Tropical Trek thru Troublez Walkthrough
Author: GooRoo <edkivi@olywa.net>.

About: Tropical Trek through Troublez … 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:
Tropical: Really, really warm climate. 

Trek:  Schlepping around the map while you are solving this puzzle.

Through:  You can’t get around it.

Troublez:  Obstaclez, adversariez, stumbling blockz, etc.

Gruntz:
You begin the game with a Gauntletz Grunt and a Bare-handed Grunt.  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:

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, Toyz, Letterz and (of course) the Warpstone.

Where to start: 

· Gauntletz Grunt:  That Giant Rock is blocking your path into the playing field … so break it! What can you find lying around loose?  A Coin?  Pick it up!  A Megaphone?  Use it!  Make note of what becomez available in your Tool Chest, and see where you can go now.  South of you there are some more Rockz you can break.  Break the center one of the row of three, and stand back!  Are there any Coinz around?  Pick them up!  But leave that Shovel alone for now.  The King won’t allow you into his Fortress without the Warpstone, so you have to go off in another direction.  Take Horace Greeley’s advice and “Go West, young (wo)man!”  The Arrowz maze lookz tougher than it really is … just step onto the Westward pointing Arrow furthest South in the area you can reach.  Your destination will be the Black One-Time Switch (BOTS) in the far Northwest.  That will free your buddy from his Black Pyramidz prison.  Since he needz to get to the Toobz to the South, he will have to get to the BOTS you are standing on … so MOVE!  Check out all those Yellow Toggle Switchez (YTS) to see what they do.  When you think you have all the two-way Arrowz pointing in the correct direction, it is time to bring your buddy into the game.
· Bare-handed Grunt:  Where can you go?  As the puzzle openz, nowhere!  When Gauntletz stepz on the BOTS, you will be freed.  Now you can reach the Blue Toggle Switch just Southwest of you.  See what it does.  There should be a Shovel in view just North of the King’z Fortress, and a Toob with a Big Duck Head on it to the Southwest.  Which Tool do you think would do you the most good?  Right, the Toobz … go get ‘em.  Do I need to draw you a picture?
· Toobz Grunt:  Swim across to the Island where the Sword Grunt is pacing around a letter, but don’t get too close!  All you need to do here is step on that Blue Toggle Switch, to raise a Bridge for your Toobless buddy.  Then cross to the West and step on that BTS.  Finally, go due South of the Lake to the other BTS and step on it.  Now your Gauntletz buddy can do some stuff.  
· Gauntletz Grunt:  Go through the Arrowz maze to the landing area where your buddy got his Toobz.  Cross the Bridge to the Sword Grunt’z Island and stop just before the BTS.  When it is safe to do so, step onto the BTS, then follow behind the Sword Grunt and cross to the mainland where the King’z Fortress is.  Break Rockz, not Brickz … you will find some assistance in clearing a path.  Then proceed to the Gauntletz Checkpoint to the South and West.
· Toobz Grunt: Paddle over to the mainland, avoiding the enemy Sword Grunt.  Go South to take your place on the Toobz Checkpoint.  Now your job is to step on Timer Switchez, while your Gauntletz buddy does the real legwork.
· Gauntletz Grunt:  Those Silver Pyramidz show you the path you will be taking … the “safe” path amongst those Red and Green Pyramidz that are going up and down.  Notice that the path leadz right past that enemy SpongeGunz Grunt, and he’s not the friendly type.  You might have time to whack him once on your way to pick up your prize, but why bother?  Hey!  Those Silver Pyramidz are coming back up faster than I can walk!  Hope I make it to the end in time!  Whew!  That was close.  Now how am I going to get past this?  Those Silver Pyramidz aren’t going back down again to let me out!  Hey, Rube!  Get that other Timer Switch for me, will you?  If you’re the macho type, you can whack that enemy Grunt again (once!) on your way back, just to let him know who’z boss in this place. Now that you’ve made it through the Silver Pyramidz maze, you should SAVE and look for breakable things.  Some are breakable, but fatal, so be careful.  Check out that lonesome Island just north of the Object Guard Sword Grunt pacing around the letter.  The first rule of finding Secret Triggerz in Gruntz is to look for seemingly useless spacez that seem to be overly well guarded.  Nothing ventured, nothing gained!  Now go South along the coastline of the Lake, and step on that BTS along the way.  Under those treez along the shore there is something that lookz artificial.  Check it out, hey?  You have pretty much exhausted what you can do with those Gauntletz, so it must be time to trade them in on another Tool.  Check your Toolchest.
