Knight’z Tour Walkthrough
Author: GooRoo GooRoo@marinersmvp.com or <edkivi@olywa.net>.

About: Knight’z Tour … the ideaz behind the title of this Custom Gruntz Level.

Gruntz: What you have to work with; what you may acquire.

Puzzle Concept: How the author thinks about the solution, suggesting what you should do.

Where to start: 

Making the King happy:

Secretz:  Where do you find them?

Acknowledgementz: All about the people who contributed to this Custom Level, either by examples, or actively; the people (giantz) upon whose shoulderz I stood while making this level.

About:
Knight’z: In Gruntz parlance, something belonging to a Knight. 

Tour:  A journey for business, pleasure, or education in which one returnz to the starting point.

Gruntz:
You begin the game with a Bare-handed Grunt.  Toolz and Toyz will be found under Rockz, and in Holez.  A Megaphone may be used to call to the GruntzMachine for Toolz and/or Toyz, as well.  Holez with dirt in them frequently turn into ordinary Tilez when you dig them up.  If not, you may find some sort of “goodie” in it. If it lookz like a Hole with dirt dumped into it … dig it up again!  There may be something worth your time in it.

Puzzle Concept:

You will need to find the Warpstone, collecting Coinz along the way.  Your Grunt will need the correct Tool for each area of the puzzle, to help you find other Toolz, Letterz and (of course) the Warpstone.  In this Custom Level, there are 64 mini-puzzlez, which correspond with the squarez on a chessboard.  You are observing the chessboard from the viewpoint at the right side of the ‘White’ player’z seat, where the chess clock is usually placed in a chess tournament.  The Level openz with the Knight (Bare-handed Grunt) being dumped unceremoniously on square a8 (White’s Queen Rook 8, in English Descriptive notation), which just happenz to be where the King’s Fortress is located.   During the course of this Level, your normal progression will be via Wormholez, because a Knight movez two squarez in a cardinal direction, then one square at a right angle to the original direction of travel.  There is no normal way to move from one square to an adjacent square; that can only be done when a Secret Switch is involved.
Where to start: 

