The Rock VIII
Custom Level and Walkthrough by GooRoo

Author: GooRoo GooRoo@marinersmvp.com or <edkivi@olywa.net>.

About: The Rock VIII … 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:
The: Definite article in the English language. 

Rock: A hard, solid object composed of (for example) compressed sedimentary material. 

VIII:  In Roman numeral symbolism, V=5 and I=1, so 5 + 1 + 1 + 1 = 8 … the eighth in a series.

Gruntz:
You begin the game with four Gruntz; Gauntletz, Shovel, Bootz and Toobz.  Toolz and Toyz will be found under Rockz, and in Holez.  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:

This Custom Level may be played in ‘Easy’ mode, since there are neither Secret Switchez, nor Red Warpz.  The speed of the Rolling Rock may present a problem at the very end of the puzzle.  If a Rolling Rock moving at half speed upsetz the timing of eventz and preventz the completion of this Level, I apologize in advance for causing you to waste a lot of time playing in ‘Easy’ mode.

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.

Where to start: 
· Gauntletz Grunt:  Remember where you started, because the nearest way out of this mess is the way you should choose.  It is a bit cramped in this 4 X 4 space, with four Gruntz, four Blue Wormholez, four Holez and four Rockz.  See if you can make a little bit of room by clearing out some of those Rockz, eh?  When all of the housekeeping has been done, you may leave the area, stage northwest.  You find yourself in even more cramped quarterz … a 1 X 1 space, and you fill it completely!  Fortunately, there are some thingz that you can break right next to you; a Giant Rock, and an ordinary Rock.  Which should you break first?  If you choose unwisely, it is back to the beginning for you and your buddies.  If you choose wisely, you now have another choice to make; break, or walk?  The opening sub-puzzlez of this Custom Level are designed with one thing in mind … to convince you, the solver, of the value of frequent SAVEs.  There are several breakable objectz in your area, and a few Coinz as well.  Do not be too hasty to fill your pocketz with goodiez, though, because you will discover that there is a source of extreme time pressure which you will have to deal with.  Find out what is important and urgent, and take care of those thingz first, then go back and take care of the thingz that are merely nice to do.  You will not be one of those to approach the King’s Fortress along with the Grunt carrying the Warpstone, but your task is still crucial to the success of the team.  This Custom Level is named “The Rock (VIII)” because a Rolling Rock needz to be guided from area to area, and no stationary Rockz or Brickz may be allowed to remain in its path.  So your primary assignment is to determine which way the Rock is supposed to roll, and clear out any obstaclez in its way.  Your secondary assignment is to operate Switchez in your area (at the proper time) to help guide the Rock.  Your tertiary assignmentz are to pick up any Coinz or Warp letterz, and to use any Megaphonez you may find to call for assistance from the GruntzMachine.  In order to accomplish all of your assignmentz, you may have to neutralize any enemy Gruntz that you encounter.
· Shovel Grunt:  Remember where you started, because the nearest way out of this mess is the way you should choose.  It is a bit cramped in this 4 X 4 space, with four Gruntz, four Blue Wormholez, four Holez and four Rockz.  See if you can make a little bit of room by filling in some of those Holez, eh? Remember that you have a ‘Magic Shovel’ … Holez will turn into Moundz when you throw stuff in them, and sometimez something valuable getz thrown in as well.  You are only certain it is time to quit using the Shovel on a Hole/Mound when it no longer lookz like a Hole or Mound!  When all of the housekeeping has been done, you may leave the area, stage northeast.  Hmmm?  Are you always going to find yourself in close quarterz whenever you travel through a Wormhole?  At least you are able to expand the area in which you may roam by filling in a few Holez!  Be careful!  Gruntz have small ‘handz’, and can only hold one Tool and one Toy at a time.  Only exchange one Tool for another when you are absolutely certain that there is no further use for the Tool you have, or when you cannot avoid picking up another Tool.  Also, never try to pick up a Toy when you already are carrying a Toy … you will lose the first Toy forever.  While you cannot put down a Tool in order to pick up another Tool, you may put a Toy in a ToyBox and set it down, so that you are able to pick up another Toy.  Once there is nothing remaining that you can reach that lookz like either a Hole or a Mound, you will have to wait for something to happen to lower the CheckPoint Pyramidz blocking you path.
