The Rock VII
Custom Level and Walkthrough by GooRoo

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

About: The Rock VII … 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. 

VII:  In Roman numeral symbolism, V=5 and I=1, so 5 + 1 + 1 = 7 … the seventh in a series.

Gruntz:
You begin the game with three Gruntz, one armed with a Boomerang (but trapped by CheckPoint Pyramidz), the other two Bare-handed and free to move about … some.  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.

Note: in this graphics set, the moving ‘rockz’ are artificial … Golf Ballz.

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.

Where to start: 

· Bare-handed Gruntz:  What do you see when you look around?  Three Switchez, a Red, a Yellow and a Green, and a Grunt must remain standing on each one in order to operate them.  Hmmm?  Three Switchez, but only Two Gruntz!  “This lookz challenging!”  A good plan would be to find out what those Switchez control, to give you an idea of what your two Gruntz will have to do to make their way off this small plateau blocked by a Black Pyramid.  Once you know what the Switchez control, you should have a pretty good idea of what you have to do.  Since the name of the Custom Level is “The Rock VII”, you know that you have to cause that sphere to do something useful for you.  You mentally trace out the possible pathz for that Rock, and see that one possible outcome is that it will roll over a Black One-Time Switch.  You know from the very earliest dayz, when you went through the “Training Levelz”, that a BOTS controlz one or more Black Pyramidz … such as the one keeping you on this plateau!  Looks promising, doesn’t it?  Chances are that (after several attemptz, and muttering (more than once!) “If I live through this, remind me to send the designer of this game some hate mail!”) the Rock rollz over that BOTS and the BP is lowered, freeing both of you from the plateau.  (A quick SAVE is advisable now.)  What now?  The only thingz of interest that you can now reach are a Green Hold Switch, a Purple Multi-Grunt Switch and a Yellow Hold Switch.  Or is there something else you can do that will prove important to solving this puzzle?  (I’ll bet there is!)  What does the GHS control?  What does the PMGS control?  What does the YHS control?  What do the resultz suggest to you?  When you find the proper solution, two Toolz will be revealed to you; a Shovel, and a pair of Gauntletz.  It does not matter which Grunt pickz up which Tool … but Shovel will never get another Tool, and Gauntletz will keep his Tool until near the end of the Level.
· Shovel Grunt:  You may step on the Blue Toggle Switch (BTS), or let your buddy Gauntletz do it.  But one of you must do it.  Since there are no Holez you can reach, the only thing possible for you to do after that (constructive) is to satisfy your half of that two Grunt CheckPointSwitch (CPS).
· Gauntletz Grunt:  Break the Giant Rock.  If Shovel didn’t step on the BHS, step on it!  Then satisfy your half of the two Grunt CPS.  Once you have done that, there are several possibilities open to you (the solver):
1. Send Gauntletz to break a rock about half way between two enemy Boomerang Gruntz.  (Nah.)
2. Send Shovel past those same Boomerang Gruntz to dig up some Holez near a Yellow Hold Switch (YHS).  (Nah.)
3. Send Shovel southwest to fill in Holez in the Spikez area with the Jumping GolfBallz.  (Possibly.)
4. Now that you can move your Boomerang Grunt … do it! (Yah!  That’s the ticket!)
· Boomerang Grunt: Follow the Jumping GolfBallz (JGBz) to the Green Toggle Switch in the northwest corner of the area.  If you can (or must), take a breather, then continue to follow the JGBz to exit via the Stairway.  Perhapz you can find a use for that ‘bent piece of wood’?  If so, throw it away a few timez … but be sure to catch it again!  There is a CPS with your ‘name’ on it.  Do you want to satisfy it now, or is there anything else you can do before you commit yourself?  (There are two Secretz in this area, so it will prove helpful for you to explore a bit.  One Secret may be handled by any Grunt you have; the other requirez a special Tool.)  Perhapz it would be better to leave Secretz to another Grunt, and instead find some use for your long range Tool.  Are there any bad guyz that you can handle that are impossible for your buddies, Gauntletz and Shovel?  If so, then have at ‘em!
· Shovel Grunt:  Where can you go, to use that ‘pooper scooper’?  You don’t need anyone else’s help for the Holey/Spiky/JGBz area patrolled by a Thundercloud.  If your goal is a “Perfect!” score, you must get down to the southwest corner (and back) some time.  I suggest that you get down (and back) twice … once early in the Level (because dying late in a puzzle is soooo frustrating!), and again later.  When you get down there the first (or only) time, you will recognize why I am recommending that you delay digging up what is in the furthest Hole from the ThunderCloud-free part of the map.  You do not want to be forced to enter that Tile (dug up) before you are sure you are ready to do so.  Some thingz will not be possible after you do whatever can be done in that square.