1. a8-c7  Bare-handed Grunt has only one task to perform before leaving this square … activate that Black One-Time Switch (BOTS) before the Rolling Rock (RR) smashes against the Black Pyramid (BP)!  This puzzle is impossible to solve without that RR toggling a Red Toggle Switch (RTS), lowering and raising Red Pyramidz (RP).  Then just find the safest route to the Blue Wormhole (BW).
2. c7-a6  You find yourself dumped in the middle of a square filled with Alien Goo Geyserz (aka Lava Geyserz), Spikez … and four enemy Defender Gruntz armed with SpongeGunz!  Try not to step on any Spikez, if you can possibly avoid them!  (They will sap your health away.)  It is even more important that you avoid the Lava Geyserz (LG), because they will sap all of your health away instantly, and won’t even leave a puddle of Goo behind as evidence you ever existed!  There are five BOTS in this area, and you have to find a way to activate every one of them.In order to proceed on your quest, you are going to have to dispose of those four SpongeGunz Gruntz … with your two bare gooey hands.  There is one unoccupied BOTS in the central part of the square … start with that one.  Hint: start with the Grunt in the northwest corner, and move clockwise as you dispose of enemy Gruntz.  Have you ever heard of ‘Hit and Run’ tactics?  That is what you want to do here.  Pick a Grunt, and give ‘em the old ‘one-two’, then duck away.  When a Sponge headz your way, jump back in for a repeat of the ole one-two … for as long as it takes.  Repeat these tactics until all four of your enemies are quivering puddlez of Goo.  Then pick up that GooberStraw you see near the site of one of those SpongeGunz Gruntz, and “start suckin’”.  Once again, moving clockwise is suggested.  That will place you near a Blue Toggle Switch (BTS) and a Purple Multi-Grunt Switch (PMGS).  Your servicez will be required there in the future, but otherwise you just get a pat on the back and a comment of “well done!”  All that work, and only 1 Coin for your pay!
3. a6-b8  There should be a freshly-baked Grunt in the oven.  Find a Grunt Creation Point (GCP) near two enemy BrickLayer Gruntz busily laying Brickz on a big “3” (or maybe they are on break … union workers, I suppose).  Drop your new Grunt on the bullseye and survey your surroundingz.  You see a Giant Rock, a bunch of Rock Crystalz, the two enemy BrickLayerz, an Observatory, a Red Pyramid (RP) periodically raising and lowering … and a MegaPhone!  Use the ‘Quicksand approach’ (carefully feel you way around the area … don’t just jump in with both feet!), to see what you can do (and what those enemy Gruntz will object to you doing).  Your best bet seems to be to get that MegaPhone and use it to call for help.  Using whatever meanz you have at your disposal, get your gooey handz on that MegaPhone and use it … to call for a pair of Gauntletz.  Now, what is there that you can break?  Well?  Go break thingz!  When everything has been broken, some thingz are revealed; 3 Coinz, a Shovel, and a BW (surprise!) … anything else?  If there is nothing else you can break, you may as well pick up that Shovel and take another trip through a Wormhole.
4. b8-d7  It looks like you are going to need that Shovel!  You find yourself in a BrickYard … but with three Holez preventing you from breaking any Brickz!  It is a good thing you picked up that Shovel, because the Gauntletz would be useless here.  Fill in those Holez!  Great!  Now you have the freedom of moving … in four Tilez.  Dig up those Holez!  (Didn’t I tell you that the Shovelz in this Level are Magic?  Sometimes you shovel into Holez something other than mere dirt.  See what turnz up. (Grin)  After you put your back into it, you find yourself surrounded by: a pair of Gauntletz; a SpyGlass; and Roidz!  Suggestion: pick thingz up in this order: SpyGlass (use it once); Gauntletz; Roidz.  The type of the nearest nine Brickz are revealed to you, if you use the SpyGlass correctly.  That givez you a path of five Brickz it is safe (and possible) to break.  Speaking of ‘safe’ … have you SAVEd recently?  You are able to see a BTS, a Coin and (surprise! Again), a BW.  All you need to do is find the safe pathz to those objectz.
5. d7-c5  Clearing the way to the BW cost you your Gauntletz; you are once again Bare-handed.  Do you think those Springz would be of some use to you?  Well, go get them!  Wimp!  Are you going to let a little thing like sore feet keep you from completing your quest?  Hop to it! (grin)  But think ‘safe’ and ‘SAVE’. Especially if you are novice in the use of Springz.  Get the Coin, and go through (what else?) another Wormhole.
6. c5-a4  Ouch!  Landed on something sharp, did we?  Another MegaPhone, it seems, so you use it to call for … a Yo-Yo?!?  What’s that mumbling just north of you?  “I’m really going to light this thing.”  Great!  One of those wack-o Suicide Bomb Gruntz!  Steer clear of him, and get to the Wormhole that will take you out of this place.  You say you can’t get to the Wormhole?  There are Rock Crystalz surrounding it?  And instead of a pair of Gauntletz, or a pouch full of TimeBombz, they send you a stupid Yo-Yo!  What can you do with a Yo-Yo?  You want to give it to the wack-o?  He may be in too much of a hurry to stop and take your stupid Toy, but it’s your funeral.  What else do you see around here that you can reach?  There is a BTS on the opposite side of the square … with the wack-o between you and it.  Maybe you can tease the wack-o into helping you out … literally.  Oh, and get rid of that stupid Yo-Yo!
7. a4-b2  Hey, wait!  I’m not ready for this.  Stupid Springz!  How can anyone get through this Silver Pyramidz (SP) maze with these thingz on?  Well, why didn’t you ditch them, if you are so slow when you are using them?  (Déjà vu … want to go back to move 6 and do thingz a bit differently?)  It is tough timing, but without those Springz slowing you down, it is possible to get to the Wormhole before one of those SPz comez up under you.
8. b2-d1  Four Gruntz carrying great big butter knivez!  This doesn’t look good!  What do you see that you may be able to make use of to solve this little problem?  Ah!  A pair of Gauntletz on the stairway at the south central part of this square … that is a lot better than bare handz!  Still, “this’ll be tough!”  You see a CheckPointSwitch that callz for a Grunt carrying a Beach Ball.  Now where are you going to find a Beach Ball around here … there are no beaches in Space!?!  Be a sport … instead of just defeating four Sword Gruntz with your puny set of Gauntletz, why don’t you go for saving all their Goo for the Goo Well?  (Yeah, sure!  Somehow whack four Gruntz four timez each without being whacked twice.  Not asking for much here, are we?)  With all of those Rock Crystalz between you and the Sword Gruntz, no one is going to be able to whack anyone!  Better clear the battle field, so the action can begin.  From where you are (on the stairway where you picked up the Gauntletz), start numbering Rock Crystalz from your left to your right, then continue counter-clockwise, so that they are numbered from 1 through 16.  There are five Rock Crystalz you should break in this order for best resultz … the rest of them depend on what happenz after you break the fifth Rock Crystal.  Break 1, 5, 12, 13 and 16; then break one of 9, 8 or 4.  You’re on your own from here!  When the battle is over, you should have 100% health … and a GooberStraw.  Now, clean up that mess you helped to make!  I want to see that square spic and span before you leave, soldier!  And raise the CheckPointFlag, please.
9. d1-c3  This doesn’t look too tough!  Go down and pick up that Coin, and in the process activate the BTS and raise the bridge to the island with the Wormhole.  What!?!  Not all of the bridge was raised?  You must have missed something somewhere!  Is there a BTS that may raise the rest of the bridge?  Isn’t there another Grunt standing near a couple of Switchez?   “Hey, Rube!  A little help here?”  That did the trick … clear sailing to the Wormhole.
10. c3-a2 You can take a chance, running around the maze with the Red Pyramidz raising and lowering, or you can go activate the BOTS just to the east (recommended).  Better press on to the next BOTS.  Oops!  There goes an easy retreat back towardz the west.  On to the Yellow Toggle Switch (YTS) … wonder what that does?  Ah!  The RPz aren’t raising and lowering any where near as quickly.  There might be enough time to go get that Coin.  Isn’t it for situationz like this that the SAVE facility comez in handy?  (You have been SAVEing regularly, haven’t you?)  After successfully picking up the Coin, you remember that your goal is to get to the Wormhole, so you can continue your quest.