· Bootz Grunt:  Remember where you started, because the nearest way out of this mess is the way you should choose.  Timing is everything for you, because doing something at the wrong time will prove fatal!  Pretend you are in the Army, and have learned the hard way the lesson “never volunteer”.  When the Sergeant askz for volunteerz, and askz them to take one step forward … take one step back!  Where you are going, you are going to feel like you have a target painted on both your back and your chest, so why rush into thingz?  When you finally are told it is your turn to move out … move out!  Quickly!  Whatever you do, be quick about it.  Your chancez of surviving to the end of the Level depend on you using “hit and run” tacticz.  Forget what you may have heard about “be brave, be strong”.  It is more important for you to remember the adage “discretion is the better part of valor”.  If you try to slug it out with the opponentz you meet, you will come out ‘second best’ … and for a Grunt, ‘second best’ meanz a quivering Puddle of Goo.  Since there are a “Baker’s dozen” of unfriendliez … all yourz to neutralize … you are going to need all of the hand-to-hand training you received in Boot Camp.  ;^)  Oh!  By the way, you are going to be forced to give up those Gravity Bootz, in order to neutralize the last enemy Grunt in your assigned area.  You will become a Springz Grunt briefly, then a Shovel Grunt, and finally a GooberStraw Grunt.  With the last two Toolz, you will have to ‘police up’ the upper part of the assigned area … without the protection of those heavy Gravity Bootz.  A word to the wise should be sufficient … watch your health level!  Do not waste Zap Cola by drinking every can, bottle or keg you find as soon as you find it.  Even a can of Zap Cola when your health is in the green is unwise.  A bottle of Zap Cola with more than half health is unwise … limit yourself to just a can instead.  Your primary assignment is to operate the Switch you find in your area, so that the Rolling Rock follows a safe path through your area.  Your secondary assignment is to fill the Goo Well when you are given the GooberStraw.  Your tertiary assignment is to pcik up any valuablez you may find in your area.
· Toobz Grunt:  Remember where you started, because the nearest way out of this mess is the way you should choose.  Until your three buddies accomplish their initial missionz, there is not a lot that you will be able to do on the other side of that Wormhole.  If there are any enemy Gruntz that you may engage in hand to hand combat, neutralize them quickly … now!  Later, you may have too many ironz in the fire to be able to fend off enemy Gruntz at the same time.
· Shovel Grunt:  When the CheckPoint Pyramidz go down, your assignment truly beginz.  There are several Holez in your area; if the Rolling Rock fallz into one of them, your team will have failed in its mission.  If you scan the area, you will notice that the Rolling Rock has an incomplete path; placez where it will crash into a wall because there is no Arrow to change direction, or a Two-Way Arrow is pointing the wrong way.  Your primary assignment is to ensure that there is a working path that will carry the Rolling Rock safely through your area, and into the next area.  You will need to operate a Switch, and prevent any enemy Grunt from operating any Switch at the incorrect time, sending the Rolling Rock to its destruction.  Your secondary assignment is collect any valuablez you may find in your area.  Oh!  And when the Rolling Rock enterz your area, you will have to race it into the next area and fill in any Holez in the Rock’s path.  (Now where is the SuperSpeed PowerUp when you really need it?!?)  When you see the Rolling Rock trapped between two Arrowz, you may take a bit of a breather, while the rest of the team setz up for the retrieval of the Warpstone.  Except that there is one more Mound for you to dig up … on the other side of the path in which the Rolling Rock is now trapped.  Go dig that up, and then wait for further orderz.
· Toobz Grunt:  When the CheckPoint Pyramidz go down, and you are able to put the inner tube with the big duck head to its intended use, you will be faced with five more enemy Gruntz equipped with their own duck-headed inner Toobz.  “This lookz challenging!”  But you are resourceful … you will find a way to prevail … the alternative is “glub, glub, glub”. ;^)  Once you successfully neutralize the opposition, there is a Megaphone that only a Grunt with a Toob can reach … so it lookz like that is another part of your assignment.  You see that there are Black Pyramidz blocking the path into the next area.  Do you see a Black One-Time Switch that might lower said obstacle?  What are you waiting for?  Step on it! ;^)  With that obstacle removed, you see that you may now reach another Megaphone, and another Switch.  Go pick up and use that Megaphone, and see what the Switch doez.  Now you know that it must be operated more than once, as you notice all of the thingz that happen when you stand on the Switch.  Hopefully, the Rolling Rock is not really going anywhere right now (trapped between two Arrowz somewhere), so there is time to do some exploring.  Have you checked to see what is now available from the GruntzMachine?  Do you see any use for anything that is now available?  You do!?!  Time to change hatz … er, Toolz.