· Gauntletz Grunt:  Once the CPSz are down, you can now go break a few rockz!  But it is impossible to use those Gauntletz on enemies such as the Boomerang Gruntz or the SpongeGun Grunt, since they are out of your reach.  If only there were some way to remove those bad guyz, you would be able to do a smashing job!  Now, if your buddies have cleared the way for you, try out your right cross.  Ooops!  There are a couple Holez preventing you from getting to the other three rockz in the area.  Get a shovel over here.  “Hey Rube!”
· Shovel Grunt:  Go over and help your buddy Gauntletz reach a few rockz.  Fill in and/or dig up Holez/Moundz in order to clear the way for Gauntletz to finishing cleaning up the area.
· Gauntletz Grunt:  Admiring your handiwork, there is now a clear path to the Blue Wormhole.  Do you go through the BW?  Or should it be Shovel or Boomerang that goez through it?  And when should a Grunt go through it?  To answer these questionz, a SAVE is in order now.  Then go through it to see what is on the other side, and what special Tool (if any) may be required.  If you sent the wrong Grunt through the BW, or the correct Grunt, but at the wrong time, all you need to do is load from that SAVE you just made.  At any rate, information is gathered.
· Boomerang Grunt:  There is a Silver Timer Switch (STS) in that Spiky area to the southwest.  With a recent SAVE in the bank, go step on that STS.  Observe what happenz!  When you have a good idea of what you need to do, step on the STS again, and make your way through the Silver Pyramid maze.  Whew!  Out of the maze, and to safety, you look around to see what might come next.  Are there and enemy Gruntz to dispatch?  If so, play a little catch with yourself.  You know, you throw … and you catch what you throw …with (hopefully) some useful resultz between the two actionz.  You notice that there are some Holez around that you can reach, but that bent piece of wood just isn’t up to the task, so Shovel needz to make his way down here.  Since there is another STS in this area, you step on it to see what it will do for you.  It revealz a way out of the area, passing right by an enemy SpongeGun Grunt.  Step lively, now!  Be a good team player, and remove that hazard for your buddies.  Then find a safe place to wait for help to arrive … you’re trapped in this area for a while.
· Shovel Grunt:  Follow Boomerang through the SP maze.  Once safely out of it, dig up the Holez that are filled in, and fill in the Holez that are hazardous to your health!  Did you find anything of interest?  SAVE!  Then, step on it!  (A little bit of double entendre there. ;^)  You won’t be able to do everything you need to do, if you dawdle.  Once there is nothing that lookz like a Hole in the area, it is time to follow Boomerang up through the SP maze, by stepping on that STS.  You find a bit of work waiting for you at the top … a number of Holez that are hazardous to a Grunt’s health.  That done, Gauntletz will be able to do his part in clearing the way towardz the three Grunt CPSz that you can see up north.  Like Boomerang, find a safe place to cool your heelz until help arrivez to get you into the next area.
· Gauntletz Grunt:  If you read ahead in this walkthrough, you know that the Blue Wormhole is for use later, and Gauntletz is able to follow Boomerang and Shovel through the SP maze, to join them at the Giant Rock.  Gauntletz likez to break stuff … so he doez, revealing … more work for Shovel,  As soon as he can, Gauntletz can make his way to satisfy his part of the three Grunt CPSz, waiting for Boomerang and Shovel to do their part.
· Boomerang Grunt:  Go ahead … find the CPS with your name on it, and wait.
· Shovel Grunt:  It doesn’t hurt to continue to use that big ole pooper scooper, to leave the area clear of anything that even resemblez a Hole or Mound before you take your place on your CPS.
· Boomerang Grunt:  There may be two enemy SpongeGun Gruntz on the eastern edge that your buddies cannot reach with their Tool/Weapon, so it is up to you to secure that part of the area.  While there are some ‘safe’ spotz within the area, you may want to accept that “discretion is the better part of valor”, and retreat outside to someplace that you know is safe, while Gauntletz and/or Shovel finish securing the area.