· Springz Grunt:  There are a number of Coinz visible in, and on the far shore of the Lake.  There is also a Checkpoint that seemz to have your name on it, so you better hop to it!  Pick up anything else you can reach while you’re at it.  Then find your way back to solid ground.  There is another Island to the East, with a Rolling Rock (RR) controlling some Switchez.  You see a YTS on that Island that just might control that two-way Arrow which reversez the direction of the RR.  Hop over there, and see what you can do to stop all those Upz and Downz.  Once you do that, there doesn’t seem to be any further use for the Springz, so check your Toolchest again.
· Bricklayer Grunt:  Quit with the “Oooh, my back” excusez, and get to work!  A Brick right there in the path of those RRs would sure eliminate a hazardous situation!  Okay, okay, so your back is out of whack.  See what else is in the Toolchest.
· Boomerang Grunt:  See what you can do about that Sword Grunt guarding the letter on the Island, will you?  Find a safe place on the mainland to stand, within your throwing range, and give him about four whackz.  After the coast is clear, go get the letter.  What else can you do with the Boomerang?  Are there any more enemy Gruntz you’d like to introduce to that piece of bent wood?  Take a hike!  If there aren’t any enemy Gruntz around, that Boomerang is only good for kindling.  So?  Check your Toolchest again.
· Gauntletz Grunt:  Two Toolz ago you were a Bricklayer … and laid a single Brick.  Shoddy work!  Go break it up, so noone can see what a lousy job you did there.  Hey!  The Checkpoint Pyramidz are down, and the Green Pyramidz as well in the area with the Warpstone guarded by three enemy Sword Gruntz.  Since there are a couple of Rockz over there, why don’t you go break something?  “I don’t like the lookz of this!”  What’z that guy doing with that Bomb?  A quick two-step out of the way would be advisable.  Then pick up the Coinz at your leisure.
· Toobz Grunt:  There doesn’t seem to be any further use for this thing, so why don’t we waddle over and pick up the Warpstone, now that those nasty enemy Sword Gruntz are no longer a threat?
· Warpstone Grunt:  Whoa!  I don’t remember seeing that before!  Wonder where that takez you?  Boy, that sure saved a lot of walking!  The Warpstone Checkpoint is a snap to reach, now.
Making the King happy:  Why, give the Warpstone to the King, of course!

Secretz:

· Secret Switch:  The Secret Switch is hidden in the Treez at the far Southwest corner of the puzzle, along the Lake shore.  Get the Coin, and return as quickly as possible.  Those Stepping Stonez won’t be there all day!
· Red Warp #1:  The empty Island just North of the Island where the Sword Grunt is guarding a letter containz a Secret Trigger.  The Red Warp (RW) openz just East on the mainland.  You need to send a Gauntletz Grunt through this RW, as there is a Rock that needz to be broken at the destination.  The Gauntletz Grunt will take a set of Springz out of the Toolchest, and hop through the Lava Lake (Red-faced Boy ;^) to get Coinz and use Megaphonez.  The return Wormhole is where the Rock that must be broken is at the start of the puzzle.
· Red Warp #2:  You can’t miss it!  It openz up one space away, when you pick up the Warpstone.  Of course, you could just walk all the way back to the Warpstone Checkpoint, but that’s silly.
· Red Warp #3:  Immediately to the South of the King’s Fortress, there is a place where Brickz may be laid (and broken).  That space is the trigger for the Red Warp that you want to send your Grunt through.  He will be able to pick up a number of Coinz, and a letter there

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 via her Address Book.
· 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 ;^).