11. a2-c1 “What is the deal with all these Arrowz?”  (And Switchez!)  All you need to do here, is to flip the two-way Arrowz to create a path to the YTS containing the Shovel, and from there, make a path to the vicinity of the Wormhole.  Then go through the Wormhole.  “I ain’t going there!”  That’s mutiny, soldier!  Oh!  You’re not refusing … it is just not possible to go through the Wormhole.  It’s blocked with something!  Use your wits, soldier!  Find a way to un-block it!  Dig deep, and you may find the answer.
12. c1-d3 Looking around after your full-gainer landing, you see that someone really has it in for you.  Holez!  Lotz and lotz of Holez.  You just know that it is up to you to police up this area, too.  There is a Grunt in the corner, and he doesn’t appear to be too pleased with being trapped in the corner, surrounded by Holez.  Should you set him free?  You may earn his undying gratitude!  (He may offer to use that Shovel to fill in those nasty Holez for you, in payment for his freedom.)  What happened when you set him free?  He started whomping on you?!?  What gratitude!  See if you do that again for one of these disGruntled Gruntz!  You had better do the Shovel work yourself, and keep anything you find.  Switchez!  Twenty (or so) Holez, and three lousy Coinz and four Switchez revealed.  Isn’t that less than minimum wage?  What do those Switchez control, anyway?  Ah, bridge stepping stonez in what may well be the next square you are to visit.  It’s a cinch that the Wormhole isn’t going to deposit you on the Landing Area where that Coin is spinning around.  Before you go through that Wormhole, it would be wise to SAVE, and experiment with where you are going to be deposited by the Wormhole, and what you need to do to get to the Wormhole on the island.  Then (caution: Star Trek:TNG terminology ahead) “make it so!”
13. d3-f2 Half way is good, isn’t it?  Not good enough, you say?  It appearz you need a bit of assistance, to make it all the way to the exit Wormhole.  Now where could you find such assistance?  How about that enemy Grunt stuck in the corner?  Back to move 12, and square c1.  Try something different.
14. f2-h1 “G”ee, I wonder what needz to be done here?  More Holez to be filled-in and dug up.  “Hey!  Watch it, with those Spongez.  Pushy, pushy.”  Bad enough you have to do all that Shovel work, you have a disGruntled taking pot shotz at you with those pesky Spongez.  What have we here?  A scroll!  Another scroll!  A Purple Multi-Grunt Switch with a Tool on it!  Another Purple Multi-Grunt Switch with a Tool on it!  So what do you do with that Beach Ball?  Set it down somewhere out of the way … maybe cover up one of those unsightly Goo Puddlez.  Can you read ancient Grunt?  You can!?!  Great!  What does it say?  “Give ‘en health!”?  Give who health?  Must be the wrong scroll.  Read the other one (first!).  Wow!  Now you’re a gang leader!  But if you don’t get those resurrected Gruntz to safety, they are going to go right back to being Goo Puddlez.  Now you can use that other scroll.  I bet they appreciated that!  Four new Gruntz, one carrying a Beach Ball and the other three bare-handed.  Two Toolz, though, so you should hand them out.
Decisions, decisions!  Who do you send through that Blue Wormhole?  You know it can only  be used once, so choose wisely.  What do you see down there?  A Coin, a Blue Wormhole, and two Goo Puddlez.  At your command you have: a Shovel (yourself), a SpongeGunz Grunt, a GooberStraw Grunt, a bare-handed Grunt carrying a Beach Ball (Grumley!  Quit bouncing that Beach Ball!) and a bare-handed Grunt.  Anyone of you can pick up the Coin, but only one can do anything about those Goo Puddlez; “GooberStraw!  Through the Wormhole!  On the double!”  What’s this?  Another Blue Wormhole!  “SpongeGunz!  Through the Wormhole!  On the double!”  What’s this?  Another(!) Blue Wormhole!  “Grumley!  Through the Wormhole!  On the double!  (Note: you may want to give SpongeGunz the go-ahead to extract a bit of revenge on that enemy SpongeGunz Grunt that has been taking pot shotz at you (and your team memberz) … but don’t turn anyone into Goo Puddlez until you are sure that is the best use for them.)
15. h1-g3 GooberStraw goes via the southernmost crumbling bridge stepping stone to the bridge Tile that is solid, and suckz up the two Goo Puddlez, then goez through the Wormhole.  (He may pocket the Coin on the way … but he better not return to get it if he went straight to the solid bridge stone!)  Once through the Wormhole, he movez away to a position of safety.  SpongeGunz pickz up the Coin (if it is still there), and may use either of the two remaining crumbling bridge stepping stonez on his way to the Wormhole.  Once through the Wormhole, he movez away to a position of safety.  Grumley pickz up the Coin (if it is still there) because there won’t be another chance to get it.  He usez the last crumbling bridge stepping stone to get to the Wormhole.
16. g3-e2 As the only Grunt on g3 without a Tool, he goez to get the Gauntletz, then goez through the next Wormhole.  Amazingly, the Blue Wormhole re-appearz after a short period of time.  Who will go through next?  There is a Goo Puddle right here on g3, so don’t be hasty in sending GooberStraw through.  Trying to suck up the Goo Puddle, he comez under fire from (three) enemy SpongeGunz Gruntz.  How to suck up the Goo under these conditionz?  (Hey!  This is a walkthrough, not a step-by-step ‘cookbook’ of how to solve this Gruntz puzzle … some thingz you have to learn to do for yourself!)  By the way, when Grumley got the Gauntletz, he also lowered the Orange Pyramidz (OP), to allow someone to get the Coin, and to stand on the Purple Multi-Grunt Switch (PMGS).  (There are lots of PMGSz in this Custom Level!)
17. e2-g1 Gauntletz breakz a Giant Rock, and standz back to watch the fun.  When he can, he smashes a Brick.  (Smashing the correct Brick may speed thingz up a bit. ;^)  He pickz up anything revealed.  A wise Grumley will set the Beach Ball down before he goes through a Wormhole.  Just a precaution, you understand … that Beach Ball may be very important later in the puzzle.  (He saw another Blue Wormhole appear at the same place he left his buddies, so he knowz someone else will be coming through behind him.)  GooberStraw comez through the Wormhole and spotz the Beach Ball in its box, and goez to pick it up.  Then he noticez a Goo Puddle, and goez to work on it.  Then through the Wormhole.
18. g1-h3 TimeBombz (he exchanged his Gauntletz for a new Tool … the Gauntletz were almost shot, anyway) seez that there isn’t a lot of room to work here, so is careful about where he setz a Bomb, in order to free himself of this (temporary) prison.  “Free!  Oh, what the heck.  I’ll just blow everything up!”  So he doez!  Pocketz the Coin, activates the BOTS, and doez a half-gainer through the Wormhole.  “Geronimo!”  GooberStraw lookz around, and seez that Grumley has already left the area.  Seeing no Wormhole, he realizez that his job must be to stand on the PMGS in the center of the area.  So he doez what is expected of him.
19. h3-f4 “This place is certainly cluttered!  How about a ‘little touch-up’ with one of my boom sticks?  Explosive!  This place was booby-trapped to the hilt!”  All of those Arrowz still leave it looking cluttered, but it is a lot better than it was.  “Hah!  I could get past this in my sleep!”  So he doez.  Grumley wakez up when he comez to a stop standing on a YTS, lookz around, and stepz out to get the Coin, and then go through (yet) another Wormhole.
20. f4-h5 Grumley hitz the ground running (good thing he doez, because he findz himself under fire from a couple of enemy SpongeGunnerz).  “What can I blow up?” he sayz to himself.  Finding a suitable object, he movez along to make some loud noisez.  Having made a clear path to an Orange Up/Down Switch (OUDS), he activatez it and sayz to himself “What’z another Bomb more or less?  I’ll just finish the job.”  (Grumley isn’t so dumb after all … he just lovez his Beach Ball!)  He pickz up another Coin, and a SpongeGun on his way fleeing from his latest explosion.  And he immediately comez under fire (again!) from the enemy SpongeGunz Gruntz.  “Hey!  I can push back, too, you know.  Here’z a little present for you, Grunt.”  He hearz a ‘click’, as the enemy Grunt is pushed onto a BTS, and seez that a toggling bridge stepping stone has just changed statez.  “Neat!”  So he movez on down the line and shootz a Sponge at one of the other Gruntz.  ‘Click’ … another bridge stepping stone changez statez.  “What about the third Grunt?  What doez his Switch control?”  ‘Click’ … the bridge path is nearly complete.  “Neat!  I bet that will come in handy later!”  There must be another Switch somewhere that will complete the bridge.  “Hey, Grimley!  Shoot that guy onto that Blue Switch for me, will you?”  From g3, Grimley popz the enemy SpongeGunz Grunt furthest from Grumley, pushing him onto the Blue Toggle Switch.  “The bridge is complete!”