· Gauntletz Grunt:  There is a Giant Rock, and two smaller rockz in the area, so you know your servicez are required in there.  There may also be as many as four enemy Gruntz in there that would just love to make the livez of the memberz of your team miserable.  Take ‘em out!  (Handling the enemy Gruntz is also a task that Shovel can handle just as well.)  Pick up everything of value that you find under those rockz.  Clearing the area of enemy Gruntz is the easy part!  (If that was easy, it would probably be a good idea to SAVE before moving on to the hard stuff.  ;^)
· Any Grunt:  There is a Blue Toggle Switch in the middle of a long row of Spikez at the northern end of this area.  That area will be fatal to any Grunt with bare feet … so since all three of your Gruntz are bootless, you better find a way to direct a Rolling Golf Ball (RGB) over that BTS.  You saw a YTS that switched a Two-Way Arrow (TWA) so that the RGB would leave the center area, and roll around the outside perimeter.  Mentally following the path that the RGB would take once it got onto that outside path, you see that there is a TWA that will send it away from where you need it to go.  While you traced the path of the RGB through the outside perimeter, you probably noticed a Yellow Hold Switch in a niche in the eastern channel of the perimeter.  Yep!  That’s the one!  You need to put a Grunt on that YHS by the time the RGB reaches the TWA, so that it goez up and across the BTS instead of down again.  It is easy enough to put a Grunt on that YHS.  The tough part is keeping him there until the RGB passes that TWA!  That Grunt also has to survive, because three Gruntz are required to finish the Level.
· Boomerang Grunt:  There is a “Hit and Run” enemy GunHatz Grunt in the next area that could prove troublesome.  (Warning: Mission Impossible groaner ahead.)  Your mission, should you choose to accept it, is to ‘take out’ that enemy Grunt.
· Gauntletz Grunt:  Fairly easy work for you in here; break two rockz.  Any Grunt may pick up Coinz or Warp letterz; healthy Gruntz should pass by any Zap Cola; exchanging one Tool for another requirez careful thought … which Grunt should pick it up?
· Shovel Grunt:  Dig up an Moundz you find; fill in any Holez you find (safety first!).  If a Hole turnz into a Mound, dig it up again!  Decide which Grunt should pick up anything you reveal.
· Which Grunt?:  You have three Gruntz, and there are two Blue Wormholez.  Obviously, one Grunt will be left behind.  Have you SAVEd lately?  You need to determine what special Tool (if any) is required at the other end of each BW.  The only way to do that is to send a Grunt through a BW, so do it!  If the Grunt has the correct Tool, proceed to the other BW, choosing one of the two remaining Gruntz.  If not, load from that SAVE you just made, and try again.
· Toobz Grunt:  Paddle on over to the Blue Toggle Switch in the middle of the Pool, and if there is anything of value there, pick it up.  Since you are the Grunt left behind, it must be your task to go stand on that Purple Multi-Grunt Switch.  “Yes sir, right away, sir!”
· Shovel Grunt:  “Gee, this place lookz familiar!  Oh yeah, this is where we started out about 45 minutez ago.”  Only now you are free to roam in several directionz.  That PMGS didn’t do anything when you were here at the beginning of this quest, but perhaps it will do something now.  Try it out, and see.  Yep!  That Purple Pyramid north of the King’s Fortress lowered.  How about all of the other Switchez nearby?  What happenz when you step on them?  Jumping on Switchez, you finally see something happen.  “Oops!  That Rolling Golf Ball smashed against that Giant Rock!  That can’t be good!”  (Back to your latest SAVE, and re-load and re-play from there, now armed with more information.)  When the time is right, your buddy will ask for your help, so that he can continue his own task.  After that, you want to go occupy the PMGS.
· Gauntletz Grunt:  “Ah!  Something to break!”  So you break the Giant Rock, revealing … a bunch of Arrowz.  What did you expect?  A Warpstone piece?  Fat chance!  Keep looking!  You know it has to be somewhere on this map!  Well, it appearz that you have to find a way to get close enough to break that rock you see sticking out into the Quicksand.  Quicksand?  “I don’t like this!”  There is a very important question you have to ask yourself, and the answer better be “Yes!”.  The question is: “Is the path that the Rolling Golf Ball will take complete?”  No?  Well there better be a Blue Switch of some kind that you can set into the proper state.  Do you see any?  Looking around, you see a Blue Toggle Switch ahead in the middle of the Quicksand … yes, surrounded by quicksand.  Near that BTS, you see an enemy SpongeGun Grunt standing on … yes, a Blue Hold Switch.  You have a two-fold problem ahead of you: you must remove that Grunt from one Switch; you must find a way to step on that other Switch.  