StoneAge Park by Gunter

Select the barehanded grunt and have him cross the collapsing bridge and attack the spongegunz.  By stepping on the tile due west of the landing, the spongegunz cannot knock you back into the water.  Step on the blue switch to raise the walkway and make your way to the WELCOME area.  Cross the arrows and grab the coin in the trees.

Avoid the enemy rock thrower and step on the yellow switch.  Then make your way along the arrows to the green switch at the west end without being run over by the rolling rock.  Step on the black 1 switch, grab the coin and jump into the blue wormhole.

Pick up the Zap cola and jump into the next blue wormhole.

Pick up the springs behind the trees and make your way across the lower bridge.  Pick up the megaphone.  Now go across the upper bridge to the spike field.  Jump across to the black 1 switch.  Then switch to the shovel and make your way to the megaphone.  Now exit the spike field, cross the bridge again and dig the hole near the king and collect the Jack-in-the-box.    Cross the bridge one more time and dig the holes in the trees.

Give the Jack-in-the-box to the enemy clubz and head for the rolling rock.  You must get to the far end without letting the rock hit you.  Heading north, there is another rolling rock to beat.  Make your way past this rock.  Then dig the hole to sink the last rolling rock.  There is another hole at the west end of this last rolling rock path that contains the W.

Swap the shovel for the gauntlets and cross the black 1 switch.  Break all the rocks in this area and collect the coin.  You can break the coin beside the 2 swordz as long as you don’t get next to one of them.  Step on the green switch to eliminate the walker and break the rock beside the toobz.

Position the toobz at the west end of the spike field to the north containing the coins and the A.  Have the gauntlets step on the ? switch and send the toobz across to collect the coins and the A.  

Move the gauntlets across the tar pit, break the rock and collect the coin.  Now beat the rolling rock to join the toobz.  The toobz crosses the water to the landing.  Do NOT tell your toobz to attack the enemy grunt UNTIL he is safely on the landing.  There is a bug in Gruntz that keeps the toobz from attacking the enemy grunt if your toobz is in the water when you tell him to attack.  Step on the blue switch and bring the gauntletz across on the bridge.

Position one of your gruntz on the purple switch.  Now have the other one walk carefully through the purple pyramids and bombers without drawing attention.  Step on the black 1 switch.  Now have the toobz join the gauntlets, but watch out for that lone bomber who is still able to get free of the pyramids.  Move both grunts to the checkpoint.

Have one of the gruntz get the attention of the green swordz and then run back north so the rolling rocks will eliminate the swordz.  This may take some time to master.  Then send the toobz to the black 1 switch across the water.  

Move the gauntletz to the area near the 5 enemy gruntz to the south.  He needs to attract at least 1 of them and get him out of the path of the rolling rocks (when they are released) so you can collect its goo puddle.  Move the gauntletz across the arrows, break all the rocks and pick up the rock.  Now use the rock to eliminate the attracted club.

Have the toobz step on the yellow switch to release the rolling rocks and then move to a place of safety.  After the rocks have done their job, have the toobz collect the gooberstraw and suck up the goo puddles.  The new grunt goes on the creation pad and then all grunts move to the area of the purple switches.  Put the gooberstraw and barehanded grunts on the purple switches and send the rock thrower to eliminate the boomerang.  Then have the barehanded grunt collect the conversion power-up and convert the 2 green gruntz.

Have the shovel dig the holes and have the barehanded grunt and the gooberstrawz collect the bombs.  Position one bomber at the north end of the column of trees near the tar pit.  Then send him southwest by [T]argeting the space northwest of the top left rock surrounding the red brick.  After all the timebombs have exploded, send the other bomber to blow up the brown brick at the west end of the row of bricks.  

Now send the shovel to fill the hole at the entrance to the area of the black 1 switch.  Have the rock thrower enter this area, step on the gray square in the middle of the arrows, then step on the black 1 switch and enter the red wormhole.

Eliminate the thief grunt.  Then have the shovel collect the coins, dig the holes and collect the R.  The rocks then collects the Zap cola and enters the blue wormhole.  You can choose to eliminate the walking clubz now or later.  Collect the coins and enter the red wormhole.  Collect the coin beside the tar pit and move both gruntz to the area of the rolling rocks.

Eliminate the enemy grunt and then dig the holes to eliminate some of the rocks and uncover the coin.  Have the rock thrower collect the wings.  Now send the shovel through the spikes and red pyramids on the shortest possible route.  Do not linger!  Dig the holes and step on the red switch.  Now you can safely WALK the wingz grunt through the area.  

If you haven’t eliminated the walking clubz, do so now.  Send the shovelz to the green switch and the wingz goes and retrieves the P.  Now the wingz collects the warpstone and delivers it to the king.

Toolz:  8

Toyz:  1

Power-upz:  1

Coinz:  16

Secretz:  2

