Springz right behind him.  Send SuicideBomber across the lower bridge, aiming him at the BOTS. The Toyer Grunt will stop him with a toy….have the two Gruntz go and kill him.  Move both Gruntz hear the Gold Brick, allowing SuicideBomber to walk around the Pool back towardz the RP maze.  The Grunt movez off the YHS, allowing SuicideBomber to join him.  Making room so that neither Grunt drinkz the Keg of Zap Cola, the non-Bomber Grunt movez into the tree area, and off to one side.  Send SuicideBomber through the treez towardz the area where the enemy SuicideBomber Grunt is standing. Aim him at the BOTS surrounded by  the Gold Brickz.  When he makez his run, that will trigger the enemy Bomb grunt to blow up the rock near the lower wall to reveal the secret ? switch.  Now the other Grunt can get the Coinz and the Warp Letter “W”.  When he returns to the YHS (and Keg of Zap Cola), he drinkz the Zap Cola if he has somehow managed to lose health, and not be at full Green.  Then he bruisez his feet a bit by taking a trek down those Spikez between the TWAz (facing the wrong way), and through the RP maze (for the last time!  Yeah!!) to join his palz on the other side of the two poolz of Water.
SAVE.

Springz, Sword and Spyglass will go through the opening to the next area.  It is best if Sword is the Grunt who will exchange his Tool for a set of Springz.  (Spyglass movez faster, and that could be important later.)  If you followed my recommendationz, Sword will have health in the red, so a side trip to that Keg of Zap Cola would be wise.
Sword (or Spyglass) first, then Springz, make their way down through the Arrowz to the upper landing.  A SAVE after each successful trip through the Arrowz is highly recommended.
They will cross the crumble bridge as follows:

Non-Springz Grunt, from the dock: W,W,SW,NW,SW,SW,SW,NW,NW,NW,W,SW,NW

Springz from one space right of the dock: Diagonally SW, diagonally NW,W,SW,W,SW,W,W

They both go to the checkpoint. Send non-Springz through the BW. Move him one Tile away from the landing spot before Springz makez his way back through the Tar Pit. Your way should be clear.  Now send Spyglass through the Arrowz, then east and north to the BOTS (avoiding the Springz!) to await his buddies.
SAVE.

Now send Sword(?) up through the Arrowz to get the Springz and then return to the Stairway. The original Springz Grunt goez up to stand in the safe place just below the landing to the OP maze.

Spyglass goez and stepz on the OTS’z to allow the Springz Gruntz a path through the Orange Pyramidz maze.  This must be done one at a time, repeating (most of) the sequence for the second Grunt.  There are 49 Orange Up/Down Switchez in the area, and one each in two adjacent areas, but only 8 of them need to be used at all.  If you number the OU/DSz in the first area from left to right, top to bottom as 1 through 49, and the one to the right of that mess as 50, and the one below as 51, then this is what you do.

1) Avoiding any other Switchez, step on 9 and then 5.  The will give the first Springz Grunt freedom to move directly east 3 spacez.  At this time you can move the second Springz Grunt up onto the stairway … but not into the maze, itself!

2) Then Spyglass stepz on  7, allowing Springz to move 3 more spaces eastward.

3) Then Spyglass stepz on 15, allowing Springz to move 1 space east, 1 space south, and 1 more space east.

4) Spyglass stepz on 2, allowing Springz to move 1 space north, then 1 space east.

5) Spyglass stepz on 11, allowing Springz to move 2 spacez to the east.  Springz is now at the right edge of the area, 2 stepz away from the east Stairway.
6) Spyglass stepz on 20, then goez back to start all over again, while Spring (#1) movez 1 space north.
Repeat stepz 1 through 6 (except for the final Springz move) to have both Springz Gruntz at the right edge, just southwest of the Stairway … but still blocked by one Orange Pyramid.

13) Spyglass now moves to the area to the east, in order to step on OU/DS #50, which will lower the last Orange Pyramid blocking the path of the Springz Gruntz.  The lead Springz stepz onto the Arrow pointing east (when it is safe) and immediately 1 space south to a ‘safe’ Tile and waits.  The other Springz stepz onto the same Arrow but movez north to step on the final OU/DS #51, which will open part of the path for the Spyglass Grunt in the area to the northeast, allowing him to exit when the PPz go down.  It is in this area that you will appreciate my suggestion that Spyglass be the Grunt given the task of operating all of those OU/DSz!
Springz both make their way down to the checkpoint, and then up through the RRz, and through the Tar Pit maze to the PMGSz and the Shovelz.  Once they stand on the PMGSz, Spyglass can proceed to stand just below the BP.