21. h5-f6 Grumley completez his half gainer and pickz up a pair of Gravity Bootz.  “These better be my size!”  Those Bootz may be “protection”, but they won’t keep Lava away, so be careful.  Pick up a Coin (quickly! That Bridge Stone is none too sturdy!)  Then make your way to the Blue Wormhole.
22. f6-e4 Hey!  Watch where you’re throwing that thing!  Thank you, puzzle designer, for providing me with these Gravity Bootz.  Think I’ll go drop-kick that Boomerang thrower into Goo before that bent piece of wood turnz me into Goo.  One lousy Coin to pay me for that hassle … cheapskate designer!  Maybe that Go-Kart will come in handy.  “Gee!  It’s an automatic”  (Grumley preferz standard shift.)  Once more into the Wormhole.
23. e4-g5 “Wow!  That was a trip!”  Aw, now I’m stuck.  Who put these Black Pyramidz here, anyway?  It lookz like it is time to call for reinforcementz.  Would you give me a little help here?  A buddy on that GruntCreationPoint would sure be nice!  Maybe he can do something to get me outta here.  Hmmmm!  He’z stuck inside Black Pyramidz himself.  That’z not much help!  Come on!  Get us outta here, will ya?  Grumley and Gromley need someone to step on a BOTS to lower these Black Pyramidz.  Do you have anyone who can help?  No?  Then it must be time to add another Grunt into the game.  But where will another Grunt be most helpful?  (Obviously, somewhere where there is a BOTS that needz to be trod upon.  Do you see any candidate GruntCreationPointz near a BOTS?  Well, what are you waiting for … drop a baked Grunt onto the target!  You say Purple Pyramidz are hemming him in?  Find a way to lower them!)  Once that Grunt can move, he makez trackz for the BOTS.  “Hey!  What’s with the big Sword?  I ain’t goin’ there!”  Somehow he findz a way to get that BOTS activated.  Gromley putz his big ‘pooper-scooper’ to work, as best he can.
24. g5-h7 Shovel (Gromley) seez that there is not much he can do here: step on a BOTS; pick up a Coin; use a MegaPhone to call for … Gauntletz.  There’z not a Rock in sight!  Why did the dumb designer call for Gauntletz here?  The only other thing is that Blue Wormhole.  Meanwhile, back at the ranch (er, e4), Grumley realizez he is now free, and headz for the only thing promising … the Blue Wormhole.  (Thankz, Gromley, for filling in those Holez for me.)
25. h7-f8 Ow!  Spikez!  Gromley complains about having nowhere to go, if he stepz off the Red Toggle Switch.  I sure wish I had some Gravity Bootz.  (Maybe Grumley should go first through that Wormhole on e4. ;^) )  After re-loading from your last SAVE, and re-playing to this point, you send Grumley through the Wormhole first.  Much better!  Grumley pickz his time, and scootz past the Green Pyramid and pickz up the Coin somebody lost.  Then he meanderz over toward the Green/Red/Black Pyramidz and waitz for his chance.  Zip!  To the safety of the YTS, and then to step on the BOTS.  Wow!  Those Red Pyramidz have picked up speed.  It might be a good idea to step on that YTS again to see if they can be slowed down.   Ah!  Much better.  Now Gromley can have a safe place to stand, in order to fill in all those messy Holez someone dug in this place.  Gromley digz up two more Coinz, Roidz and “a can of Zap Cola!”.  Grumley is in more need of refreshment than Gromley, so he gulpz it down.
26. f8-e6 Grumley landz and findz himself under attack from a couple of smart-alecky SpongeGun Gruntz in an adjacent square.  Not nice!  I have nowhere to run and hide from those guys!  Re-load, and re-play from the last SAVE, this time sending Gromley through the Wormhole first.  Gromley takez a couple spongez, then setting to work with that big ‘pooper scooper’, creating a place where he can dodge the enemy missilez.  Now free from further assault, he fillz in the rest of the Holez.  This place still looks messy!  So he digz them up and triez again.  Much better!  (Gromley is a “Felix Unger” type … a neatness freak.)  Now Grumley can come through the Wormhole and clear away the Rock Crystalz which have them trapped.  “Hate mail?  To me?  I didn’t say it was going to be easy, did I?)  Having avoided the booby-trapped Rock Crystalz, Grumley makez a bee-line for the Squeak Toy, lookz at the two enemy Sword Gruntz between Gromley and himself and the two Wormholez and sayz “Yeah, sure … this is supposed to keep them occupied so we can get out?  Give me a break!”  Grumley setz the weak (er, Squeak) Toy down in the rut that the Sword Grunt has worn around the Rock Crystal, and when the enemy Grunt reversez his path, breakz the Rock Crystal … and runz.  (Good thing he did … another booby-trap!)  Not even a glob of Goo left of the Sword Grunt, but the Toy survived, so Grumley pickz it up (again).  He notez that there is a bottle of Zap Cola nearby, and decidez he can come back later, in case he needz some refreshment.  Besidez, there is another bottle of Zap Cola on the other side of the barrier, where the other Sword Grunt is pacing.  And there is another Rock Crystal which he is just dying to break, so he headz back that way.  In the meantime, Gromley has traded his Shovel for a GooberStraw uncovered when the first set of booby-trapped Rock Crystalz was cleared away.  There are Goo Puddlez on each side.  “I’m not going there” he says, watching the Sword Grunt do his thing.  “It’s much safer over there, where Grumley has cleared away the opposition”.  Grumley wantz to break that Rock Crystal so bad, but the Sword Grunt doesn’t appear to be of a mind to let him just waltz in and break what he is guarding so closely.  So Grumley tries some ‘hit and run’ tacticz (dirty tacticz too … hitting the guy when his back is turned); so he clobberz the guy, and runz back toward where he and Gromley entered this square.  He notez with satisfaction that the Sword Grunt is more interested in guarding that Rock Crystal than he is in using that ‘butter knife’ on Grumley.  So Grumley repeatz the process.  After the Sword Grunt is a quivering deep pink puddle of Goo, he breakz the Rock Crystal to reveal … “Oh man! A keg of Zap Cola!”  He and Gromley refresh themselves as necessary, and Gromley suckz up all of the Goo Puddlez in sight.  Each goez to the Blue Wormhole, exchanging their Toolz for SpongeGunz.
27. e6-g7 “Hey! There are three CheckPointSwitchez here, but only the two of us.  How are we supposed to get through this?” Grumley sayz.  They call for another ‘warm body’, but he landz in an area where he is trapped.  Any fool can see that stepping on any of the Arrowz either leadz Gramley right back where he is, or (worse!) to be squished against Rockz.  So they put their headz together (do Gruntz really have headz?) and determine that if Grumley shootz at this Arrow, and Gromley shootz at that Arrow, while Gramley stepz onto the first Arrow, he will be pushed to the Tile containing a pair of Gauntletz.  They practice their timing a few timez, and then try it for real.  Success!  Gramley now has the Gauntletz, and can easily walk out on the (correct) set of Arrowz.  Grumley sayz “I don’t like the way the guyz over there, and this guy over here are being so protective of thingz.  What say we pop ‘em a couple timez and see what happenz?”  Gromley aimz at a place where a Club Grunt is going to be, and letz fly with a sponge.  Bullseye!  “Wow! Those two guyz aren’t very friendly, are they?  (As the Grunt hit by the sponge is set upon by the other Grunt.  The combination of standing on Spikez, and being pummeled by that big, ugly Club provez extremely hazardous to the Grunt’z health.)  Grumley triez his hand with the Sword Grunt, aiming where he thinkz the Grunt is going to be.  “Ow! Spikez!  These hurt.”  But the Sword Grunt is no dummy, and he has a single-minded task of guarding … a Hole in the ground!  So he jumpz off the Spikez and resumez his pacing.  “Well, if once has that effect, I’ll just give him another little ‘push’”, Grumley sayz.  After a few successes, there is another deep pink Goo Puddle where the Sword Grunt once was.