You see that there is a bridge across the Quicksand that will allow you to reach a rock … something you can break.  Removing that rock, you see that you will probably be able to reach two other rockz … that you can break.  You take a deep breath (or maybe SAVE) and set out for the first rock you can reach.  “Hey!  Watch it with those Spongez!  I’m treading a rather precarious path here, you know.  Hit me with one of those, and I’ll be trying (unsuccessfully) to breathe sand!”  Dodging missilez (some which may be leaded), you break rockz.  If you need anything uncovered, take it.  Even if you don’t need it, you may have to take it anyway, just in order to be able to get to your next task.  After the rockz have been cleared away, let’s take inventory.  We can see: a SpongeGun; a pair of Springz; and we drank some refreshing Zap Cola (yum!) to boost our health.  Think it through, now; which Tool should you pick up first?
· SpongeGun Grunt:  Pop that guy that’s been shooting Spongez at you.  (Revenge is sweet sometimez, isn’t it?)  One problem solved … the Grunt has been removed from the BHS.
· Springz Grunt:  Hop on over to that BTS, and back again.  Hop onto the Bridge, and use that Megaphone, and get back to safety from the flying lead.  Scan the RGB path again.  Is the path now complete?  This time, there is no remedy for an answer of ‘no’ … you will have to go much further back than your most recent SAVE, in order to see what you missed, and fix the problem.  (Can you see these (crocodile) tearz running down my face?)  If the path is complete, you yell to your buddy, Shovel, “Let ‘er rip!”, and prepare to occupy the YHS so that the RGB will turn the correct direction, and roll over that Blue Toggle Switch at the end of the Bridge.  Of course, the enemy GunHat Grunt isn’t making thingz easy for you, lobbing that lead your way.  It would help if you had eyez like a Chameleon, and a brain to interpret two entirely separate eventz occurring at the same time!  “Watch the Ball!”  “No, watch the enemy Grunt!”  All the time trying to be standing on the YHS when the RGB reaches that final TWA.  Once the RGB reaches the BTS, you see part of the path disappear, and some new Bridge partz appear.  “Okay, so I have to get over there where all of those rockz are located.  Good thing the GruntzMachine now containz a pair of Gauntletz!”  Hopping over to stand next to the rockz, you are ready to put those Gauntletz to good use.
· Gauntletz Grunt:  “Ouch!  That hurt!”  The pesky GunHat Grunt isn’t going to give you much time to act.  So act!  “TimeBomb!  Run!”  Of course, it is necessary to have a safe place to run to … do you have such a place?  If not … back to the last SAVE, and re-play from that point.  If you survive the TimeBombz, you can return to the area and pick some thingz you may need … or simply want, in order to achieve a “Perfect!” score.  Then on to the final puzzle in this Level … the pool of Water, and all of those Toggling Bridge Tilez.  It is possible that you missed something, and have no way to correct the problem now facing you.  There should be five stable Bridge Tilez (Orange) that will give you a chance to rest, while attempting to cross the Water to safety.  If you can see those Tilez, you want to proceed along the<a href “http://gooroosgruntz.neronhosting.com/hintz/Custom/GooRoo/The%20Rock%20VII/FastWaterMazeEasy.jpg”> easy path</a> to the landing near the King’s Fortress.  If you cannot see those Tilez, you need to proceed along the <a href “http://gooroosgruntz.neronhosting.com/hintz/Custom/GooRoo/The%20Rock%20VII/FastWaterMazeHard.jpg”>hard path</a> (with no resting placez) to the landing near the King’s Fortress.  Once safely on the Landing Area, you need to use those Gauntletz one more time, to break the rock on the Stairway.  And, yes, that GunHat Grunt is still taking pot shotz at you, so be careful.
· Warpstone Grunt:  When you pick up the Warpstone, your work is (almost) completed.  All that remainz is to step inside the Fortress.  But if you want a “Perfect!” score, you need to wait until Shovel does one more thing.
· Shovel Grunt:  Make your way down to the Spikez/Jumping Golf Ballz area made more hazardous by the presence of a Thundercloud, to that Mound we avoided digging up earlier.  This time you dig it up to reveal … a Shovel CheckPointSwitch!  “Big deal, you say.  No Coin.  No Warp letter.  Just a stupid CheckPointSwitch.”  Ah!  But stepping on that CheckPointSwitch lowerz a CheckPoint Pyramid in the upper Spikez/Jumping Golf Ballz area where the Boomerang Grunt started out.  Remember there were two Secretz in that area?  And you only used one, to get a Coin and the Warp letter “W”.  Now it is time to get the Warp letter “P”.  Do that (and survive, if possible) to earn a “Perfect!” score.
Making the King happy:  Why, give the Warpstone to the King, of course!