· Shovel Grunt:  No longer with an inner Toob wrapped around your waist, you set out with your brand new super duper pooper scooper in search of Holez to fill in, or Moundz to dig up.  Some of the magic must be drained out of this Shovel, because there is one Hole that becomez a Mound, and when the Mound is dug up it becomez a Hole again … no matter how many timez you perform the process.  When you come to it, quit trying when you fill it in for the second time.  After all other Holez and Moundz no longer look like either Holez or Moundz, what is left to do?  Are there any Switchez to operate?  Yes you!  Do you see any other Gruntz in this area?  Go lean on that Shovel in some useful place for a while.
· Gauntletz Grunt:  I’ll bet you thought we forgot all about you!  But that is definitely not the case … it is just that there was so much for the rest of your team to do, that you had time to take a nap.  Wake up!  It is now time to stand on that Yellow Hold Switch, and release the Rolling Rock into Shovel’z area.  Once it is safely on its way towardz Shovel, you may make your way to that Coin and the Warp letter “R” that you couldn’t reach earlier.  Wait there until the conditionz are right.
· Shovel Grunt:  You have been standing on that Yellow Hold Switch, waiting (im)patiently for the Rolling Rock to come your way.  Here it comez!  Time to get the ld adrenaline pumping, because now you are in a race with the rapidly moving Rolling Rock into the next area … where there is still an open Hole in the Rock’s path!  Get on over there and fill in that Hole!  Once the Rock passez safely over the new Mound, you may dig it up to see what is in it.  Then make your way past the enemy Rock-Throwing Grunt (over his quivering Goo, that is) to dig up the Mound at the end of the thin plateau.  Then head toward the Rolling Rock, now trapped between an Arrow and a Two-Way Arrow pointing in the opposite direction.  There is a Mound on the other side of the Rock’s path … dig it up!  With no more Holez or Moundz that you can reach, it is time to exchange Toolz.
· Toobz Grunt:  A bit of a snug fit, but at least you no longer have that heavy Shovel to lug around.  You can see that the Rolling Rock needz to be released to travel across a Crumbling Bridge, to do some fancy turnz on the little island, then across a Bridge.  Wait a second!  There is no Bridge between the two islandz!  But there is a Switch on the first island that just might raise a Bridge to the second island.  Please verify that this assumption is correct.  Hmmm.  Yes the Switch will, indeed, raise a Bridge between the two islandz.  But the Rolling Rock will actuate the Switch!  Why not put thingz back the way they were, so the Bridge is down once again?  When you are satisfied that the Rolling Rock will make it across both Crumbling Bridgez, and into the next area, stand on the Yellow Hold Switch long enough to release it.  Then hie thee after it to the Landing Area, and thence to the other Yellow Hold Switch near where you found a Megaphone.  “What do you mean … ‘get on, get off, get on’!  Make up your mind!”  Well, that is what you will have to do, correctly timed, in order to entice that Rolling Rock to activate the Black One-Time Switch in the channel just north of you!  You want to let the Rolling Rock in to cross over the BOTS, but not allow it to go into the King’s Fortress plateau.  It must go back out the same opening it came through to get to the BOTS.  As soon as it exitz towardz the east, start trotting!  You want to join your buddy the Shovel Grunt where he is waiting near the Stairway into the narrow channel leading towardz … an enemy Sword Grunt!
· Shovel Grunt:  follow the Rolling Rock into the next area, and neutralize the enemy Thief Grunt carrying a GooberStraw … as quickly as you can.  Then pick up the GooberStraw.
· GooberStraw Grunt:  Start sucking!  Fill the Goo Well with as much Goo as you can.  But “watch out for the Rolling Rock!  Ooops!  Too late.”  Well, at least you have a recent SAVE area to go back to … you do have a recent SAVE, don’t you?
· Toobz Grunt:  There is a CheckPoint Switch with your ‘name’ on it just north of the King’s Fortress.  Fill it!
· Bare-handed Grunt #1:  Fresh out of the oven, you head for the Warpstone, and pick it up.
· Warpstone Grunt:  You lug that big hunk of Rock to the Check CheckPoint Switch with your ‘name’ on it just north of the King’s Fortress.
· Bare-handed Grunt #2:  You are ‘supercargo’; just go stand somewhere out of the way.
· Bare-handed Grunt #3:  You are ‘supercargo’; just go stand somewhere out of the way.
· GooberStraw Grunt:  After you have sucked up all of the Goo you could find, picking up stray Coinz you find along the way, you head for the Check Point Switch with your ‘name’ on it just north of the King’s Fortress.  When you reach it, the CheckPoint Pyramid goez down, allowing Warpstone to enter the King’s Fortress … almost!  There is a slight problem … Arrowz running all around the Fortress, denying anyone access into the King’s presence.  How are you going to finish this Level?
· Warpstone Grunt:  Walk forward and pick up that Megaphone, and use it!
· GooberStraw Grunt:  Take the SpongeGun from the GruntzMachine.