28. g7-e8 “Hey, gimme some room to work here”, Gramley sayz.  And he breakz a Rock Crystal that was hemming them in.  “Booby trap!  Lemme outta here!” as Gramley scramblez to a safe place.  “Oops.  Too bad.  Two Gruntz within range of the booby-trap, and only time to save one.”  Back to the last SAVE, and re-play forward (again!)  Do you get the idea that it is a good idea to SAVE frequently when playing this puzzle?  You especially want to SAVE before going through a Wormhole, because you never know what awaitz you on the other end.  Gramley enterz the Wormhole first, and Grumley and Gromley give him time to clear away the obstaclez, then go through the Wormhole (one at a time) to join him.  They find that Gramley has been busy, and cleared away another booby-trap, revealing a Coin (he tellz them) and a MegaPhone that he used to call for “A shovel?”.  Grumley and Gromley are incredulous.  “There isn’t a Hole anywhere in sight!  Why would you call for a Shovel?”  Gramley shrugz “I thought it was a good idea, at the time”.  The two Spongegun toterz spy an enemy Grunt lounging on a Toob in an adjacent square, and decide to get rid of him before he can become a problem.  Gramley observez that the Grunt is a thief, and sayz “maybe we can steal the Toob back from him, if we don’t turn him into Goo while he is in the water”.  “Okay”, they agree … but we’re not going to leave him too healthy … and they proceed to lob spongez at the Grunt.
29. e8-d6 Eventually, you will learn that it is a good idea to SAVE before going through a Wormhole, won’t you?  Gramley is pounded into Goo by five volleyz of spongez from the four SpongeGun Gruntz he meetz at the other end of the Wormhole.  (Better send either Grumley or Gromley through first, the next time.  At least they can shoot back!)  There are eight Black Pyramidz in this square, and (guess what?) eight BOTSz controlling them.  Your task is to activate all eight of those BOTSz, in order to be able to get to the Wormhole.  If you are very adept a shooting and dodging, you should only be hit by four spongez … all at the same time, as you enter the square.  The first Spongegun Grunt into this square must not turn any of the opposing Gruntz into Goo.  (But feel free to severely reduce their health level … it will pay off, in the long run.)  After one Spongegun Grunt has opened up the area so that he (and otherz) can get to the Wormhole, Gauntletz should be the next Grunt through.  Do not send the other Spongegun Grunt through until the other two Gruntz have done everything they can do with the Toolz they have when they enter.  (One Grunt will exchange one Tool for another.)  Depending on which Wormhole in the next square that you send the Gruntz through, two of the Spongegun Gruntz may be turned into Goo when the second Spongegun Grunt passez through this square.
30. d6-b5 There will be two (or possibly three) Club Gruntz awaiting you.  Spongegun pushes them (repeatedly) onto Spikez until they have all returned to the Goo they were made from.  Gauntletz then breakz thingz, and exitz through one of the Blue Wormholez.  One Spongegun Grunt will get the Shovel, and the other Spongegun Grunt will take whatever Tool Shovel digz up. ;^)
31. b5-d4 This should be a very easy square to solve.  All that should be required is that certain Pyramidz are lowered.  It is a bit more of a challenge if you have (somehow) gotten this far without lowering the Pyramidz.  (You have to go through the toggling Pyramidz … which are controlled by very different methodz.)
32. d4-f3 Half way! (It tellz you in the big “32” in this square.)  “Piece of cake! Ow!  It burnz, it burnz.”  Not all that easy, is it?  Just stay away from the Lava Geyserz, and you will be all right.  There are three different Blue Wormholez in this square … who goez through which one?  (It really doesn’t matter who, what matterz is ‘in which order’.)
33. f3-e1 Everybody has some work to do: suck Goo, Break Rock, Dig up Holez.  Then there’z this little matter of a three-part CheckPointSwitch to satisfy. ;^)
34. e1-g2 If Shovel is not the first Grunt to arrive here … back to your latest SAVE!  There are a lot of Holez here, and you just know the puzzle designer put that Rolling Rock there for a reason … something other than to make noise as it bouncez between an Arrow and a Two-Way Arrow pointing the opposite direction!  Better figure out what the designer expectz you to do … and do it!  The first order of business should be to make the area safe.  That meanz … fill up those nasty Holez, so noone can fall into them.  Be tidy about it … don’t leave anything looking like a Hole, when you are done … if you can possibly help it.  There must be a Switch around here somewhere that will release that Rolling Rock.  Once it is released, where will it go?  Smash against the Grey Pyramidz, that’z where it will go!  Not much help, there!  One of those two Holez must contain an Arrow, to cause the Rock to roll towardz the east.  Which one will do the job for you?  (You are going to have several of these decisionz to make, and making the wrong one could make it impossible to solve this sub-puzzle.  What to do?  SAVE!  Frequently … like whenever you are sure you have made the correct choice.  If you know that you have made the wrong choice, go back to your last successful SAVE.  Repeat dosage, as often as necessary.  But you will have to go fill in those Holez on the wrong side of the Two-Way Arrow.  Yeah, you could fill them in all right, but how are you going to get back out?  There must be a reason for that GruntCreationPad … ya think?  Have a newly-baked Grunt enter the game there so he can step on that Yellow Hold Switch and let you out.  Watch out!  The Rolling Rock was released … it’s going to … too late.  Gee, he could have been a good friend, giving himself up like that so I could get out.  Want to try again?  This time, move your buddy out of harm’z way, then back onto the YHS to let you out when it is safe for him, as well.  “What’z that?  You say the RR went the wrong way, and smashed itself to piecez without triggering the Black One-Time Switch?”  Well, it seemz your buddy has a bit more work to do … “on, no off, no on … c’mon, make up your mind … which way do you want it?”  With practice, you keep both Gruntz safe, while directing the RR to travel over the BOTS, lowering the Black Pyramidz that were blocking the way to the exit Wormhole.
35. g2-e3 Hmmm?  It lookz like that Shovel is going to have to be put to good use again.  You could just step on the Arrow, and bypass filling in that Hole, or stepping on either of those Yellow Toggle Switchez … but you could be missing something!  Why don’t you set that Squeak Toy down and that Yellow Toggle Switch.  Aren’t you tired of lugging the thing around, anyway?  After you ‘put your back into it’, you uncover … a Secret Switch!  “I wonder what that does?”  There is really only one to find out … step on it!  (It might be a good idea to SAVE first.)  “Look at that!  A stairway … and it appearz there is a Hole over in the corner that no one has taken care of.  Police up the area, Grunt!  You fill it in, and (remembering the Magic in that Shovel) you dig it up again to reveal … a Coin!  You pick it up, and discover that the stairway leading back into the square the Wormhole dropped you into is now closed.  Too bad … it lookz like the King isn’t going to be able to receive the Warpstone.  Go back and try again.  Perhapz your buddy, GooberStraw, got tired of lugging his Toy around too, because he set it down next to the Hole containing the Coin.  This time, while you are recovering your strength after filling in the Hole, and before you dig it up again, you decide to pick up the new Toy.  Oh, and you also decide to let GooberStraw pick up the Coin, so you don’t miss your ‘ride’ back into your own square.  Down the stairway, and into the Wormhole, just before the Rolling Rock arrivez that could have squished you!
36. e3-f1 It is a good thing that you were the first one through that Wormhole that you found on square f3!  There really wasn’t a lot of room to maneuver in here until you (Shovel) satisfied that CheckPointSwitch.  Now, at least you have the choice of remaining where you are, or moving to stand on one of the lowered CheckPoint Pyramidz, or … pick up the Boxing Glovez.  If you are playing in ‘Easy’ mode, you should step aside, so that when the Bare-handed Grunt that was inserted into the game in square e1 arrivez, he doesn’t squish you.  He will pick up the Boxing Glovez, leaving you with the Shovel.  Find a place against the wall, and ‘invite’ the enemy Boxer to do his best … while you do your worst, and turn him into Goo.  Your buddy with the Boxing Glovez goez into the Blue Wormhole, lowering the Black Pyramidz for you.  Otherwise, you should pick up the Boxing Glovez and go beat some sense into that disgruntled Boxer … like ‘to the moon, Alice’ (er, wrong show … that was “The Honeymooners”) … into the Wormhole with him.  ‘Encouraging’ him to enter the Wormhole might take a little diversion … do you have a Toy you can give him?  If you can give it to him in the correct place, you can ‘sucker punch’ him into the Wormhole.  As he goez into the Wormhole, he triggerz the Black One-Time Switch, lowering the Black Pyramidz blocking the way into the exit Wormhole.  Going into your tumbling routine, you do a back flip into the Wormhole.  (Gauntletz and GooberStraw will be coming after you shortly … now that you found the Black One-Time Switch that lowered the Black Pyramidz ‘way back in square f3.)  Gauntletz will break a Rock, cleaning up the place a little, and GooberStraw will (best better not repeat what GooberStraw doez with that Tool).