Secretz:

· Secret Switch #1:  The Secret Switch is buried in a Hole north of an enemy Boomerang Grunt, near a Yellow Hold Switch.  The Shovel Grunt will be able to reach the Mound in the path of the Rolling Golf Ball that controlz the Red Switch, and a Green Switch.  Shovel digz up the Mound, dropping the RGB into the Hole, and returns to the Secret Switch area when the pathway reappearz.  Without this Secret Switch, I believe it is impossible to complete this Level.
· Secret Switch #2:  The Secret Switch is buried in a Hole between “GooRo” and “o”.  It allowz the Shovel Grunt to cross to the top of the Quicksand “R”, to dig up a Coin buried in a Mound.
· Red Warp #1:  When you cross a Spikez Tile at the western edge between the two Spikez/Jumping Golf Ballz areaz, the first Red Warp openz near the Boomerang CheckPointSwitch.  That allowz you to retrieve a Coin and the Warp letter “W”.
· Red Warp #2:  In the Spikez/Jumping Golf Ballz area where Boomerang started out, there are four Arrowz pointing inward at a puddle of Grunt Goo.  Stepping on that (Spiky) Goo Puddle will open up the Red Warp where Boomerang was standing when the Level opened.  That will send Shovel into the area where the original Rolling Golf Ball started out.  Buried in a Mound there is the Warp letter “P”.
Acknowledgementz:
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