· Toobz Grunt:  Move forward, and stand on the Yellow Hold Switch.

· Gauntletz Grunt:  (Remember him?)  The ‘conditionz are (now) right’.  Movez into the center of a bunch of Arrowz to pick up a Coin, and then further to pick up the Warp letter “P”.

· SpongeGun Grunt:  Using excellent judgement regarding timing, he shootz at the Arrow just beyond the Warpstone Grunt.

· Warpstone Grunt:  Also using excellent timing, he stepz onto the Arrow, just as the Sponge arrivez.  Voila!  You can now divest yourself of your burden!  Game Over!
Making the King happy:  Why, give the Warpstone to the King, of course!

Secretz:

There are none!  Everything may be done without seeing a single “?” Switch, or going through a single Red Warp!  Four Blue (one time) Wormholez get your Gruntz into the game, and a single Blue Wormhole leadz to the Warp letter “W”.  Everything else is done via ‘foot express’.  ;^)
Acknowledgementz:

· Paul: “A World of Sweetz”; Covered Powerupz (multiple layerz).  This Gruntz Page!!!
· Guenter, Snower, etc, etc:  Custom Levelz with Logicz and Graphicz that all worked; timing of StaticHazardz; what to do (and in some casez, even what not to do).  Every Gruntz level I have ever played had thingz I liked, and thingz I hated (to solve, anyway ;^) … like Wingz pushing Gruntz to specific placez.
· Mad lady:  Distribution of Gruntz Custom Levelz via her Address Book for so long.
· Everyone who has contributed Custom Levelz:  Adding to my personal enjoyment of Gruntz; proving (to me) that the Gruntz Editor can be used, even without the existence of a “cook book” approach to the various featurez of the editor.
· Monolith:  Making this great game engine available commercially; releasing the Gruntz Editor to the public.
· Whoever:  Actually designed and implemented a great (!!!) puzzle game.
· My Wife (Mary Lou):  Who actually bought the game in the first place (and lets me play it ;^).