One of the Shovel Gruntz goez to step on the BOTS, releasing Spyglass.  Either Shovel digz holez to reveal Arrowz for the RR to cross … when you finish, wait below the Arrowz at the top.
Spyglass stepz on the YTSz (except the left YTS) to establish the TWAz so that the RR will roll along the eastern edge of the map, and enter the Arrowz field where the Shovel Gruntz are waiting.  Then he stepz on the left YTS and releasez the RR. After the RR passez the first TWA, he stepz on the left YTS again , allowing the RR to pass up and into the islandz with the GTSz. 

Have your Shovel Gruntz cross the Arrowz when the Switch allowz them to, and after the RR passes a few Arrowz beyond them.

Spyglass goez across the bridge to the checkpoint. Shovelz go through the GP maze. One goez north to the island and waitz while the other goez to the checkpoint. When everyone is ready, have him step on the YTS and go back to the checkpoint. As soon as he can, send swordz to the lower left hand corner, step on the YTS there, and then all three head through the arrowz  to the landing in the next area, stepping on the BOTS to allow the RR to be trapped there for now.

SAVE.

All three must cross the toggle bridge. The timing sequence is similar to the Cha-Cha-Cha….two stepz forward and one step back….

Two Gruntz get the Gauntletz and one getz the Club.

SAVE.

Now they must all cross the second part of the bridge, which has slightly different timing.

Practice, Practice, Practice!

DO NOT STEP ON THE YTS which releasez the RR!

Send all three northward, across the bridge, to where the enemy Sword Gruntz are.  Avoid picking up that Bomb at this time!
They will not attack until you do, so position your Gruntz at the top and kill them one by one, getting the Zap Cola as needed.  It is best if you let the Club Grunt take any punishment from the ‘butter knivez’ those guyz carry.  ;^)  The next challenge is met far easier with two Gauntletz Gruntz.
Then, give the Grunt with the lowest health the Springz. Send him across the island and down to trigger the RW. Send a Gauntletz Grunt down across the bridge to wait. He enterz the RW, breakz rockz getz Coinz and Toobz and a new pair of Gauntletz and back.

Send both Gauntletz Gruntz to wait by the GPz. 

Give the Bomb to Springz and send him step on the YTS, and then to the left most pressure plate at the checkpoint and aim him at the tree next to the rock.

SAVE.

There should be a little bit of a delay, and then the RR will appear and roll over a Green Toggle Switch in its path, which lowerz the GPz.  IMMEDIATELY move Gauntletz #1 down to break the two rockz due south of the Arrow southwest of the Stairway, stepping on the BOTS.  Move Gauntletz #2 into the same area to break the rock due east of him, which containz a Bomb.  There are three wayz you can go from here … see whichever one workz fastest for you:

1) #2 pickz up the Bomb and headz for the northern Black Pyramid, while #1 breakz the Rock in the RR’z path (the middle rock).

2) #2 stepz on the Arrow (bypassing the Bomb for now) and breakz the rock in front of him, then returnz for the Bomb, and then to the BP,

3) neither Grunt breakz the rock containing the Bomb, and either Grunt breakz the middle rock (although #2 is in the best position to do so). 

Gauntletz #1 breakz the rock past the (lowered) BP and stepz on the BOTS revealed  there.
Gauntletz enterz the next area first and breakz the rock, revealing a Green Hold Switch.  Bomber movez to stand on that GHS, while Gauntletz movez to the right, breakz the last rock and standz on the GHS there so the RR can cross and be trapped.

SAVE. 

When the RR is safely trapped, (if you elected option #3, above) move both Gruntz back through the Arrowz to break the last rock and give the Bomb to the Grunt with the least health.

Bombz stepz to the open Tile west of the GTS. Aim him at the BOTS to the right, and send him on his way. (The Green Pyramidz will be lowered before he reaches them.)  Gauntletz IMMEDIATELY walkz alongside him stepping on the YTS to trap the RR.

SAVE.

Now Gauntletz walkz across the last crumble bridge as follows:

Dock-1: S, SE, SE, S, SW, SW, SW

1-2: NE, E, NE, N, NE, N, NE, E

2-3: S, SW, SW, S, SE

3-4: W, W, NW, SW, NW, NW, SW

4-5: E, NE, NE, SE, SE, SE, NE

5-Dock: just click on the destination dock … the Grunt knowz the way!
SAVE. That was the last bridge!

When the RR is in the middle, rolling northward, step off the dock with your destination immediately north of the YTS, then immediately step back onto the YTS to keep the RR trapped.

Go get the Toobz. Get the Beach Ball from the treez and put it in front of the GP. Then go get the Yo-yo and go through the checkpoint. Put the Yo-yo one space to the left of the YTS at the northern edge of the map (stepping on the YTS as you do so). Now go get the Jack-in-the-box and put it down next to the right-facing Arrow just north of the Stairway.