37. f1-h2 Better be careful around here.  Not that there are any disGruntledz around wishing you harm … it’s just that the place is in a bit of disrepair.  Someone really should have patched up those big Holez … all of them too big for a Shovel to be able to handle, even if you still had it!  All you can see (after pocketing the Coin) are three Purple Multi-Grunt Switchez in the area.  You pick one out for yourself, and waith for Gauntletz and GooberStraw.  Gauntletz seez that there is a Rock … “C’mon, gimme something to break!” … so now he’z happy.  GooberStraw doesn’t see any Goo Puddlez, so he just takez a place on a PMGS and waitz.  Gauntletz exclaimz “A Switch!  A Switch with a question mark on it.  I wonder what that doez?”  So he stepz on it and findz out.  He seez a stairway appear on the eastern edge of his square, which allowz Shovel (Grunt #2) to enter and head for the one repairable Hole in this square.  But in order to get whatever is in it, Gauntletz needz to make trackz for that final PMGS, to lower the Purple Pyramidz so that Shovel can get whatever the digz up.  Shovel collectz the item, and headz back into his own square.  Who knowz, there may be more for him to do there?
38. h2-g4 A Coin!  Ooops … something is happening with those Silver Pyramidz.  Better get out of here!  (If you stick around, how will you be able to activate the Silver Timer Switch that started all of this happening?)  When you finally have time to breathe, you find that you are now the proud possessor of “A great big pooper-scooper” … again!(?))  Hint: if the Grunt that pickz up the Shovel previously had either Gauntletz or a GooberStraw … go back to your last SAVE, and re-play forward.
39. g4-e5 A pool … but I can’t swim!  I certainly appreciate the effortz of everyone who made sure that the Bridge here is complete all the way to the island!  But that Grunt with the Toob with the big duck head on it doesn’t appear to be the friendly sort, to just let me by.  If he provez belligerent, I’ll just give him the old one-two-three-four with this Shovel, so that GooberStraw has some more clean-up work to do.  “Wow! A bottle of Zap Cola! Do I really need it, or should I leave it for one of my buddies?”  GooberStraw enterz and doez his thing (well, you know what GooberStraw doez), and Gauntletz is close behind.  Conference time: “Who goez first through the Wormhole?  Who standz on the Green Hold Switch?  Who getz the Zap Cola?”  (Maybe you should SAVE before proceeding?)
40. e5-c6 Gauntletz arrivez, lookz around, and sayz “I think Shovel should have come through first.”  Well, as long as I am here, I’ll go break something.  GooberStraw comez through next, and sayz “I think we made the wrong decision … Shovel should be here before me.”  (Back to the last SAVE.)  Shovel comez through the Wormhole, assesses the layour, and determinez that “this place needz a little touch-up” … and proceedz to put that pooper-scooper to work, tidying up the area, and making it safer for his buddies to move around.  “What’z this?  A Green Toggle Switch!”  Stepping on it, he seez that the Green Pyramidz that surrounded the exit Wormhole have been lowered.  “That’s a good thing”, he remarkz.  As he approaches the disgruntled bearing giftz, he realizez that he should have picked up the Monster Wheel so he could place it between himself and the Toyer Grunt.  When the string breakz, he whackz the Toyer with his Shovel.  When there is a grey puddle of Goo quivering on the ground, he thinkz to himself  “It would have been a whole lot easier to have given him the Monster Wheel, so he would have taken a bit of a hit to his health from the Spikez”.  “Geronimo!”
41. c6-a7 “I guess I’m going to have to step on that Silver Timer Switch sometime” … so he doez, and stepz back to watch what happenz.  Satisfied that he knowz what to do, he stepz on it again, and followz the lowering Silver Pyramidz to the Wormhole at the other end.  Just as he enterz the Wormhole he sayz “I should have left instructionz for the otherz”.  Too late, he’z gone.  Gauntletz and GooberStraw will have to work it out for themselvez.
42. a7-c8 “Oh, great!  Eight Holez to fill, and no place to stand without puncturing my feet on Spikez!”  Gritting his teeth, he setz to his task, creating a safe place to stand.  “Maybe I should have had that Zap Cola after all”, as he turnz into Goo on the Spikez.  (I hope you don’t have to go back too far, to give Shovel enough health to be able to complete his task in this square. ;^)  Massaging his Gooey feet (Gruntz don’t have blood), he startz in again with the Shovel, amking the area safe.  Once it is safe, he startz back in, to see if there is anything good in those Holez … some Zap Cola would sure be nice!  When Gauntletz arrivez, he rejoicez at having something to break, but takez a quick step back when he hearz the ticking noise.  “Okay, what’z the plan this time?  Who goez first?  Who goez next? And who stayz behind to stand on that Green Hold Switch?”
43. c8-e7 “Well, it appearz that the most important question of the three was ‘Who goez next?’”, since there is soon a puddle of Goo waiting to be sucked up.  (You really shouldn’t need any more Goo, but neatness is a virtue … why leave messy Goo Puddlez behind, when you can clean up those little messez?)  As is usually the case, it would be better for the Grunt with the strongest Tool to arrive here first (Shovel), then GooberStraw … which leavez Gauntletz standing on the Green Hold Switch.  The Grunt whose health is suffering the most should drink the Zap Cola.
44. e7-g8 The first one through the Wormhole landz on a MegaPhone (ouch!) and usez it to call for … a Shovel.  “What’z that?  It fell into the shredder?  Rotten luck, that … you’ll probably need that Tool for someone on your team later.”  Back to the last SAVE.  Better hand someone a Tool before sending a grunt through that Wormhole that landed you here.  Now all you have to do is work your way through these Green Pyramidz to that Green Hold Switch in the center.  “Piece of cake!”  (Until a Pyramid comez up under you, or you take a side-step into space.)  SAVE before you enter into such perilous taskz!  That first Grunt could just go through the Wormhole, but while standing on that GHS, there are no more empty Tilez a Grunt could fall through, imitating Wile E. Coyote.  Why not just stand there a while, until everyone comez through safely, making it to the exit Wormhole?
45. g8-h6 Whenever I have two Gruntz with the same Tool, I first use the Grunt with the best health, or the Gruntz with the best (or only) Toy to enter a new puzzle.  Here, it is apparent that a Grunt is going to have to cross the Lava Geyserz, making it safely past the Rolling Rockz to the other side … because the only thing on this side is a filled-in Hole … and no one has a Shovel!  Besidez, you can see the exit Wormhole on the other side.  Once you cross safely, what is behind that Satellite?  “Click.”  There was something there!  (The Black Pyramidz at the south end are now lowered, so it must have been a Black One-Time Switch.)  How about the next Tile?  “I ain’t going there!” the Grunt protestz.  There are two possibilities: the Tile is impassable, or there is a breakable obstruction there.  (If there were a Hole there, the Grunt would happily step into it and do his impression of Wile E. Coyote.)  What is available in the GruntzMachine?  Gauntletz?  TimeBombz? Even (shudder) a SuicideBomb?  Whichever is waiting for you, give it to the ‘preferred’ Grunt, and see if he can do something with it to further the cause.  “Crash!”  The satisfying sound of an object being broken.  Is there anything in it?  Before you reach in there and grab it, think for a bit; what can it possibly be?  That’s right … it is probably a Tool, and you also can figure out what Tool it must be.  So who should get it?  Right again … the Grunt who has the weakest Tool right now, and that would be … Toobz.  Toobz reaches into the Tile and immediately becomez … Shovel!  “Ah!  Now we can find out if there is anything in that Hole.”  That done, is there anything else we can do around here?  A little snooping might prove rewarping (er, rewarding).
46. h6-f5 Gauntletz lookz around and sayz “What am I doing here?”.  For there is nothing breakbable in sight … but there are plenty of Holez!  And he findz himself under attack from an enemy Spongegun Grunt (centrally located, at that) and protected by a ‘moat’ of Holez.  There is no place where he can hide, so Shovel better get here quick, and dig the disgruntled sharpshooter out.  The Spongegun Grunt isn’t dissuaded very easily, and just coming after the nearest Grunt, sending his pink (prolonged) death at anyone on the other side.  You really have no choice but to convert the Thief (because that’s what he is) into Goo, and perhaps that Tool might prove useful to your side.  Shovel fillz in all of the Holez, and then really cleans the area up by digging them up again, thoroughly policing the area.  One of the itemz revealed is a GooberStraw, and there is a CheckPointSwitch in the corner with the ‘name’ GooberStraw on it, so one of you needz to pick it up.  (Which one?  The decision is an important one!)  The other Grunt will pick up the Spongegun, after the Thief Grunt’z Goo is place safely into the Goo Well.  When the square is spic ‘n span, GooberStraw exitz through the CheckPoint Wormhole.  Spongegun (in ‘normal’ mode) spiez an enemy Boxer Grunt in the adjacent square to the north, and lobz a sponge at him.  The Boxer complainz “Come on, ref!”  Spongegun stopz and analyzez the situation in the Boxer’z square, and decidez that his team is going to have to ‘push the Boxer around’ a little, to get him to assist in solving the puzzle of that square.  No more spongez, until it is clear what needz to be done.
47. f5-h4 All GooberStrw has to do here is cross the Bridge over open space to the north to a Switch, and then cross from there to the west, ending up by going through the Wormhole!
48. h4-g6 GooberStraw landz on a Coin (!) and seez that there is a Black One-Time Switch that hasn’t been pressed … yet.  Looking around, he seez that there is also a DisGruntled in the northeast corner carrying “a great big butter knife”, and envisionz himself as the butter … not a happy prospect.  “Maybe he won’t notice me, if I stand right here.”  And he is correct … the Sword Grunt just standz there, glowering, saying thingz like “arrrrrr” (which is pirate talk for “I’m baaaad!”).  Getting brave, GooberStraw headz for the BOTS, and hearz “I’m going to get you!”.  If Gruntz had veinz, the blood in his would be turning to ice right now!  Hit the BOTS, and quickly return to the place where Sword ignored you!  Do a little math, and you see that Sword will be the carver, and you will be the carvee before you can make it to the Wormhole.  “How am I supposed to get through this?”  It is time for “a little help from my friendz”.  There is a GruntCreationPad in the square immediately north and east of the square you are in.  Place a freshly-baked Grunt on the pad, and as soon as he enterz the game, stick some firepower into his (gooey) handz.  Have him ‘soften up’ that Sword Grunt for you.  Catching your breath, you notice that one of your team memberz that has been stranded ‘way back in square h1 is now free to move into the last remaining Wormhole in that square.  “Wonder where that’ll take him?”  When you turn back to see how your other buddy is doing with Sword, you see that there is a Purple Goo Puddle where the baddy once stood.  “Time to start sucking!)
49. g6-h8 GooberStraw arrivez at nearly the same time (and place!) as the Spongegun Grunt from h1.  Ruefully noting what resultz from violating physical lawz against two bodies occupying the same place, at the same time, you return to your last SAVE and start re-playing.  Now that you are both law-abiding, GooberStraw observez “What am I doing here?” and answerz himself  “getting in the way of those who have work to do, that’z what.”, and discretely movez to one side.  Spongegun, on the other hand, seez that there is an enemy Boxer Grunt within range and cockz his pink gun.  “Whoa!  No time to get trigger-happy” the Spongegun Grunt in the square southwest of him sayz.  “Let’z stop and think about what we need to do, before we pull any triggerz.”  So they (er, you) do.  There is a “?” Switch in the square, and none of the Gruntz on your team can get to it.  So our task must be to ‘encourage’ the Boxer towardz that Switch, to do what we are unable to do for ourselves.  There is a ‘safe’ place in the middle of the area that the Rolling Rock is circling; another directly east of the northeasternmost Arrow in the RR’z path.  Let’s ‘encourage’ Boxer to go there.  (Have we SAVEd recently?)  Oh, by the way, this sub-puzzle will require Spongegun Gruntz north, east, south and west of the Boxer Grunt.  You know what that meanz!  Drop a baked cookie (er, Grunt) onto a pad.
50. h8-f7  This must be the fiftieth move, because there are a bunch of Brickz here in the shape of a big “50”.  There are also four unfriendly-looking Gauntletz Gruntz, just standing around looking for something to break.  For some reason they are not interested in the Brickz, though.  Maybe what they want to break is you!  You see some canz of Zap Cola, and it certainly lookz like you are going to need some of that.  You take a step forward, preparing to break a Brick, then run until you recover your energy in order to be able to fight.  The nearest enemy Grunt beatz you to it, though, and stepz up and breakz the nearest Brick.  “Wow!  A Gauntletz-breaker Brick!  I’m sure glad I didn’t take the first swing.  Let me at ‘im!”  So you turn him into a Blue Goo Puddle.  Just about that time, GooberStraw comez through the wormhole and seez that there is work awaiting him here.  Being a natural-born self-starter, he divez right into his work.  Together, both Gruntz approach the next closest enemy Grunt, and (sure enough) he also attackz by breaking the nearest Brick … and losez his Gauntletz in the process.  Soon there is another Blue Goo Puddle for GooberStraw to go to work on, while Gauntletz seez to a little refreshment.  On his way down to a can of Zap Cola, another enemy Grunt letz out his battle cry and breakz a Brick, instantly becoming a Bare-handed Grunt.  Realizing he is at a disadvantage, he just standz there, awaiting his fate.  GooberStraw seez another Goo Puddle in the making, and goez down to join the fun.  Three down, one to go.  What about that Black One-Time Switch down there?  Might as well go activate, while we’re in the neighborhood.  Bad idea!  The last enemy Grunt comez over and breakz a useless Brick, losing his Gauntletz.  The Brick he broke was useless, because it did not provide an opening for you to get any further.  And you can see that now there are two Brickz that must be broken in order to gain access to the exit Wormhole, and your recent experience tellz you that the Gauntletz are going to go bye-bye as soon as the Gauntletz Grunt triez to break a Brick.  Back to the most recent SAVE, and re-play up to this point.  You go the long way around, and approach the Grunt from the north, where he obligez, and breakz a Brick, losing his Gauntletz in the process, so your Grunt still has his Tool.  After creating (and sucking up) the fourth Goo Puddle, Gauntletz breakz a Brick preventing access to the Wormhole and (what else?) losez his Gauntletz.  Meanwhile, GooberStraw goez back to the BOTS and stepz on it, then headz for the Wormhole, himself.  Meanwhile, back in square h6, the Spongegun Grunt noticez that the Black Pyramidz are now down, and he can go through the Wormhole … so he doez!  He ariivez in the (now) broken “50” and seez a Wormhole in the opposite corner of the square.  There’s no place around here but that place, so that must be the place … for me, and divez in.
51. f7-d8 No sooner doez your Grunt hit the Landing Area, but an enemy Toobz Grunt comez paddling after him.  If your health is not perfect, chug-a-lug a can of Zap Cola (or two!) and turn that Grunt into a (suck-able) puddle of Goo.  Then recover the Toobz from where the Thief is now quivering in a puddle, and go get the Coin.  Return and wait for GooberStraw.  When GooberStraw comez through, he once again makez use of his Tool, cleaning up the mess his buddy made.  Then they discuss who goez through the Wormhole first.  GooberStraw winz the Coin toss, and doez a full gainer into the Wormhole.  Toobz waitz a bit, and waddlez through the Wormhole to join GooberStraw.
52. d8-b7 Squish!  Toobz observez that he didn’t want to join GooberStraw in quite that way.  Being no dummy, he quickly observez why GooberStraw didn’t clear the area, so that Toobz would arrive safely.  He was hemmed in by a couple of (raised!) Orange Pyramidz (OP)!  Okay, which one of the team didn’t do his job and step on an Orange Up/Down Switch?  Go back to the last SAVE, and re-play forward to the point of GooberStraw going through the Wormhole.  This time, make sure that those OPz are down, before you dive through the Wormhole.  Eventually, you find that a team consisting of Toobz, GooberStraw and Spongegun is assembled here.  The enemy Digger Grunt is evidently taking a break inside the Green Pyramidz area, because there are a number of Holez that he hasn’t dug up yet.  Spongegun lobz a missile at him, thinking that might get him back to digging.  When that doesn’t work, he enterz the area near the Digger, then quickly exitz again.  The Digger putz his Shovel to work!  Repeat as often as necessary.  When Digger refusez to cooperate any longer, turn him into Goo, and take over the job, someone.  (Hint: you’ll need Toobz, where you’re going, so that only leavez two choicez of who pickz up the Shovel.  Ooops!  Three Gruntz, and only two Toobz.  Who getz the Toobz, and who stayz behind?)