Walk over to the bomb grunt and get him to run to the yo-yo, then stand below him and get him to run to the jack-in-the-box. Now stand diagonally below him and get him to run to the upper of the two rockz near the checkpoint, which revealz a GTS.

Step on the GTS and then to the YTS where the RR is. Release the RR and go get the Beach Ball and wait on the GHS.

When the RR getz to the left pointing arrow, give the Beach Ball to the Sword grunt and

stand on the YHS until the GP is lowered, then step on the TWA to the northwest, stand on the YTS til the RR passes and follow it across the bridge. Make your way through the Arrowz to the GTS, then head north to the BOTS, and back again to the YTS, allowing the RR to pass through the area and up and across the spikez to trip the BOTS at the end.

Now go back to the landing, and down to where there is an Arrow pointing right.  That will trip the Red Warp. Enter the RW, get the Gauntletz and Coinz and the Warp letter “R” and Toobz and exit.

Go up the stairs to the Zap Cola, you will need full health to cross the Spikez. Get the GooberStraw.

SAVE.

Walk diagonally up and across the two spacez, then diagonally down and across the three spaces, then diagonally up and across the double space, diagonally up and out. You should have a thin red line of health left.  If you simply avoid getting into any fightz, the health you have is all the health you will need.  ;^)
Walk across the bridge and start sucking! Bake three new gruntz and send them to wait above the red goo puddlez to the left.

Suck all goo puddlez, you will need four healthy gruntz to move into the next area.

Kill the purple gruntz, one at a time, and when you have a grunt whose health movez into the red, send in a replacement. Bake new gruntz until you have four new onez. Send them to wait by the BW’z.


Now send the strawz and three other gruntz with low health to get the Bombz.

One by one they go through the BW’z. #1 to the upper left BW, #2 to the upper right BW, #3 to the lower right BW. Do not send a Grunt through the lower left BW until the one through the upper left has made his run!  Aim #1 at the rock in the lower right hand corner. Aim #2 at the lower left hand rock.  #3 landz below the raised BP. Move him immediately west of it, and aim him at the upper right hand rock. #4 goez through the last BW and aimz at the BOTS.

Walk all of your Gruntz down to the landing.

SAVE.

You are now entering the final phase of this level….almost done!

Send all four gruntz down across the bridgez to get the toobz. Send one back up to the pool at the top to wait by the tree at the right.

The other three go down to the wall at the bottom.

Toobz #1 walkz through the arrowz, down to the landing at the bottom, across the pool to get the Springz. He goez through the Tar Pit to step on the BTS and back again, across the Spikez and up to get the Bomb in front of the two enemy Sword Gruntz.

Then walk him down to the bottom of the steel pyramid wall and aim him at the tree to the left of the rock in the middle.

Toobz #2 walkz down, getz the Shovel, fillz in the holez, usez the Megaphone and getz the Spygear and goez to his checkpoint. Then he meetz Toobz #3 at the platform with the two Sword Gruntz.

SAVE.

While Spyglass heroically (and fatally) distractz the left Sword Grunt, Toobz goez and usez the Megaphone and exitz as quickly as possible.

SAVE.  (You don’t want to have to do that again, do you?)
Toobz walkz down to the lower pool and standz at the landing to the tarpit. Give him the Gunhat (remember the Megaphone in the TimeBomberz’ area?!?) and as the first bridge tile risez, have him step on it, and aim a ball at the enemy GooberStraw Grunt and then move back to solid ground again, until the GooberStraw is Goo. This allowz the Gauntletz to move over and start fighting with the other Grunt, stepping on the BHS there.

When this happenz, have GunHat make his way across the Tar Pit, and give him the Shovel from the GruntzMachine. He digz holez to reveal the Secret “?” Switch.

SAVE.

When he stepz on the “?” switch, move him back through the Tar Pit and across the bridge that appearz, and to a safe place.  At the same time, go to where Toobz #4 is waiting in the pool near the tree. A landing will appear. Give him the Gauntletz (from the GruntzMachine) and have him break the rockz to reveal the Coinz and Warp letter “P”, then back to the landing to wait for a bridge to appear. Walk back down to the fort. Shovel meetz him there.

Gauntletz breakz the two lower rockz. Shovel standz on the GHS. Gauntletz breakz the other rockz, crosses the bridge to break the rock below the GP row. Shovel goez to get the Warpstone, and standz on the GHS below the fort to allow Gauntletz to break the brickz. They switch placez so Warpstone can bring the warpstone to the KING!

Congratulations! You have a PERFECT! Score!

Time: approximately 80 minutes

Survivorz: 2

Deathz: 12

Toolz: 42of 42

Toyz” 4 of 4

PowerUpz: 1 of 1

Coinz: 20 of 20

Secretz: 5 of 5