53. b7-a5 Toobz landz on a Bridge Tile with a Coin on it, and is immediately under attack by an enemy Toobz Grunt.  You know how that goez; somehow, the enemy Grunt always getz in the first punch, so even with equal Toolz, the other guy always winz.  Hey, Rube!  Help arrivez just in time, getting a couple lickz in so that the enemy Grunt goez under first.  The healthier Grunt magnaminously allows the other to get the Zap Cola … and the GooberStraw.  The CheckPoint Pyramidz go down, and it is through the Wormhole, once again.  The remaining Grunt landz on the Bridge Tile and realizez that he is stuck.  “Sure wish I had a Toob!”
54. a5-c4 Piece of cake!  At the worst, you only have an enemy Spongegun Grunt (a Hit and Runner, at that!) to deal with … and there probably will be no one in sight.  Make sure that the Orange Up/Down Switch is depressed, and everyone through the wormhole!  Count five, after the Wormhole re-appearz, then dive right on in.
55. c4-a3 Spikez!  Two Coinz (better get those) and some Zap Cola over there.  Find the shortest route that will accomplish the task, without reducing your health to zero.  But move fast … incoming!  (Maybe the plan should have been to count to a hundred, before diving in!)
56. a3-b1 This one is really easy … or impossible!  If the Orange Pyramidz are down (why aren’t they?!?), just waltz on down to the exit Wormhole.  If they are up, get out of the way (so you don’t get squished by the next Grunt through the Wormhole).  Then prod the Grunt who was remiss in his duty to go jump on that Orange Up/Down Switch!
57. b1-d2 Don’t jump!  Don’t Jump!  I have nowhere to (squish!).  Too late … he jumped.  The first Grunt through landz on a Megaphone (ouch!) and callz for some Gauntletz.  When Grimley wakez up and crankz the requested item out of the GruntzMachine, into the Tool Chest, the Tool is grabbed and put to use on the Rock Crystalz.  After breaking the first two, “what the heck!  I’ll break them all!”  But the next Rock is ‘loaded’.  “Jump back, touch myself.”  Stand back and observe … the enemy Gauntletz Grunt is freed when a Rock explodez, taking itz neighborz with it.  He comez to the attack, but must have been a bit too slow in the reflexes, because another explosion sendz Goo flying in all directionz.  When the noise ceasez, you see some thingz that could prove useful … like Coinz, and Zap Cola.  Anyone may take the Coinz, but only take Zap Cola if the Grunt needz it … and only as much as necessary to restore full health.  (Don’t be greedy … the next Grunt may be in ‘the Red’ on health.)
58. d2-b3 Another numbered square, this one done in Red Pyramidz.  There is no trick to this one at all … just go get the Coinz, then go through the Wormhole.  Ooops!  That is, get the Coinz when the Pyramidz go down … don’t try to walk through them when they are coming up.
59. b3-a1 Once again, this one is really easy … or impossible!  If the Purple Pyramidz are down, it’z a snap!  If they are up … you really need to get better help.  Someone who knowz what a Purple Multi-Grunt Switch is, and what one is supposed to do with it: stand on it!
60. a1-c2 All you need to do here is break a few Rockz, and use a couple of MegaPhonez.  Oh, and don’t get blown up in the process.  Pick up any Coinz you see laying around loose (once a judicious Brock or two has been removed), and go through the Wormhole.  By the way, now that there is a set of Toobz available in the Tool Chest, that Grunt back ther on square b7 (move 53) can take them and paddle over to the Wormhole and (eventually) join up with the rest.
61. c2-b4 One of the three Gruntz has the Gauntletz Tool, so he can satisfy that CheckPointSwitch over there.  Perhapz another Grunt has already been given a Shovel from the Tool Chest.  If not, you have two Bare-handed Gruntz (one carrying a Toy, I hope); give the Shovel to the Toy-less Grunt, and have him satsfy that other CheckPointSwitch over there.  The Grunt with the Toy should be able to satisfy the final CheckPointSwitch and (if you place Gruntz on Switchez in the correct order), each Grunt may now go through its own Wormhole.
62. b4-d5 “What’z the deal with all of these dumb Switchez?”  Experiment a bit, to see what each Switch doez.  There are Green Toggle Switchez (GTS), and there are Green Hold Switchez (GHS); the GTSz are easy to test, so “do it!”  Stand on each GHS to see what happenz.  Your goal is to create a path with all of the Green Pyramidz lowered, so that your buddies may get to the Rock Crystal (Gauntletz Grunt) and the Hole (Shovel Grunt).  Oh, by the way …  it’s not possible to create such a path.  So you will need to have Shovel and Gauntletz move part way through the (lowered) Pyramidz, then step on Switchez to lower some more ahead of them (while keeping the onez on which they are standing lowered(!), and repeat the process as often as necessary.  The intended solution is to reverse the process, leading the Gruntz back out of the Green Pyramidz, so that one of them (Gauntletz) may continue on and help out in the remaining squarez he can reach.  An Alternate solution is to leave Shovel and Gauntletz inside the Pyramid area, and move the Grunt with the Toy on to the next square.  There is a set of Gauntletz in the Tool Chest, in case you use the alternate solution.
63. d5-b6 There are some Coinz here, so pick them up.  There are also some Rock Crystalz here … so break them!  Now it is time to execute a ‘hand-off’ maneuver, ala “4 X 100 Relay”, and pass that Toy someone has been carrying around since move 21 on to … wait a second … there’z no one to pass it to!  But GooberStraw hasn’t been busy just because he lovez to use that Tool … look in the Oven!  Take a Grunt out of the Oven, and place him on the GruntCreationpad.  Now you have a Grunt to pass the Toy to, so ‘make it so’.
64. b6-a8 A Grunt has been standing around for quite a while, muttering to himself “What a lame Toy!”, as he rollz the Toy Box containing a Yo-Yo around in what passez for his ‘handz’.  Now another Grunt warpz in, carrying a Go-Kart.  “This Go-Kart needz to get to that CheckPointSwitch over there.  Can you keep that Sword Grunt Defender occupied for a while, while I do the job?”  “Sure”, Yo-Yo sayz.  “I’ll go over there, while you go ‘way over there.  I’ll walk up hand Old Butter Knife this stupid Toy, while you go do your thing.  But I’m not going to stick around to get sliced and diced, if the Toy doesn’t work.  I’ll be making trackz!  Good luck!”  So they put their plan into motion, and it workz … for a while.  Then the string breakz, and a very displeased Sword Grunt lookz around for the nearest Grunt to vent his wrath upon.  “Please don’t let me die” sayz the (now) Warpstone Grunt, as he lugz that big old rock towardz the wormhole.
b6-a8 Warpstone Grunt:  When you pick up the Warpstone, you have to go through a Wormhole, and that will take you to the King’z Fortress square … a8, right where you started!  Make your way to the Wormhole (and the King’z Fortress).  Have you SAVEd recently?
Making the King happy:  Why, give the Warpstone to the King, of course!

Secretz (none, in the Ez version):

· Secret Switch #1:  The Secret Switch is buried in a Hole.  Stepping on it will create a stairway into the square to the south, where a Coin may be found buried in a Hole.  Be quick about it!
· Secret Switch #2:  The Secret Switch is under a Rock.  Stepping on it will create a Stairway into the square from the square to the east, allowing a Shovel Grunt in to dig up a Coin.  Be quick about it, so Shovel can return to his PMGS.  Oh, and you need three Gruntz on PMGSz to allow Shovel to get that Coin.
· Secret Switch #3:  The Secret Switch is buried in a Hole.  Stepping on it will create a stairway into the square to the west, where there is a Coin buried in a Hole.  Another Grunt is required to get the Coin, though, as Shovel needz to get back into his own square … and the stairway won’t last long!
Red Warp:  When you step on a certain Arrow that reversez the direction of a Rolling Rock, a Red Warp openz to the southwest.  Go through the Red Warp to dig up four WARP letterz.
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